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About This Game
Samurai Action Slasher for VR
Defend your Castle from invaders using your fencing, ninja, archery skill.
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Title: OniBushi VR
Genre: Action, Indie, Early Access
Developer:
CentVire
Publisher:
CentVire
Release Date: 13 Apr, 2018
b4d347fde0
Minimum:
Requires a 64-bit processor and operating system
OS: Windows 7 - 64 bit
Processor: Intel i5-4590 equivalent or greater
Memory: 4 GB RAM
Graphics: NVIDIA GTX 970 / AMD equivalent or greater
Storage: 1 GB available space
Additional Notes: Only VR, with 360 degree
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This plays like a lazy, fan-made Painkiller mod. Just infinitely re-spawning enemies with no story and rarely even a scenery
change. I'm a big Painkiller fan, but it wasn't long before this felt more like a thankless chore than playing a game. Pulling
weeds is just as fun and actually useful. The graphics are inferior to the very first Painkiller game--huge bland polygons I
haven't seen since the Mid '90s. It's a shame because I think a next gen Painkiller game with a new graphics engine and story
would be a big hit.. If this game wasn't "made by PewDiePie" I probably wouldn't have bought it. With that said it's a fun little
way to pass time. Altho it's more of an free-to-play online flash game. But i enjoy it.. I LOVE THIS GAME
(\u3065\uff61\u25d5\u203f\u203f\u25d5\uff61)\u3065. This game will never be too old to be played, it's worth its price and
the multiplayer is still populated. The only bad note is that players will always try to "cheat" avoiding rules, cornercamping ecc...
so play with your friends, others can't be trusted.. Bud Spencer (Carlo Pedersoli) & Terence Hill (Mario Girotti) are perhaps the
world kings of 1970's & 1980's slapstick comedy films. Born and raised in Italy, their films reached cult status in no time. The
majority of their films are available in English and other languages.
Slaps & Beans is perfection itself. The game tells the story of the actors, mixing reality with fiction and a thousand slaps. The
original music, character likeness and even signature fight moves are all featured in the game. Mini games also, are carboncopied from the films. The early editions of the game had minor bugs and some playability issues that were fixed in later
versions. To make playing easier, I suggest using a controller (Xbox & Steam controllers work wonders) because sometimes the
keyboard isn't as responsive as you'd like it to be (specially in the aim & shoot moments).
I'm 36 years old and grew up watching re-runs of their films with my father. I own most of their movies on DVD and I honestly
can say this is one of the most faithful videogame adaptations ever made.. TL;DR = Great horror\/mystery novel. Slight
translation issues, not game-breaking.
I have enjoyed this game quite a bit so far. I've played the first three chapters which pretty much lay the foundation as far as
plot and characters. I was surprised by how distinct all of the characters are. Robert, the history teacher, is probably my favorite,
but all of the characters are interesting in their personalities and flaws. Unfortunately, the English translation is the weakest part
of this game. I never had trouble understanding what was happening but the way it was said could be strange. It wasn't a deal
breaker for me but it might be a problem for others.
The art was a bit of a mixed bag for me. I really liked the highly detailed characters. I thought I was looking at actual photos
for most of Chapter 1 so that's impressive. The background was far less interesting in comparison but, at least, the locations
were clearly different from each other.
It might also be worth noting that this game is almost entirely dialogue. The player has, maybe, 4 choices per chapter.
However, those choices significantly effect how the game proceeds. I've replayed Chapter 1 a few times and had a different
experience each time.
Overall, I think this game is worth a look for anyone who enjoys dark mysteries. As long as you're willing to overlook some
awkward English.
https:\/\/www.youtube.com\/watch?v=YR3h-xEqWPw
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Despite being tagged as a puzzle game there is very little in the way of puzzle content here, its far more about reflexes and
keeping your cool as you move around as fast as you can. It can be a lot of fun for something so simple.
Levels start to get more complex, and a little more frustrating, but largely the difficulty ramps up quite well... Until level 76.
I not only finished the levels but got best time on all of them I unlocked, but level 76 is so far beyond my skill I couldnt get half
way through it in countless attempts. There is no variation of paths on it, its one spiral route you have to follow with precise
timing and it goes on for two or three times the length most levels are set to.
Nice while it lasted, but killed by a difficulty spike that went from tough to beat, to completely pointless to continue trying.
(I can forget about the achievements. I dont know whether to be impressed or worried by the fact some have managed to get
them all.). The reason why SHOULDN'T buy this game because:
1. This is really hardcore and overrated
2. Once you get through the hole, everything is glitchy and buggy and hard to see.
3. When you are at the bottom at the map there is literally nothing.
4.It is really boring
This is the THOWI method.
if you have bought it already, there is NO getting money back.. Great horror game. If you expect a lot of jumpscares i am going
to disappoint you. There are moments that Kraven Manor will scare you and make you cry but these are few throughout the
whole game. What makes this game an absolute must have in your library is the dark and creepy atmosphere and the general
feeling that there is someone, something behind you the whole time. A very beautiful game with gorgeous graphics that will
make you forget it's an indie one.
The mechanic that allows you to interact with miniature rooms in order to gain entrance to the same rooms in the manor is
innovative and brings a fresh breath to the genre.
Puzzles are not very hard to solve but neither too easy to think the game is failing. The only negative aspect of the game is the
fact that is short. It will take you 50 mins - 1 hour max to finish. The great ending though will make you forget about that very
fast. You should buy Kraven Manor if you are looking for a true horror experience.
If you enjoyed this review and found it helpful, then please consider following my curator page. Thank you!
http:\/\/store.steampowered.com\/curator\/10128571-SquidofLuvPlays\/. This game is mercilessly unfair. I only ever play it
because it seems of low enough quality to be very short and the achievements very easy, and it has made even that miserable..
Very fragile team but man can they rip past your players.. 10\/f*cking 10 it takes some getting used to definitely and it requires
you to set it to keys you can press without reaching over your other arm or quickly letting go ofthe look buttons but i thoroughly
enjoyed playing this awsome game, ive always wanted to just fly ships and shoot stuff and this is the exact game to play when
youre bored, good music, pretty ok graphics and a smooth way to play, again its a bit weird when getting used to the controls but
hell does it feel good once you do it. Fairly good driving game but this has nothing to do with the first Insane. Cars don't get
wrecked the same way and the funniest game mode is missing (I mean the one where you had to roll and crash other cars).
Graphics look good though. But if you're looking something similar to the first Insane, this isn't it. In my opinion they shouldn't
have used the Insane name at all. It is misleading.. A truely disappointing game.
I understand now why there's no trailer. If they added a trailer then they wouldn't be able to fool you into thinking you're getting
a farming game.
Best to play this game is silence as the repetative noises will drive you crazy.
I thought I was getting a farming game. What I got is somekind of zoo tycoon farm game. You have to make paths for people to
come look at your "farm" and sell fruit\/veggies to them to make money, if that's even possible in this game. No people coming
to visit, no making money. With my limited play time, I was unable to make any money at all.
The UI is what's you'd expect from the 90s. Only the main menu buttons have mouse text over so you can see what they are. All
the submenus don't have this, this leaves you with clicking on everything to try to figure out what it is. Some buttons I had no
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clue what they did. Had they atleast added mouse over text for everything then it would have been a more enjoyable game. As it
is, it just a pain. I tried the tutorial but got lost, randomly clicking buttons until I hit the right one. And once you close the
tutorial it won't open back up until you do the correct action.
After planting one of everything, I found out that the weather affects what will grow and what won't. That would have been nice
to know in the menu when you go select something. Oddly there's more trees then there are crops to plant. Once an animal is
starving, you're forced to view it, well atleast you get to watch it die from stupidity. It took me forever to figure out that you
have to plant certain decorations that eventually give hay. What idiot thought this up? Oh, here's another brilliant idea, you must
plant sunflowers to get grain.
Everytime after you place something, the cursor centers. As a result of this, I often place items where I didn't want them to go.
Don't forget to build lots of fences otherwise animals will attack guests. Although since you can't see behind some buildings and
trees, it's easy to miss a spot. I eventually got to the point where I was hoping to see someone get attacked by an animal, no such
luck.
Only after placing the garder did the farmer actually do some work. And this was expalined where? Otherwise the farmer just
stands around doing nothing.
Placing anything is a nightmare, often placing it somewhere where you don't want it to go. Terraforming is a total pain in the
you know what.
Even the common idiot knows how bees work. But in this game they're just like your animals. You have to have them fenced
off, and you have to buy 1 male and 1 female and then you have to figure out how the hell to feed them. Mine just flew around
until they died. Also they tend to get stuck, so then these must be some sort of crawling bees.
Once an animal gets out of a fence, you can't get it back to the fenced area.
Only comes with premade maps, 6 small, 2 medium and 2 large. No option for random maps.
I would avoid this one since it looks abandoned. I'm really disgusted by games like this.. Man, I have been waiting for this one
for a while now. I've only known you since 2012, so I never got to experience the "old" Missleman games besides Spy Strike 2. I
always wanted to see him back into action. Did you notice him in Alexander High 2 in the fourth level? If not, that's okay.
Anyway, I really wanted to play this game and see how much you've improved from previous endeavors.
Also, this review addresses Ryan. So, if that's who the you's are refferring to.
MECHANICS: (4.5\/5)
It's obvious you used Zach's old platforming engine, the same for Dynamite Alex. That's not a bad thing, really, as it was a
decent engine. You seemed to use it the way it was designed. I did notice some bugs, but there weren't many. The only real issue
I can find in this field is shooting while on a wall. While it seems like you can't, you actually can. The bullet is destroyed by the
wall. What I'd do is have him shoot the oposite direction from the wall, like Mega Man X.
USER INTERFACE: (4\/5)
I immedietly noticed that this game ran at 60 fps (or at least felt that way), and that is a feat that I have not been too successful
at, so pat yourself on the back for beating me to that. The controls felt great and were complimented by the smooth framerate. I
did notice a drop in frame rate from time to time though, but it mostly stayed persistant. What I didn't like, however, was that
there wasn't an indicater for stuff to happen (ex: the end of a screen). It was designed assuming a player knew a bottomless pit at
the end of a level or a space at the end of the room was actually a good thing, rather than instant death. But the thing is,
sometimes those DO lead to instant death. For example, if you jump into the boundaries of a room, sometimes there is an
invisible wall there, other times there isn't and you die. Try to keep boundaries consistant throughout the whole game.
STORY: (4\/5)
I was unsatisfied with Dynamite Alex and Blitz Action Assassin's storys. They were too cookie-cutter and non-intresting. This
game, however, is an improvement. I was interested in this game's story and always wondered what would await the blue (and
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yellow) bomber. I do wish that what happens at the end of the game is hinted at more throughout the game, as it just kinda
happens unexpectedly. It would have more an impact on the player if perhaps there was more foreshadowing. While the
narrative is pretty good, it does sometimes intrude on the pacing of the game, and it is especially aparent with the transitional
dialog with Missleman's thoughts. Giving the player a big wall of text to read tends to turn them off unless they really are
interested, but you must first earn their intrest through telling the story through gameplay. My earlier games had that issue and I
am still trying to perfect the art of storytelling and pacing.
WORLD: (4.5\/5)
Somebody's been taking notes from Alexander High and Westlouia! (although that game wasn't perfect at that.) The characters
in MO were creative, unique, and always made me want to talk to them. My favorite was the "I WILL DESTROY THE
HUMAN RACE" guy. Totally relatable. I also like how they consider Missleman a "bootleg" of Mega Man. He's a parody, but
not a bootleg, but I'm sure you know that. I do wish you incorperated more worldbuilding into the actual levels rather than just
the hub area. It would make your levels much more interesting.
GRAPHICS: (3.5\/5)
The graphics were pretty good. If I remember right, and please correct me if I'm wrong, you're an art major. So, I should expect
for the game to look good. The graphical style fits the tone of the game. There are some areas (especially the color palace)
where there's too much contrasting colors and it's kinda distracting. Colors are effective for showing a level's mood, something I
think you should've done this more. I did not like your random use of Sonic level maps. They just don't work well as
backgrounds. The backgrounds you made for other levels were great! Again, be consistent throughout the whole game.
AUDIO: (3\/5)
None of the sounds were unpleasant and overly sharp, which is good. I do notice you took some assets from other games, which
is fine when you keep it to a minimum. If you want to create more original retro-styled sounds, I'd highly reccomend BFXR.
The music on the other hand, is meh. A lot of it is generic and doesn't harmonize with the fast-paced gameplay. The big
component of good game music is all in the melody. I'd reccomend you study music theory, as that'll shed some light into
producing (or effectivly using) game music. I also noticed that the victory theme was too quiet, which was a shame because it
had a good melody.
LEVEL DESIGN: (2\/5)
While improved from Dynamite Alex and certainly Blitz Action Assassin, it is still the weak point of this game. The levels still
seem to be designed with your skill set in mind rather than the player's. I designed my old games' levels around the same
mentality, and people did not like them. A theme I've noticed is that the player is forced to rely on instinct and patterns from
previous games, but is later punished for it, ESPECIALLY in the color palace level. If you approach the color button in the way
that the level design clearly leads you into, you will be shocked to discover it leads you to your death. When you design your
levels, please please please think of the player and their mindset.
ENEMY\/BOSS DESIGN: (4\/5)
The enemies in MO are a lot better than they were in previous games. They have a lot more variety in not only appearance but
movement. Were those beer bottles some of them were shooting out? If so, was that a reference to those thug enemies from my
old games who threw beer bottles? Maybe not. My only big gripe is the boss battles. There's much more focus on them this time
around, but they become monotonous very quickly because of how much health they're given. I think they only should've been
given enough health to be defeated after a couple patterns. This especially hindered the Guffbot battle(s), as his pattern was so
simple that most of the time was spent just mindlessly pelting him.
OVERALL (3.75\/5)
It is very obvious you have improved, and I love seeing that! Your beloved mascot has really come a long way. However, there is
still much to be improved. It seems hinted that you want to make this into a series. Go for it! Just be sure to consider my
critiques\/suggestions. I will also be willing to assist in any way possible.
TO POTENTIAL PLAYERS:
To anyone who enjoys fast-paced 2D platformers, I'd reccomend this one. Don't let my nitpicks prevent you from experiencing
this game. It's only $2, but that two bucks'll be worth it.
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