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About This Game

Journey to the remote Isle of Polu, where you will meet the curious and adorable little creatures known as Buddies!

Visit the Hatchery to choose your Buddy, and bring it to one of the Isle's lovely beaches to fill its belly with delicious fruit! The
more fruit your Buddy eats, the more points you will earn.

But remember: Buddies only have a limited amount of time to forage, and they don't like sour fruits. Eating a sour fruit will
cause your Buddy to lose time. Also, some fruits are too big to be eaten and will stun your Buddy if they land on its head. Be

sure to dodge these obstacles!

Use your points to unlock and purchase eggs to hatch new Buddies, and customize your Buddies with cool markings and colorful
wristbands.

What are you waiting for? Come play!

Gameplay:
Fruit will fall from the trees overhead and it is your job to help the buddies catch them.

You will control your favorite Lil' Buddy and run back and forth in an arcade style fashion trying to catch as much fruit as you
can.

You need to catch as much fruit as you can while avoiding dangerous obstacles like coconuts which will hurt your Lil' friends.
The more fruit you catch, the more points you earn; which you can use to purchase cool things from the shop or unlock new

levels on the island.
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Title: Lil' Blue Buddy
Genre: Action, Casual
Developer:
Emerald Interactive Games
Publisher:
Emerald Interactive Games
Release Date: 1 Aug, 2016

 b4d347fde0 

Minimum:

OS: Windows 7

Processor: 2.7 GHz

Memory: 4 MB RAM

Graphics: AMD Radeon HD 7850 or Nvidia GeForce GTX 670

Storage: 20 MB available space

Sound Card: Onboard sound

Additional Notes: Most computers will be able to handle the graphics and gameplay just fine.
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Such an awesome and fun game! I love puzzle games, and this one is up there with portal. Its funny. Its witty. It has the right
amount of challenge to keep you on your toes. A definite must have for puzzle lovers everywhere.

Oh and the graphics are off the charts.. I WANT THIS SO MUCH!!!!!!. Man oh man\u2026 After finally beating the game,
I\u2019ll share some of my thoughts about this short, but fun and really challenging game.

Shapes of Gray is a fast-paced arcade-style top-down \u201cshooter\u201d, although most of the time you aren\u2019t
shooting, but wielding a sword. Your objective is to destroy all the other gray shapes in order to proceed to the next stage.

Presentation-wise, this game lives up to its name. The whole game is presented in shades of gray, while the main character and
enemies are all gray shapes. The minimalistic aesthetic gives the game a nice retro look, which works fairly well along with the
game\u2019s arcade gameplay. The music, while not particularly spectacular, does its job well-enough with the game\u2019s
style. What I really want to talk about is its interesting gameplay mechanics.

The game\u2019s stages are limited by a very short timer (think WarioWare\u2019s microgames), which forces you to play
aggressively. However, you also have a very limited number of lives, which encourages the player to be careful. This system
really puts the players in a very stressful situation: confident players will see themselves rapidly losing their precious lives
(which do not regenerate between stages) against the various gray-colored enemies; meanwhile, doubtful players will see their
runs be ended because they couldn\u2019t defeat all the enemies in time.

And this system is the most prominent reason for this game\u2019s difficulty. The game starts off easy enough to get used to
the simple mechanics, but by the end of the game, it gets really hard. In order to succeed (especially in later levels), one has to
find the balance between aggression and carefulness. And I must say, it\u2019s very hard to find. I was stuck for several days on
the last stages of the game because I was either too careless, or too slow. I must admit, it made me very frustrated at times, and
it honestly made me angry, not at the game, but at myself. I lost a lot, but it never felt it was the game\u2019s fault, as it
doesn\u2019t rely on artificial difficulty or cheap mechanics.

The enemies are designed in such a way that the player needs to adapt their playstyle in order to defeat each and every one of
them. And they must do so quickly, as the enemies are ruthless and very aggressive. Each stage has a specific set of different
enemies, and it is quite interesting discovering how each enemy type interacts with each other. Fighting each different enemy
requires different strategies, which get more and more complicated when you are facing different types of enemies at once.
Some enemies can destroy other enemies and help you or harm you in the process. Others are immune to the rest of the
enemies\u2019 attacks; and others are immune to your attacks.

The very high difficulty really punishes the player for small mistakes, which forces the player to perform near flawlessly in each
stage. This is a completely personal preference, but I feel this tight margin of error works a bit against the game\u2019s overall
enjoyment and fun aspect. I\u2019m not much of a fan of extremely difficult games, as they result more in frustration than fun.
However, anyone who\u2019s looking for a challenge, this game\u2019s the solution, without a doubt.

The game increases its replay-value by adding an Arcade Mode after finishing the first campaign. This mode adds coins and
achievements into the game\u2019s main mode. Players will surely have to try several times in order to obtain all the
achievements, as they increase the difficulty of the already hard main campaign.

-------------------------------------------------------------------------------------------------------------------------------

Now, I\u2019d like to talk about some stuff I feel would make for a much better experience while playing the game. Of course,
all of this is just personal preference, and I hope the talented people at Secret Tunnel Entertainment take these bits of advice in
consideration for a sequel, an update, or a future game if applicable:

-\tIn terms of difficulty and overall enjoyment, I\u2019d say the game would benefit a lot from more health-recovery items.
They do not automatically make the game easier, as sometimes attempting to get the extra lives is riskier than ignoring them, but
they do allow the player to mend previous small mistakes, and it gives them much more to think about while playing. They
rarely appear in the game, though.
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-\tThe replay-value and overall enjoyment of the game would benefit a lot from a character or weapon selection, letting the
player choose at the start of the run according to their playstyle. Maybe a bigger sword that swings slower, or a quick but shorter
one. Or a weapon that shoots bullets that take two or three shots to take out each enemy.

-\tI don\u2019t ignore the fact that the game has power-ups that change the way the player tackles each challenge, but I felt they
were underused, considering they always show up in the same spot and they stay in the player\u2019s possession for a very short
period of time. Maybe adding more power-ups and\/or allowing them to appear at random would make for a better experience.

-------------------------------------------------------------------------------------------------------------------------------

Of course, reviewing this game for what it doesn\u2019t have would be unfair and a huge disservice to what this game actually
delivers. Everything listed previously is just feedback for Secret Tunnel Entertainment, and it should not negatively influence
your decision to get this game. What this game offers is quite enough for me to consider this game as money well-spent. It
satisfied my desire to feel accomplished and challenged, and it got some pleasant surprises and smiles out of me several times.
Especially during the ending, which really surprised me in a good way. It was so unexpected and funny it honestly made me
chuckle a few times.

All in all, I recommend this game if you are mildly interested by it. If you are looking for a challenge and a humble but solid
game, you\u2019ve found it.
. Unnecessarily obtuse and confusing, I surely wouldn't recommend this software. I believe it is a piece of well-intentioned
software, and may have a large amount of functionality; yet, it took me almost two hours to get a DVD to play with it (after a
few failed attempts before). That is not the kind of software I need, nor want. Perhaps if your hip to the lingo, or an IT
professional, then you may enjoy this software and its tinkerability. I just want something that works, not something I have to
work at.

As the movie I was just watching has finished, I'll now be uninstalling Zoom, and replacing with a more functionally and user-
friendly free solution.. Good. Lord. What. Did. I. Just. Play? Tries really hard to be a funny throwback to old games such as
Golden Axe and just...fails. On every level. No sir, I didn't like it.. man i tried to refund this game because i wanted papers
please but i guess the hour limit is 2 now

(i think it used to be 4 and i played this game for 3). I think this game is very fun. I loved this game. Graphics are very fun and
good. \u0130f you want to kill spaceship with VODKA. You should play this game. 909520394% done with messing up level 5
in the last 10 seconds but other than that . . .go ood game .. . frustrate . . . .i cant. Urgh, I nearlly clicked "recommend", but only
because, like me, it might be worth adding another 4p local multiplayer game to your library if you're collecting them. But only
for something a little different, not because it's particularly good.

In the end I decided it's wierd to have a "recommend" and then actually rip it apart in the description. So I changed it to a "don't
recommend" to catch the eye of the devs in hopes they might take on the feedback.

It's main problem is it's just not obvious how to play. You all kind of randomly kill each other over and over and over again, in a
chaotic mess ove over-sized bullets that bounce off the wall and are moving too fast to react to. Half of your deaths are by
shooting yourself. Yes you can eventually get better at it but the fact that everyone's initial game is just random deaths where
you can barely make out what's happening amongst the chaos, is a testimant to how unintuitive the whole thing feels.

By comparison, I use TowerFall in game tournaments at the college I teach at, and people who've never played before quickly
become used to it and really get into it, even people who don't normally play games. It's quite obvious what you're doing - you
can jump on heads, aim and shoot, and re-collect your limited arrows. You can clearly see the cause and effect - everything is a
good size, and a good SPEED, and not cluttered at all (in spite of having 4 players on one screen) and everything important
(aiming, kills, etc.) is broadcast very very clearly.
AND YET it is still very competative, and you can get very skilled at it, and it can be classified as "twitched based gameplay"
(just as Charge Shot does). I have seen some\u2665\u2665\u2665\u2665\u2665\u2665from Towerfall, man. You can get so
good at it.
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With Charge Shot, we played it for a good 10 minutes and I still don't feel like I "get" it. I get that you kinda don't want to be
horizontal with anyone, and if you do pass in front, press the shield button and you'll more than likely bounce the shot they fire
at you and kill them. But everything still feels 50-50. Wins don't really feel like wins, just "oh that turned out in my favour
randomly, cool, I guess."

It does come down to the controls a lot;

The jet pack thing feels fairly frustrating, the delay before it sends you upward doesn't seem like you can use it to get out of the
way quickly, and when it does pick up speed, it's so fast you can't really use it effectively and mostly go all the way to the top.
So you kind of just float around, kinda trying not to pass in front of anyone.

The bullets are very big, very fast, and bounce off the wall, so once someone fires in your direction, you're not going to dodge it
- in fact you're likely to kill yourself from your own shot due to the bounce. That's really unintuitive, to fire a weapon which has
such a high chance of killing its owner.

On top of that, each shot has a huge amount of kickback, which added to everything else, is the icing on the cake in really taking
control away from you and feel like you're trying to remote control a toy car on a bed of marbles by pushing it around with a
stick. That's an analogy I just came up with to express the lack of control we felt we had over the characters.

Look, I'm sure the developers really love this game and are "good" at it and have fun with it, otherwise they wouldn't have put so
much polish on it. I just don't feel like it was tested on other people very much. I don't think it's a good idea to make a game that
only you can play, it needs to be acessable as well as being competative and skill based.
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A lot of the reviews for this game seem to assume that it's something it isn't, and for that reason the overall score isn't great.

But if you liked Cortex Command and the idea of a physics based movement system and don't mind with putting up with some
odd foibles, you might really enjoy this game. It's not for everyone, but the sorts of people who will like it will like it a lot.. if
you re looking for a multiplayer SPAZ you wont like this one. while there s massive amount of hulls, modules and weapons, and
the controls are somewhat innovative, there s only a few maps where you can play deathmatches against other players and the
controls unfortunately dont feel at all like SPAZ.

the game is in a very early stage right now. Glad to see the game to be fixed so fast!
If you want to make stage 3 better, i suggest you to go route first. Where you procedurally generate a random passable route,
after certain amount of steps, drop the goal there. and then randomly fill up the map.
For the last bit of stage 3 you can restart as soon as computer occupy 52 so that player won't be filling up the number for
nothing.
Looking forward onto the future update(if there is any coming)!
onward to stage 4

Original - Multiple encounter of "Code Error". often difficult to bypass and will constantly crash the game.
The 3rd stage where you navigate through a "network" is very badly designed, difficult to control. but most importantly no
safeguard places in the random generating algorithms. It's more of a game of patient and luck at that point to look for that one
stage that's actually passable.
If you did not plan to make a safeguard(since it can be complicated) just don't make it random, hand craft couple variations and
give it to user instead of throwing the dice and hope it's a passable stage.

The idea is very interesting, the first puzzle is very well done and interesting, hope the game get fixed else cannot recommend..
very good and relaxing game, achievements work, small price, easy game for all ages, so all in one 10/10. An oddly charming
way to burn some free time. Perform repetitive management tasks and listen to the crying of young girls as you contemplate
whether or not you want to butcher them and harvest their souls. Family friendly fun to its core.. You get what you paid for, 5K
achievements at minimum price. If you\u2019re an achievement hunter looking to increase the number of achievements on your
profile showcase, then I highly recommend buying this. Else don\u2019t waste your money. This is not a game, it\u2019s just a
way of distributing achievements.. i'll be back in 5 years.. Meh. It had potential. Too bad it had to end so suddenly.. I
wishwishwish there was a 'neutral' or 'darned if I know quite what I think of it' option, because I was back and forth on this one
the whole time I was playing it. You follow two protagonists--Tayo, a human girl, and Bimonia, the possibly last of a winged
humanoid species--as they grow up and attempt to overcome the hatred between their two species. The writing is clunky and
erratic in tone, many events clumsily dark, the character development uneven, and the worldbuilding and internal logic have
holes you could drive a Star Destroyer through. But there's still something to the premise and story, and two of the five endings
actually worked for me. This is one of those stories that could have been very good, but instead is frustrating and baffling.
(Also, SO MANY TRIGGER WARNINGS. Don't play if you have common triggers.). Very nice locos despite its a few minor
bugs with it :)
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