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About This Game

Spheria is a simple arcade game where you roll your POWERFUL BALL through stages of mystique and wonder. Play with
your various balls, unlock new balls, get all ball-related achievements and attempt to trounce the highest score on online

highscore leaderboards... all the while laughing maniacally!

Control the destiny of your balls. Your life depends on it.

Play with your diverse array of unique balls

Discover 20+ unique levels with progressive difficulty

Challenge yourself! It's easy to learn, yet hard to master

Show off your best scores in online leaderboards

Rock out to a completely original OST
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Did we forget to mention that you get to play with balls?
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Title: Spheria
Genre: Casual, Indie
Developer:
Daydream Software
Release Date: 1 Apr, 2016
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The vague "6 DLCs" that the Season Pass includes are:

After The Incident
Fault One Zero
Fire In The Deep
Welcome To The Abyss
Empire of the Sky
Riders of the Rustland. Nepenthe is a turn based RPG with influences from undertale and, if I had to guess, other RPG maker
games like Suits.

I bought this game at full price as a friend of mine knows the developer, and after they gave me the description of "It's a darker
undertale on a shoe string budget" I had to give it a fair shake, even though I don't normally play games like this outside of LISA
the painful RPG.

I'll start with the positives, because this game does have a few. Namely, the soundtrack. The music in this is quite unique, with
many of the tracks actually managing to send a shiver down my spine. I'm sad I don't know the names of individual tracks,
otherwise I'd mention them and possibly search them out just to have on my phone to listen to. Certain fights like the two with
the guards in the magistrates castle really stand out, though I think one of my personal favorites comes from a section in an
underground tunnel with distorted vocals. Most of the audio in this is either stock RPG maker stuff (I recognize the damage
sound from several other RPG maker games), or uses this distorted guitar that I adore, with more 'normal' music filling out the
spaces between.

After that we've got the comedy, this game is throwing jokes at you constantly, all of them based on the dialog or descriptions
you get from stuff in the enviroment. I'll admit, a few of them did get me to chuckle, like the subtle "you abduct the teddy bear"
item pick up description, or how even the enviroment might sass you a little for being too nosy. But most of the time it felt a bit
more cheeky than anything, and while the humor was appreciated, I often wasn't sure what was just messing with me and what
was important. I'm still not sure what that teddy bear was for, I just wanted it.

Which brings me to possibly my biggest problem with the game, and probably the most subjective point. The artstyle. It's done
almost entirely in coloring pencils, using simplistic, childlike designs for everything right the way through to the end. It has its
own charm, I'll admit, it's certainly unique in a way, but I just really don't enjoy it for several reasons. The first being purely on
taste, but the more glaring one is how difficult it can make it to identify important items, like figuring out where the rope to
help someone out of a pit is, or even recognizing it is, in fact, rope. I had the same problem in Suits, but Suits had a zoomed in
perspective and smaller map size, meaning the issue of figuring things out wasn't that bad. Nepenthe has a very zoomed out
perspective, which means things on the world map are pretty tiny and hard to make out. In combat this isn't an issue, since that's
the classic, static turn based, menu based affair. The only reason I don't think this style choice is pointless is because it is used
effectively at certain points, especially during ending 2, in which the whole 'drawn on crumpled paper' aesthetic is used to
convey a very desolate message.

As for general game design? Most of my play time was spent going in circles. As mentioned earlier, the perspective is too
zoomed out, it would have been better if the 'exploring' sections had used smaller maps, it would have cut down on travel time a
bit and it would have been easier to just see what's on screen as opposed to guessing what the scribbles mean.

Combat is very much Undertale inspired, with a timed attack system, and when the enemy attacks you, it's just about moving
your dot around a box to dodge incoming attacks. It's fine, again, Undertale inspired, and it works well enough to get by without
being boring at any point. Most of the attacks you will get hit by on your first run in with them, but most of them don't deal that
much damage to you outside of one very early game enemy, who is optional, even then the dev had a great idea to allow you to
simply restart from the beginning of the fight if you want to, which really cuts down on frustration from losses.

As for the story? I'm not sure where I come down on it. Pacing wise, it's awful, it bounces all over the place and I was hit right
out of nowhere with the ending before I had even realized I had properly begun. A good example being how you just finished
talking to the tutorial character guy, only to go to town and kill a werewolf...then a few minutes later you've accidentally
instigated the end of existence after talking to therapy frog about how average you are, by doing a solid for a cube dude. I'd
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really have to experience all three endings and think about it for a while in order to figure out what the themes are and such, but,
as the game itself outright told me "you remember why you don't buy games like this". The story feels like it's trying to get
something across, but what that is, I have no idea, outside of having a theme of forgetfulness and neglect, considering that
Nepenthe means medicine for forgetfulness and the main character has amnesia, with other characters telling you to either
forget your past life and make something new of yourself or they themselves are trying to forget things like persecution...also
racism towards bald people, bald people aren't monsters, I think.

Overall, Nepenthe is definitely an odd game, definitely worth looking into if you're a fan of indie RPG maker games, as it fits
comfortably next to the likes of suits, hylic and so on. It was unusual, and sometimes that can be a good thing, it isn't a bad
game, far from it, I know a bad game when I see one, but it's definitely an aquired taste.. How Do you use it? plz
. I own a physical copy of the game with the expansion and i consider my self an experienced player.After getting used to the
interface the game is great, plays fast, and there are a lot of players to play online.Higly recommened.. Steins;Gate is a lemon,
Chaos;Child is a lime. They are very similar in a multitude of ways yet also different from each other. Both are amazing for
their own reasons though. If you like Steins;Gate, this is a must play.
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Though simplistic, a test for the brain and keened eye.
Most can be rather straightforward, few with a headache twist.
Either you see it or you don't, rake your brains and eventually you would see how simple it was at the first place.

Work backwards from end point.

As always Playable,
enjoys the kind puzzles of the series.

. Same as with others, I purchased this but it is not showing up in game.

As it stands, I'll be opening a support ticket with the publisher over something I bought on Steam. I shouldn't have to open a
support ticket with the publisher over something I bought on Steam. This is stupidly ridiculous.

Edit: I'll give props to the customer support team at daybreak games where it's due. They fixed the issue promptly, so I'm
changing my review from a negative to a positive.

To anyone who has run into similar issues with this, open a support ticket with daybreak games and they should be able to fix
the issue for you (as they did for me).. Please I need support with this game.
When I want to play online > quick match > I choose my clan and says ready but then nothing happens, seems like waiting for
players or what?
Nothing happens if I keep it like that, what is worng is it a bug or something?
I bought this game to play with people online, did I waste my money??. Interesting world and story, but characters fall flat or
outside my tastes.

The store\/skill raising gets old kinda fast, and a good portion of the scenes feel disconnected and random.

5\/10 Maybe buy on sale but not one of my favorite WW games.. 300 Dwarves is a simple port of a tower D but it lacks the
depth and more importantly balance needed for the game to be enjoyable for casual players or hardcore plays. 
https:\/\/www.youtube.com\/watch?v=NwnclJfEtag&list=UU7_-PLIhjsEBwIQXqKxmNpA. If you want a well crafted and easy
to learn but hard to master VR game, this is for you. You will solve puzzles by dragging around mirrors or laser-tubes, in order
to lead lasers to their corresponding mechanical flowers.

The whole game has different environments, while the puzzle elements are hovering in front of you. Can't quite figure out what
to do next? Look up, see a big translucent whale flying in the sky. Relax, listen to the great soundtrack. Then step back to see all
puzzle elements, right there in front of you. Aha! Got it! Drag this tube there, that mirror there and voil\u00e1: Puzzle solved!

This game even ships with a level editor, which the developer used to create the actual levels. You've got full control to build
whatever puzzle you can imagine! The editor is not yet finished and the developer wants to make it more accessible in the
future, even add easy sharing of puzzles. But after some trial and error, you will get the hang of it.

It still feels a little edgy in the menus, but hey: It's VR, this whole platform is still in the early stages of development. I'm sure
we will see improvements on that.

Overall: I recommend this game, because it is a fun and rewarding puzzler, with a very relaxing atmosphere.. Possibly my
favorite Choice of Games release. The world is well-developed, the characters feel like more than props meant to lead you
through the adventures, and I was fascinated by the conflict! "Cannonfire Concerto" is clever, tightly-crafted, and is about to eat
a \u2665\u2665\u2665\u2665\u2665on of my free time.. A beautifully challenging set of puzzles. I especially like the graded
scoring system. If you just want to spend a few minutes, you can look at the hint and complete the puzzle fairly quickly. More
challenging is to get the gold bonus (usually a different method to the hint so you can work it out for yourself). Finally, for the
ultimate challenge, try to beat or equal the online rating, which really tests your knowledge of the subtle nuances of the game,
especially since the original game has been around for a year on a different platform than the PC version which was my first
encounter with Terraform, so people have had time to come up with good ideas for high-scoring solutions. Some planets are so
well designed, they have a great number of different solution methods, with some red herrings (like tools you don't need which
mislead you and some obvious methods suggested by terrain which end up failing for a subtle reason). Okay, not EVERY planet
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is a work of art (some of the planets introducing asteroids are a bit perfunctory in comparison to the great depth of most levels)
but a pretty large number are. I have not managed (yet!) to equal the online rating on quite a few of the puzzles, but any time I
equal or beat it gives a real glow of satisfaction. Lateral thinking is needed for some of the best scores, and you need to keep an
open mind and avoid making too many assumptions, so it's a real brain workout.

The only quibble I have is that the online ratings don't seem to be completely stable (the game allows me to upload a lower
online rating than the original sometimes, which I now try to avoid doing) but hopefully that will be fixed soon.. I believe this
test is too demanding for it looks. There are less demanding tests that look better, but it has another porpose and it is
understandable. Perfect stability test for major overclocking.
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