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About This Game

AstroShift is a unique free-roam 2D space shooter, where your ship's destruction doesn't mean death - the explosion ejects you
into space, and you have to find another ship before your air runs out. There are 30 different ships - each with different specs

and weapons - to take on the invading forces and run them out of your system.

You are free to roam each level - rescuing Allies to fight along side you, dodging space debris and enemy fire, destroying enemy
fortifications and opening the Warp Gate to the next sector.
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The enemies in AstroShift are also free to do what they want; so sometimes they'll pull off amazing moves, flanking you and
boxing you in - other times they may panic and retreat, ram their wingman while dodging asteroids, or kill each other with

friendly fire.

If you see an available ship you'd like to appropriate, simply hit the Self-Destruct button and fly your astronaut into it! Upon
entering a new ship, you will recieve a random amount of additional air, which you will need when you find yourself floating in

space after an enemy barrage.

There's also a bonus Arcade game that you can unlock by clearing 3 sector of all enemies, or finding and destroying the secret
Arcade machine that appears in a level after you've cleared it 100%.
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AstroShift has full 360 controller support, Steam Achievements, randomized enemies, a cool soundtrack, and lots of explosions!
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Title: AstroShift
Genre: Action, Indie
Developer:
WHITEROCK games
Publisher:
WHITEROCK games
Release Date: 3 Oct, 2017

 a09c17d780 

Minimum:

OS: Windows 7

Processor: 2 GHz

Memory: 4 GB RAM

Graphics: 1GB Graphics Card

Storage: 200 MB available space

Additional Notes: If you want pixel-perfect, set your display resolution to 1920x1080 before launching

English
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astros shift. astro shift house. tonight astroshift

A pretty decent RPG maker game.

The devs listen to feedback.

Production value wise the presentation is much better compared to 90% of other RPG Maker games on Steam.

Gameplay wise, it is standard RPG Maker, albeit with a bit wider customization.

Can't say too much about writing, but there are efforts for world building which make it better than a lot of other RPG Maker
games.

Verdict: above average, buy it if you like RPG Maker style games. Excellent Locomotive and I was lucky to get it during a
Steam sale, but it would be worth it at the full price. Works great with Donner Pass, and it is on quite of few Scenarios in the
workshop. Dynamic brakes work very well, cab lights, once you find the switch on the left panel and gauge lights, so you can
sunstitute this local in some of the Donner Pass scenarios for some of the older Locos without inside lighting. Why someone
would give this a negative review because of scenarios, which there are tons of for free in the workshop, is beyond me, and two
of the same reviews isn't very cool either.. Weird Worlds is a remake of an older 2002 indie game called Strange Adventures in
Infinite Space. SAIS was fairly popular back in the day of Palms, Pocket PCs, and PDAs. It's meant to be a fun little distraction
in sizable chucks perfect for a lunch break. To give you an idea, SAIS's tagline literally was "Explore the galaxy in 20 minutes
or less!" Weird Worlds is basically SAIS plus more content.

With the above in mind, a lot of reviewers are somewhat unfairly comparing Weird Worlds to FTL. If you're looking at it as a
FTL clone, or an immersive game you can play for hours, or a game that requires great strategy, you're completely missing the
point.

On the other hand, if you're feeling nostalgic and want a faithful sequel to SAIS, or a quick game you can pickup and put down,
or a distraction to escape the drudgery of boring work, Weird Worlds is perfect for you. If you're still unsure, go download
SAIS; it's been open sourced since 2005.. So, this is another casual gem-matching game, and the basic mechanics of the game
are perfectly fine. Nothing spectacular or innovative about it, but reasonably competent. If this was it, and it didn't have its game
breaking bugs (see below), I'd have given the game a thumbs up. Not a very enthusiastic thumbs up, but still a thumbs up.

What ruins things for me with the game are two things. First of all, bugs. Or rather, a bug. On multiple occasions, when just
having finishing a level, and in fact while the Level complete! message is dropping down from the top of the game, it just stops. It's
not frozen, per se, because the animations of gems etc keep running happily, but the message stops in the middle of falling, and then
nothing more happens. Fine, you say - I accidentally hit the pause key or something - and the first time around, this is what I
thought, too. Except, the keyboard was nowhere near me at the time. And nothing I could think of to do would make the game
resume. Eventually, I ended up having to kill it.

Sure, I can re-start the game, redo the level and be on my way, but it's annoying. When it happens again, and again, and again, it
goes beyond annoying, however.

The second thing that ruins thing for me is... the story. Now, a game like this doesn't really need a story. It's abstract enough that
trying to fit the game play into a narrative is going to be contrived, at best, but I have to agree that one or two similar games have
managed to integrate a story of sorts in ways that not only doesn't detract from the game, but actually add to it in a small way.

This, however, is not one of them. While it is possible, and not too time and click-consuming to get past the story elements, they feel
decidedly "glued on" and redundant, and as you advance through levels, more and more of an annoyance. Then, at some point,
they just stop, as if the developers, too, figured that they added nothing and just were something people would click past without
caring about. A speed bump, if you will. After this, the story makes intermittent returns, but those just serve to underline how
redundant and detached from the actual game the story really is.

So, in conclusion - the actual core game is OK, but seeing as how there are tons of similar games out there that both implement the
core game better (and without game breaking bugs), as well as provide a better context for the game, there really is no compelling
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reason to bother with this one.. ehhhhhhhh????? ok. Fun game but it is buggy. I have purched the $35,000 car twice now. Only to
have it Locked the next time I log in and all that cash is gone both times... Other than that is is a fun little racing game. Maybe a bit
steep on the asking priced considered it is not as polished as I would have hoped.

HTC Vive. The zombie-killing minigame doesn't really improve matters if all you were hoping for was a decent jigsaw puzzle game.
Besides, to be honest, I found the artstyle of the puzzle images downright ugly.. I had fun with this. I'll probably keep playing it a lot
more than I should, but yeah, definietly worth every cent. It's like a fun little mix of Pac-Man and Diner Dash with an art style that
reminds me of Bubble Bobble. My only beef is that sometimes I pick up dishes when I don't want to pick up dishes because I'm
trying to get food to some grouchy dock worker shark who's been waiting on his burger for like thirty seconds CALM DOWN SIR I
SEE YOU IT'S ON IT'S WAY OVER JEEZ

So maybe if you added a button to toggle dish picking up mode kind of like the black and white shields in Ikaruga that would make
this game go from great to super friggin great, I think.

Good stuff, can't wait to see what you come up with next.
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Played for about two hours (offline mode is the only way I can play most of my games, steam doesn't track it for some reason)
and ended up beating all levels in both classic and strategy mode, getting all achievements in the process. While it was fun while
it lasted it lacks replay value (as there are only one-two ways to build each plant) and is fairly easy. For children it might not be
too bad, I just wish it allowed for a little more experimentation with the plants.. As someone mentioned, some of the puzzle
doesn't work. I had the issue with the Statues, but using the skipping button I was able to progress in the game. The game was
ok, but I guess easy to forget.
The hidden objects were just hidden well enough that you can't just click around and hope to hit them.
The story was interesting, but very short. I liked the puzzle about the stars the most.
Overall not a bad game (excluding the technical issue), but not the best I have played.
. First of all: I've seen a lot of people comparing this game with Tropico 2. And since I don't have it, I won't be able to make a
good comparison; but there are perspectives worth looking at.

1. The graphic: Please, what do you really expect from a game that's just a little bit expensive than a smartphone game? Still a
lot of room to improve though (e.g. the raiding scene with the ships leaving the port, instead of just having one ship model with
different masts, it would probably be better to have different ship models for different missions to prevent boredom)

2. The sound: Not bad, although it does sounds quite cheap, But again, for 5 bucks it is already a decent service.

3. The gameplay: Very linear: gather resources, raid, repeat. You'd probably stopped playing after a couple of hours, BUT in
comparison to big names like the Anno series (I've tried 1404 and 2070) or Banished mods, the production chain in this game
are a lot easier to master; the tier 3 buildings rarely need a lot of tier 2 or tier 1 building to function properly, which makes the
game easier to learn.

Probably the biggest turn-offs in this game is the multiple repetition: You started on the same island, the same resources, the
same starting place, and progress the same way.

BUT, knowing how these small budget games work, I might predict the futureof this game: MODS. A lot of it. Yes, it might
make the game more difficult, but if this game want to be much more playable, the developer DEFINITELY have to let ppl
make mods for this game, ranging from small graphic changes to a new resource chain and new ship types.

Still; a fast food meal set would probably cost the same (or a couple bucks more expensive) but it'll just fill your stomach for a
short time; this game, because of its simplicity could be played again and again, even between short one-hour break.

In the end, this game really worth the 5 euro or 5 dollars spending, and I'd like to spend another 5 euro for more content, like
easy misisons, more maps, more ship texture, and a couple of small extensions. Prost for the developers! :D. This game is cheap,
but it should have been free, and even then I'd hesitate in recommending it. It's an RPG Maker game, which isn't a bad thing in
and of itself, but this game is a perfect example of a mediocre RPG Maker game that never should have been greenlit in the first
place.

As soon as the game started, warning bells started going off in my head. The intro text is partially cut off, which reeks of
inadequate beta testing, and the first area looks horrible. It starts at the Valve office, which would be okay if it didn't look so
terrible. After that, there's a generic elemental dungeon which is nothing but tedious and annoying filler. Then there's Aperture
Science, which is actually somewhat decent and the best part of the game, but very short. The last area of the game is City 17, or
rather a generic urban area that really looks nothing like City 17 or any city at all.

There's no consistency in visual style at all. The graphics are either completely stock RPG Maker assets or bad Paint jobs.
Inexplicably, one character portrait is the former and the other is the latter. All the inventory icons are from the standard icon
set, even though they're supposed to be items from Valve's games, and I have no idea why this is the case. The tilesets are RPG
Maker DLC, which is fine, but they're badly used, with most areas big, empty, and ugly. Oh, and everything is using a custom
font which is almost unreadable.

Custom scripts are used, and to be honest sometimes they work and sometimes they don't. The battle system is a slightly
modified version of the stock one, and it's actually pretty good (but the battles themselves aren't- more on that later). It has a
great look and feel. On the other hand, the menu system is eye-searingly hideous and basically impossible to use. There are a
few other bits and pieces here and there but they mostly contribute without being hugely noticeable one was or the other.
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The gameplay is tedious, incoherent, and unbalanced. There's little in the way of exploration or free-roaming; it's more or less a
linear slog through battles with no opportunity to look around. Well, there are the mazes, but you'll be so irritated you won't
want to explore. Battles are either laughably easy or atrociously difficult- none strike any sort of satisfying balance. Most of the
enemies are completely standard and nothing really fits into the story in a sensible way. Leveling is odd, equipment is odd, skills
are odd; it all feels very much thrown together.

It's ostensibly a parody, but this game fails at that, too. The plot is nonexistent- something something Illuminati and Valve
characters make an appearance for no logical reason. There are a few attempts at humour, but for a supposedly funny game it's
actually pretty serious most of the time. Most of the jokes are at best dated and at worst never funny to begin with.

I should cover sound design, but I don't really have much to say about it. Take that as a sort of neutral statement. It wasn't bad
enough to be memorable or good enough to be memorable.

It's also really short, at maybe an hour and a half. I'm not sure if that's a curse or a blessing.

Don't buy this game. Supposedly, Gabe Newell signed off on the use of his image, but I have a hard time believing he actually
took any more than a cursory glance at this game before doing so. This is a lazy, badly made game that might be okay if it was
free but shouldn't have any money spent on it. Or, if the creator had put in some more time and effort, it might actually be
worth the $3 I paid for it.. First I would like to say this is the best FPS \/ Rollerblading Sim game I have played. I would really
like to see more dragons in the ginger bread house mission as currently the few I have encountered put my skills to the test as far
as this RPG goes. The only bad part about this game is the screen saver like feel I get (rarely!). The other players I've engaged
the have shunned me however, no responses as of yet, but as in my social life I will patiently wait for acceptance. Mind you this
is the beta and I'm sure more improvements are coming (more dragons, a more expansive hair style selection, and bigger
ammunition magazine for potatoe guns), can't wait to see this game at the next MLG event.. Asked for my first Steam refund.
Mobile port and doesn't seem like it's much fun for anything not on the go.. If you look hard enough on Steam, you can always
find a hidden gems. Puzzle Poker is one such gem. It is like video poker. You try matching cards in order to get flushes, 4 of a
kind, full house, etc. Not being much of a poker player, I found this game very addictive and easy to learn. Good graphics,
music is ok, and loads of fun. 10\/10.. And though I left, I took with me their lightning and their prayers.

I've never come across a game more contemplative and philosophical. It's got a gorgeous pixel art design (like a more colorful
Swords and Sworcery), hauntingly melancholy music, and a unique concept. You are a video game character, and the game
starts when you die. You are set on the path for deletion, but have an opportunity to run. What do you do?
The game's story focuses on acceptance and reflection, which is at odds with its gameplay, which has a focus on action and
timed sections that are fairly frenetic. And the action sequences are more challenging than you would expect from the rest of the
game. That being said, the feelings this game engendered are not common for games, and if you have an interest in seeing what
games can do outside of their traditional boundaries (but are capable enough to play traditional games), this is an experience you
won't soon forget.
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