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About This Content

Florence, Tuscany, Italy

Florence, capital of Italy's Tuscany region and birthplace of the Renaissance, is home to masterpieces of art and architecture.
One of its most iconic sites is the Florence Cathedral, with its terra-cotta-tiled dome engineered by Brunelleschi and bell tower
designed by Giotto. You can now experience one of the world's most picturesque cities in your Flight Simulator environment.

Detailed Scenery Area Features

36 km Of Custom TexturePhoto Terrain Textures With Near Photo Accuracy

342 km of Hand Classified Landclass For Accurate Blending

20710 Custom Geotypical Buildings Accurately Sized And Placed

Accurately Placed Vegetation Autogen

Library Objects Used For Added Detail

Detailed Mesh

Landmark Objects Included
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It's a fun little game, and when I say little I mean it! The graphics are long outdated and you'll have to run it in boxed mode just
to not be annoyed by it. The size of the box though, will not be much larger than the screenshot on this page - that small!
However it's a nice game. I played it for the first time back in the 90' and it has the same features now as then. It has four
modes; Endless Puzzle, Stomped Puzzle, Fossil Challenge and Time Trial.

In Endless Puzzle you have to shoot eggs at the eggs pushed down the screen, making matches of three or more, to break them and
make them fall before they reach the rope at the bottom. When the sand runs out in the hourglass the dino Whirley will come
flapping, trying to add a new colour to the eggs making in more difficult and you have to shoot him down for it not to happen.

In Stomped Puzzle the mother dino gets mad when you break the eggs and will lower the roof when her anger reaches the top of the
meter. When you clear the screen her anger will go back down and you'll get a new formation of eggs to beak as fast as possible.

In Fossil Challenge you get a formation of eggs with a piece of a fossil in it, the goal of the game is to shoot the eggs to make them
drop and the fossil along with them. Take too much time and the roof is lowered.

In Time Trial you have to pop eggs as fast as possible.

Only buy this if you're really passionate about this game or it's on a really generous sale, you'll kick yourself otherwise.. Well this
game is a lie, video of the game is not from gameplay, pictures are not from the game!!!
-No players and no bots
-Caracters yust hover, no animation of walking or anything
-Extremly lagging
-cant move around the obsticales, u get stuck
-graphics are a joke.
-cant choose another gun
-cant choose anouther caracter

A game that sound like fun and could have been good, but it is really a joke. U get a cube that hovers around in a few maps with
some square buildings. If u point at a nother player(if any is online, today there was 2-including me) u can "shot" them. Thats it,
dont even acept it as a gift it is a waste of time and energy.. So this is another rogue-like dungeon crawler. This game has the unique
aspect where the skill tree is random every time you play it. I was hoping this would make things exciting and truly make every game
feel different. Unfortunately\u2026. It really doesn't.

This is because the skills really aren't a core part of your gameplay, since the cooldown is only reduced by killing enemies, and the
cooldown of most abilities is like 7-10\u2026\u2026 so you will only be able to use them every 3rd room or so. For bosses, you
will only be able to use them once, so it's really not a good idea to rely on your abilities (they're not all that interesting anyways.
Some abilities are shields, some abilities let you passively do burn\/poison damage, some abilities do a lot of physical\/magical
damage to enemies, etc\u2026 Pretty standard stuff)

Instead, most of your time will be spent running around in a circle sniping enemies. See, you're given a melee and a ranged weapon.
The developers tried to encourage you to use both by having ranged weapons do more damage to melee enemies and melee weapons
to more damage and stun ranged enemies. Unfortunately, this wasn't enough, and it's correct to use your ranged weapon in like
95% of situations (the other 5% are 1 type of enemy who have shields that deflect ranged weapons and can only be destroyed by
melee attacks. Far more enemies needed to have something like this to encourage melee combat).

While this would be fine if enemies posed a challenge, they really don't. I was thinking that because this game had a "dodge" button,
the enemies' attacks would be designed in such a way that you HAVE to dodge in order to avoid damage (e.g. like Enter the
Gungeon). NOPE. You can just stay at range and run around in circles shooting at the enemy until they're dead. Hell this works on
ALL bosses I encountered, including the final boss.

Because "running around in circles shooting at enemies" is the easiest way to beat the game, your core strategy is also going to be the
same in all runs. "Scavenge" enemies for money for the 1st-3rd dungeons. Buy the item that gives you +10 ranged weapon damage
and +75% movement speed in the shop. The shop always has the same items and they increase in price as you go up in levels,
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which is why it's best to buy the items as fast as possible. In addition, enemies drops from "scavenging" only increase by like
50-100% as you reach the final level but the drops from "absorbing" enemies go up by around 400%, so it's better to scavenge early
and absorb later.

Finally, there are a bunch of annoying design decisions made throughout the game:
\t\u2022 There's a "burn" effect that DESTROYS A PIECE OF YOUR EQUIPMENT\u2026\u2026. Omg. Why have this\u2026..
Just\u2026\u2026 why. It's not THAT bad if you carry around a salve that can heal your burns that you can buy from the shop.
This item can be used 3 times. However, if you ever run out in a floor and you lose a piece of valuable equipment due to burn, that
is absolutely rage-inducing.
\t\u2022 You can only carry around 6 "passive and consumable" items at a time\u2026\u2026God dammit -_- . Guess what,
consumables are usually more important than passive stat boosts, since consumables can restore health, prevent burn damage, and
refill ammo. Every run, and multiple times within those runs, I had to leave a valuable passive item, which contributed to all the
runs feeling samey.

So this is a rogue-like dungeon crawler where you're going to be using the same core strategy and weapon for all your runs and
you're disincentivized from carrying around multiple passive items. And each run takes like 1 hour to finish\u2026\u2026 I
finished 2 runs (both 1st try). There are 4 difficulties that unlock as you beat the previous one. I was going to beat all the
difficulties but I died on my 3rd run because I got really cocky and forgot to use 3 FULL HEALTH potions in my inventory (lol). I
was thinking of trying again\u2026.. But it just wouldn't be very fun so \u2665\u2665\u2665\u2665 it.. Heyyo, Futuremark has
been an extremely popular benchmarking software developer for a long time... and 3DMark shows us exactly why. 3DMark 11
shows how beautiful and effective DirectX 11 is with the latest and greatest hardware. The launch on Steam for 3DMark 11 was
rocky (couldn't get it to run on my notebook with nVidia Optimus tech enabled GTX 650M) but after direct contact from
Futuremark they asked me to test a few different .exe files which worked great and the patch was released to all. THAT, is
customer service. I support Futuremark because they support us. :). Good fun yes good. It works as advertised and works really well
but at 1080p this is a pretty niche tool. Making old games look bigger and pixel perfect sounds like an incredibly appealing thing,
and it is, but the reality is that a lot of old titles either don't work with windowed mode (not even with DXWnd) or, depending on the
game, will have very large user interfaces that make the actual "gameplay" area feel really cramped. You could crop the image, but
then you'll lose stuff, or you COULD try upscaling to things other than integers... but at that point this tool only does something your
GPU can do natively anyway: scale things up while maintaining the aspect ratio but not quite that pixel perfect look.

Where this tool actually works brilliantly however is with stuff that cannot be resized at all or not resized without looking crappy,
like indie japanese games, flash games and other things like that. From RPGs like Machina of the Planet Tree, cult classic horror
games like Ao Oni and myriad visual novels; Many of these games run in tiny 640x480 windows that cannot be resized any other
way outside being stretched to fullscreen. Lossless Scaling makes these games in particular look great and I honestly would say it's a
must-have to the point I'm surprised the store page doesn't advertise that particular use.

All in all a very specialized tool but one that that I think will only grow in value with time and as resolutions keep getting bigger and
bigger.
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Charming and fun. Beautiful pixel art, delightfully animated.. Really disappointed. The game is visually the same, but the
sounds are off slightly and some are missing completely. The FIRST little hyena boss fight is suppose to play some boss fight
music but it doesn't, it just stays ambient like the entirety of level 1. I died a few levels in and pressed continue but it restarted
my entire game over anyways.
I'll just play this on my Sega or emulate it.. You're probably thinking Huniepop was a great game and this looks almost Identical,
wrong. It's nowhere near as good or intresting after playing through about 2 routes I just found myself skipping the dialog just to
get it finished, as for the liquor game on "hard" after a little trial and error it was a little too easy. Forgettable characters,
Forgettable Music but an amazing art style. Also no glitches with any playthrough which is a plus.

4/10. tl/dr: Diamond in the rough, but still a good WW2 naval combat game.

I've been looking for a good modern naval combat game for a while but unfortunately a lot of them were not very good. I've had
to content myself with the naval battles in the Total War series for a long, long time, and even those were pretty limited.
Fortunately that time has ended and there's finally a naval game that's got sea legs.

Victory at Sea is a well executed game on one of the best eras of naval combat, WW2. You get the standard cruisers and
battleships with their booming big guns. Quick but fragile destroyers that can cripple even the largest ships with a spread of
torpedoes, but could be blown apart by a single salvo from a battleship. Submarines that lurk in the depths and can torpedo
battleships with impunity, but are sitting ducks against destroyers with depth charges. And the new king of the ocean, the
aircraft carrier which can sink any ship well beyond the range of even the biggest guns, but are no better than a lightly armed
cargo ship when all their strike planes are shot down. Victory at Sea has all these and presents them in a way that is fun and easy
to get into, but can get surprisingly deep as you confront larger and larger enemy fleets.

The core of the game is ship to ship combat, where you can control a fleet of up to 20 ships against an AI controlled enemy
fleet. The battles are also pausable, so you can take a look at how the battle is progressing, and change the fleet's orders while
the game is paused. You can give individual ships orders to attack a particular target, you can group up a number of ships and
give them orders and watch your fleet duke it out with the enemy. And best of all, you can get manual control over a ship
yourself, controlling its speed and heading as well as its weapon systems.

Manual control is where the game comes to its own. Its not just a matter of pointing at an enemy ship and seeing your gun
batteries pummel it to oblivion. To be the most effective you need to manually tell the guns where to shoot, which means firing
at the empty water ahead of the enemy ship to make sure the shells you fire actually hit the ship as the shells come back down to
sea level. This applies to torpedoes as well. Taking this further, you can take manual control of the lead ship in formation, and
lead the line of battle, The game is at its best when you are leading a line of cruisers and battleships across the T of a superior
enemy fleet, trying to maneuver so you can bring the most guns to bear on the enemy while minimizing the amount of return
fire that the enemy can give, and dodging enemy torpedoes all the while. There's a great feeling of satisfaction when you take
down a fleet twice your size with adept maneuvering and accurate gunnery.

Aircraft carriers though, change the game completely. As in real life, once you and the enemy both field aircraft carriers every
other ship becomes either a screen or an escort as you send your planes off to sink the enemy's most valuable ships. They do
however have a weakness: once their planes are taken out (either by your own fighters or by concentrated AA fire) they become
no better than lightly armed fast cargo ships, and can be gunned down by your battleships and cruisers with impunity. Aircraft
are very very fragile as well, so you can't just send a flight of dive and torpedo bombers into the thick of an enemy formation
and expect many of them to come back. Carrier battles become a game of eliminating the enemy's planes, then sending your
own planes out to take out as many ships as possible, and then finally sending out the rest of the fleet to mop up whatever is left.
This makes carrier battles less fun, as you spend most of the time looking at the tactical map and making sure your carriers stay
out of range of enemy guns and remain properly screened.

I can't blame the game much for that though, as carriers did change naval warfare in real life in the same way, making naval
battles less about crossing the T and more about plotting flight paths for the strike aircraft. I just wish that there was more depth
to carrier battles, like allowing you to change your plane's targets and waypoints once they are sent out, which would allow you
to do a feint in one direction while sending in the real attack from another direction.

What the game is not, though, is a hardcore sim. There are no looking at temperature gauges to look for thermal layers, there's
no damage control or manually plotting torpedo depth, spread and targeting solutions, or manually setting artillery facing and
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elevation. The engagement distances are also way, way too close for actual carrier combat (though that may be for the best). The
combat is point and click, but is done in a way that is sufficiently deep that tactical considerations in real life (crossing the T,
screening the carriers) still matter. The game is closer to Total War's naval battles than it is to Fleet Command.

The game, however, still has its rough edges. The UI can be a bit inconsistent and unintuitive, being more similar to simpler
console-style games than a full blown PC RTS, though it seems to be getting better as the game is patched. The menus in the
campaign are definitely this way, which huge font sizes and ship lists that go from left to right instead of top-down, forcing you
to click the left/right buttons or manually use the horizontal scroll bar instead of just having vertically scrolling lists that have
both the advantage of displaying more ships and working intuitively with the scroll wheel. The game's frame rate also seems to
be a lot lower than it should be, given the quality of its graphics. The graphics themselves are competent, but not eye-popping,
with the odd ship model-reuse here and there. They are, however, much better than staring at map screens that you usually end
up with when playing more realistic naval combat games. The enemy AI can also be a bit weak, sometimes sending its ships to
you piecemeal instead of attacking in formation, and at other times their destroyers stay in formation with much slower ships
for no reason, making them a lot easier to kill. The game is still getting patches though, and is still getting better so hopefully
these rough edges will be polished off as time goes by.

Victory at Sea is a competently made game about WW2 naval combat, presenting the tactical rock-paper-scissors of battleships-
carriers-destroyers/submarines in a way that is fun and easy to get into, but can get surprisingly (and realistically) deep once the
difficulty ramps up. It has its rough edges but they are being polished off as the game is patched. In any case the core gameplay
is sufficiently engaging to make it worth it despite its shortcomings. If you’ve been looking for a good non-sim modern naval
combat game, Victory at Sea might just be the game for you.
. This might be a good game for some of you, but overall it's not for me. The controls feel unnatural and it made me dislike it
from the start.. Heros in the sky is a plane based shooter which is for me a really enjoyable game, people may have a different
opinion to mine but i believe you should atleast give the game a try,

Their are many problems with the game which is really sad because if the developers can actually put some effort and listen to
the community before posting the game on steam then this game could of had so much potential,

another problem i have with all these other reviews is that barely any of them gave this game a chance and put less then an hour
of gametime to determine the rating of the game which is stupid and just plain stupid. you are also comparing this game to war
thunder which is just stupid too because war thunder and heros in the sky are 2 completely different games and i have played
10+ hours of war thunder to see the differences.

this game may not be for you but just give it a try, dont listen to the other idiots who slap a 1/10 for this game without playing
one hour which is really disapointing. please give it a try.
. Not as short as I expected. Solid experience overall, highly recommended - preferably while on sale.

P.S. The trailers don't do the game justice so don't be put off by that.. There are some really good parts to the three stories in
Entre-Deux: Cursed but they only show themselves a little bit. They feel a bit rushed in many parts which is sad because they
seem to have a great deal of lore to them. That is almost part of the issue. Much of the lore is not explained or not explained
very much. Terms, places, religions, there is a whole world going on in these stories but I haven\u2019t the faintest idea what
this world is most of the time. The soundtrack is good, a bit repetitive but good none the less. The Entre-Deux story was by far
the best of the bunch. Dark Fairies and Cursed Queen was also decent. Witch and Seimoya was easily the weakest. It lacked any
real chocies to make to affect the story. All 3 sufffered from a turn based combat part in which you have no control over which
moves are used which makes the entire battle random and out of your hands. This should have been scrapped or the player
should be given more choice in the combat like a real turn based strategy game. It was infuriating to have to redo one battle
three times due to no fault of my own.

\tI played Entre-Deux: Cursed on Linux on version 2.0 of the game. It never crashed on me once. I didn\u2019t encounter any
typos or spelling errors. It supported manual saves and plenty of slots for them. I finished all three stories in a total of 32
minutes. I am not against short games if it provides a good experience but the developer should have taken a bit more time to
flesh out the stories more given all of the background details and so they didn\u2019t feel so rushed. I paid $2.29 CAD for it
and while that isn\u2019t much money it still feels a bit light for content. There are a lot of visual novels out there which offer a
better story, more choices and similar cost. I think the developer shows potential with this and hopefully their other games hit
the mark better.

                            10 / 12



 

My Score: 5.5\/10

My System:

AMD Ryzen 5 2600X | 16GB DDR4-3000 CL15 | MSI RX 580 8GB Gaming X | Mesa 18.3.3 | Manjaro Mate | Kernel
4.20.11-1-MANJARO. If only we can have more Atari-like games on Steam!

Pros:
-Objective: Its the classic Atari game Asteroids, now with enemies to keep you on your toes and resource collection to further
increase your high score.
-Graphics: Kick @$$ Especially when the nukes go off or you lose your portal.
-Music and Sound Effects: Feels like this is a game from back in the day.
-Controls: Fluid. Much simpler when compared to original Asteroids.
-Co-op: New major feature added to the original concept.

Cons:
-Co-op: Feature is local only.

TL;DR:
This game is Asteroids with added features to make the game more enjoyable. I can easily see this being a fun little party game
you play with your buds when you want a change of pace from Mario Party. The price tag is an excellent deal considering how
much money you would have to dump to enjoy the origianl Asteroids at an arcade. Give this gem a whirl; you won't regret it.
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