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About This Game

Celestial Breach is a Short Solo/Online Coop arcade flight game in a Sci-Fi setting, Focused on Cooperation versus
NPC.

It contains a lots of the old school arcade flight sim components, while being refreshing by focusing on cooperation and adding
more exotic weapons, abilities, and GamePlay mechanics.

The Game is set in an "arcade" type game mode, where you restart from the first level each time. With enough GamePlay diversity
to make every game session different and interesting.

Short Gameplay Summary:

At the start of the game each player choose an airplane class and a secondary weapon in the lobby. Then They have 3-4 Objectives
to complete in order to progress to the next level Only two levels. During Combat they can upgrade their aircraft and choose new
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exotic abilities/weapons from an in game upgrade menu. When all the missions are completed they can eventually progress to the
next level together. If all the players die at the same time, the Game is over and must be restarted from the first Level

Current State of the features in the game:

 Multiplayer: Host and connect via a Server List, no need for port forwarding or firewall rules, possibility to join and
invite via Steam friends, and to limit to LAN or friends only.

 Airplane classes: Four Classes of Aircraft With each their own flight characteristics and unique secondary weapons.

 Secondary weapons: 11 Unique weapons, Ranging from Railgun to cluster missiles.

 Upgrade Menu: Base Stats upgrades + Secondary weapons upgrades done (armor, speed, shield, locking speed, range,
...).

 Special Abilities: 5 done, Speed boost, teleportation, flare charge, distract charge, healing beam.

 Enemies: 7 enemies type, From the small fighter aircraft to the Ground missile launcher.

 Objectives: Currently two objective types: "destroy all targets", "protect allied targets", with variation such as Big space
ship boss and altitude restrictions.

 Levels: Only two for now, a "Winter" Level, and a "Canyon" Level. The Canyon level has altitude restrictions, to
challenge players to fly into the canyons :)

 Controller Support: Full controller support You can do everything with a standard controller. "Flight Stick" support is
planned after the early access launch.

Emphasis on TeamPlay and Cooperation

The gameplay has great emphasis on teamplay and Cooperation with your friends, by using some special mechanics:

 When someone kills an enemy, everyone gets the reward (credits to use upgrades on your ship).

 All Players Sees everyone's health and shield status at all time, if someone is dead, everyone see it's remaining respawn
time.

 The Game is lost When everyone is respawning at the same time.

 At each death the respawn time increase a little bit. the respawn time is the same/shared with all players.

 The countermeasures of your ship can deflect any missile, so you can protect a friend by dropping flares near him.

 Two new abilities have been added recently, that allows you to heal your teammates and to drop flares on them.
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Title: Celestial Breach
Genre: Action, Indie
Developer:
Dark Nebulae
Publisher:
Dark Nebulae
Release Date: 13 Oct, 2017

 b4d347fde0 

Minimum:

OS: Windows 7 64 bit

Processor: Dual Core CPU @2.5 Ghz or faster

Memory: 6 GB RAM

Graphics: Desktop Nvidia GTX 750 Ti or faster

DirectX: Version 11

Storage: 10 GB available space

English
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Hmm... as a game this one isn't very good, but the story itself I actually generally liked, though I feel like there were a few loose
ends even after the big explanation at the end though only because the game dumps so, so much information on you. I was at
least able to follow & figure out some of the plot points but others sort of felt like they came out of nowhere in the big
explanation, though at the same time nothing seemed inconsistent or outlandish either. For a 2004 game it also looks pretty
okay, not great, not awful though. The voice acting is a bit all over the place, I can tell it's the same voice actor for Watson as
the more recent game I played but Sherlock is different and some characters (especially child characters) sound pretty bad &
accents slip a bit too (the developers & actors are all ukranian, I believe?). But yeah, I recommend using a walkthrough for this
one whenever you get stuck, saving often (there are a few points where you can game over & I hear there are some bugs too,
though I did not experience any). The pacing is also a bit slow as you can only run in some areas which makes for a lot of slow
wandering, and there's a lot of pixel hunting... but the story I think makes it worth it in the end, dunno. Get it on sale, I'd say..
This Railworks Addons is it definitly worth the full price. There are many scenarios in the pack, and a huge amouth of rolling
stock, which gives this Route a very atmospheric experience as it was in the steam era around Nottingham.

One guy here in the feedback area wrote about the assets, that everybody could rebuild this route, because there are no "specific
new" assets. In my opinion it\u00b4s not about that, if you compare this route with pictures from the past 1950 between 1965
you will see this route is made very, very detailed. All the junctions, sidings and stations are named and are recognizeable as it
were.

Also it\u00b4s not that easy rebuilt a Route from more than a half century back. There are maybe track plans left, but many of
the Lines, Branches, Motive Power Depots (like colwick, annesley...) closed after 1970 as the stea era ended and rail tracks were
dismantled.

This Time dovetail did good work and i can recommend it absolutley. I hope they know this level should be standard for selling
other addons. Today its not enough publish a product and think buyers will be happy if "it" moves a llittle bit forward and little
bit backward. Many developers prove with theyr "pro" addons, that its indeed possible to make this whole experience such
realistic as possible on a computer.. The third and final volume of Corona Blossom wasn\u2019t as good as I was expecting, to
be honest. There\u2019s a lot of fan service, and the story definitely felt unfinished to me.

A lot of things were left without a proper explanation, important things that caught our attention on the previous games and on
this one too. Still, I somewhat enjoyed the visual novel and its very ending, and I hope that the developers can make an
additional chapter to explain what was left unfinished.

6\/10. As usual, the art and BGM are great, dialogues are funny and enjoyable, etc. But like I already said, I think that this final
volume had a lot of potential that wasn\u2019t explored. Get it on a sale if possible to complete your collection.. Finally! :D
I followed this masterpiece as it was being developed at the gamedev.ru forum. It was adorable even as an early alpha, it is
absolutely gorgeous now.

The visuals... Are like a soothing balm for my eyes after all those newfangled games.
It uses genuine software renderer to boot! (unlike some ersatz retro-games using shaders to emulate texture distortions), so you
may want to lower your screen resolution if your CPU is mammoth coprolite like my Phenom II.

It's hardcore: you get killed, you go back to the beginning. The enemies dodge, shuffle around and shoot wiggling projectiles
that are hard to predict. The level design facilitates being surprised from behind.

And that one secret to get that one weapon...? Unique!. This is a good game. Also has a nice challenge to it. I am sure others will
enjoy the game as well.. Escape Rooms for VR is my favorite style of game to play when people are over. Escape!VR does a
great job coming up with puzzles that are fun and difficult to solve! I'd definitely recommend Above the Clouds if your looking
for something to play that includes those watching.. It's no Portal 2, but it's still a fun puzzle game.. Best compact card game
ever. A round is playable in 5 minutes. Amazing depth. Great replayability because of randomized decks (default game mode).
Fair graphics and music. Excellent for tablets. Hotseat and online multiplayer available. Not too many creatures and spells to
remember.. i cant even jump high on that guy jumping everytime and doesnt stop jumping
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I find no words except for "This is not a finished product".. \u201cUS and THEM\u201d is Icehole\u2019s attempt at
developing a turn based strategy game based on the Cold War. You get to choose to play as either the Capitalist United States or
Soviet Russia. Your goal is to deploy special agents to the various countries around the world and, through various acts of
subterfuge, sway their governments to your particular political ideology(Communism if you\u2019re playing as Russia and
Capitalism if you\u2019re playing as the US.) When your special agents are deployed, they can perform a wide range of
nefarious acts ranging from carrying out assassinations, stealing technology, sabotaging a nation\u2019s economy and inciting
revolts. Various historical \u201cheroes\u201d appear such as Che Guevara and Henry Kissinger and each have their own
unique special abilities to help their respective sides. The player has to manage their financial income, vaguely defined
\u201cresources\u201d and technological abilities. The game features a decent tech tree featuring tools that make your agents
more effective, the space race and nuclear arms development(no, you don\u2019t get to actually use nukes at any point.) Grainy
Cold War era propaganda videos add to the game\u2019s atmosphere and serve as both your introduction to and reward for a
game well played. Altogether, it makes for a very intriguing concept if executed properly.

Unfortunately, it\u2019s in the execution where \u201cUS and THEM\u201d starts to fall apart. The game\u2019s major
problems stem from the user interface and some design choices range from questionable to downright horrible. For starters, the
world map that takes up more than half of the screen can be neither scrolled nor zoomed. In a game where your interaction
heavily relies on clicking various nations, this becomes a problem. While larger countries like Canada, the US and Russia are
easily accessible, smaller nations require pixel perfect accuracy to interact with. Try clicking on Cuba, Ireland or Hungary and
you\u2019ll find yourself maniacally clicking shades and outlines and a handful of visible pixels in the area of these countries in
vain hope that the game will acknowledge your actions. The developers attempted to reconcile this problem by including a drop
down menu with every nation listed, for quick and easy navigation. Unfortunately, the ONLY way to place units into nations is
by clicking the nation on the map.

The agents themselves pose problems as well. When you first try to get a grasp on the agents at your employ, you begin to
realize that this game desperately, desperately, desperately needs the implementation of tool tips(desperately.) Agents are
divided into 6 classes: Spies, Assassins and Political, Resource, Financial, Military and Tech Experts. They each perform duties
that are pretty self explanatory, but for any inexperienced player it\u2019s nearly impossible to distinguish the classes from each
other. When you view your roster of active agents, they\u2019re sorted by class. However, they\u2019re not labeled by name,
but rather solely by character portrait. While you can go to the purchase units screen and see the class\u2019s name that each
portrait represents, new players will need either amazing memories or a few hours of gameplay before they\u2019re positive
which are which.

On that same roster screen, you have the ability to \u201ctrain\u201d any agents not in a foreign country. To do this, you click
an oval to the right of the agent\u2019s name. So what happens when you click the oval? Does it get a check mark? Does it
display the words \u201cin training?\u201d Nope. The oval simply changes color from orange to green. Or was it green to
orange? Either way, you better remember which means \u201cin training\u201d because there is no other distinguishable way to
tell which agents at home are training. This again could all be fixed with a simple tool tip, but they simply don\u2019t exist.
Even better, the game SHOULD automatically have inactive agents at home go into training rather than just consuming a salary
every turn until you remember to do something with them.

The most glaring problem with the interface happens every time you click \u201cend turn.\u201d First, you\u2019re met with
individual pop-up news boxes displaying all the actions your opponent took against nations under your control. That\u2019s
fine. That\u2019s important information. You need to know what areas your opponent is targeting so you can adjust your
strategy accordingly. What ISN\u2019T important information, however, also pops up. Bundled in between the important
information are morale updates for every agent you have deployed in a foreign nation. These updates go one of two ways: 1)
Your agent is having a \u201cgreat time\u201d in whatever luxurious nation you sent him or 2) Your agent protests having to be
stuck in some miserable place. As you play the game longer, you naturally end up having more and more agents in the field. As
things heat up, you can have upwards of 2-3 dozen agents working in foreign nations at any given time. A separate window will
pop up that you HAVE to click through for each.and.every.one. Each.and.every.turn. It\u2019s beyond monotonous and
incredibly unnecessary. To rub salt in the wound, you have the option of adjusting your \u201cnews\u201d settings.
Frustratingly, however, while you can turn off notifications for enemy actions, random events and the like, you can\u2019t do
anything about the morale updates. Apparently your opponents actions are trivial and optional information, but reading the same
more updates 20-30 times in a row is so absolutely vital that the option to turn them off isn\u2019t included.

There are other gripes to be had with \u201cUS and THEM\u201d, including but not limited to the inability to save your
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preferences(they reset to default upon EVERY reboot), an almost intentionally inaccurate RNG(you\u2019ll find yourself
failing tasks that display a 75% + success rate far too often), nations randomly deciding to revolt on their own and failing(and
potentially killing every agent you have in that nation in the process), horribly implemented \u201cfeatures\u201d(such as the
ability to \u201cname\u201d your individual agents: Here, the game DOESN\u2019T turn off hotkey functions while you type,
so a plethora of letters can\u2019t be used, such as \u201cC\u201d and \u201cT\u201d) and certain \u201cheroes\u201d being
far, far too overpowered(for example, sending Che Guevara and a Political Expert into any enemy nation guarantees a revolt in
your favor in 2-3 turns.) Even these complaints seem trivial when compared to the final stab in the eye.

The game simply lags far, far too often. When playing other strategy games, it\u2019s acceptable if the game hangs up
momentarily from time to time. Games like Crusader Kings are processing actions of over a hundred AI\u2019s in real time, so
it\u2019s to be expected. Games like Civilizations V have comparatively advanced graphics including waving flags, hammering
workers and wavy oceans, so it\u2019s ok if it doesn\u2019t scroll as quickly as you\u2019d hope. However, when this game
lags, it\u2019s absolutely unforgivable. The game occasionally lags during routine clicking during YOUR turn. While this is
going on, the software has absolutely no other processing to do. There\u2019s only one AI and it\u2019s completely inactive
during your turn. There are no immediate effects of placing a unit, clicking the word \u201ccancel\u201d or any other user
operation that warrant any type of system hang up. The lag is reminiscent of what you see on an old computer system during a
windows update and it happens often enough that I\u2019ve found myself wondering if the program is doing something on my
computer in the background that I really don\u2019t want it doing. It\u2019s completely unacceptable.

The saddest part is that almost every one of these problems could be fixed with a decent patch. Don't expect one from this
developer though(look at their website, this game came out in 2010 with no updates.) So save your money.. I got this game form
a HumbleBundle, so no major complaints. This should not be an E rated game, it should be KO rated for kids only. The acting is
not even remotely good for an adult audience. This should be marketed to kids. They should, if they haven't, turn this into an
application for the kids tablets and the Kindle. With this being said, it is worth having in your library for when a couple of
young kids come over to your house. Other than that, I would pass. I wouldn't dismiss another game from these guys though.
They should make one geared for adults, maybe with some logic thrown into it. I liked the simple animation in this game, I just
wish that I would have been warned that it was a kids game. Also, there is no plot until the very end, which I do not particularly
mind.. cant find it anywhere in game. I paid .49 cents just to hear that "Gravity Badgers!!!" theme song whenever I want....
werth it. Hats off to producers/publishers and devs of this game. It's older but OMG, the multiplayer actually works! Unlike
80% of the crap out there. Flawless install, nice GFX and easy to get a game going with your homies. Had it installed and
playing with my bros in less than 5 minutes. Highly recommended!. Now I know who Mike is. Thank you developers.
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