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First off, I’d like to start this review off by saying that it took a very long time for me to download this project.  The server that this author uses to host his game must have some sort of bandwidth limitation on it, as I couldn’t get it to download any faster than 2 kilobytes per second on a high bandwidth connection.  As I understand from my fellow staff members who are geographically diverse, they too experienced a very slow download.  I’m not going to factor this into the game’s overall score, but I felt that I should bring this to the public’s attention.

Originality: 3 / 10

The game concept is trite and commonly used.  You are apparently a student at some sort of school, and you have no clear objective from the beginning.  Once you figure out what it is you’re supposed to do, the demo ends.  The entire concept of the game is to find a bartender for your school’s bar, and apparently nobody else seems to care enough about it but you.  The only reason this section gets any points is due to the fact that no game I know of had the central point center around finding a bartender.

Aesthetics: 3 / 10

Dismal is the only word I can use to describe how the chipsets were used.  They weren’t RTP chipsets, and could have looked nice if they had been used properly.   But they were not.  The hero appears as an RTP character (which is fine), and several other NPCs in the game are also RTP, but the ones that are not RTP are the ones I have problems with.  The “Sonic the Hedgehog” sprite’s background color was not set to transparent, so he had a big ugly white box around him.  Furthermore, other characters in the bar when spoken to will swap graphics instead of turn to face you.  A clear sign of an amateur not double checking his events.

Functionality: 3 / 10

The movement controls worked fine, and all events activated as they were supposed to.  However, there were several times when I would walk over an invisible event that would say the same thing over and over again each time I walked over it.  Also, when time came to put barrels down, you had to stand on a specific, arbitrarily located square to do so.  There was no indication as to where exactly you were supposed to stand save for a vague clue that Sonic would give you if you asked him.  Very non-professional.  I should also point out that this demo is completely devoid of combat or anything other than walking around and talking to people.  It’s probably a good thing for this project that I don’t have a “Fun Factor” category.

Sound: 2 / 10

I swear to God that if I ever have to listen to the same RTP music track loop infintely one more time, I’ll detonate myself, sending meaty chunks flying everywhere.  There was only one song playing for the majority of the game, and it was awful.  Sound effects were slim to nil, and there was no combat to speak of, so I have no idea how good the music and sounds are in that respect.  All I know is from what I heard in the short demo, and I didn’t like it one bit.

Storyline: 1 / 10

The storyline is very boring.  I really have no other words for it.  I can’t honestly say that I can take enjoyment in a game where the primary objective is to go out into the world with no direction or clues to find someone to act as your bartender.  


Overall: 2.4 / 10

The story makes little sense and has no appeal.  The gameplay itself is trite and boring.  There isn’t a single bit of anything that could conceivably be humorous or entertaining anywhere in the game.  My recommendation?  Don’t play it unless you want to learn what not to do in a game.
