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About This Content

The Official Two Worlds Stratgegy Guide - STRAIGHT FROM THE DEVELOPERS!

Aye, friend... the world of Antaloor is indeed enormous... but don't worry - you can't get lost!
With the Official Strategy Guide for Two Worlds you'll

- never miss out one single adventure
- solve the trickiest of quests

- find the weak spots of your strongest opponents!

There are countless monsters, sophisticated quests and a multitude of hidden Specials waiting to be discovered - by you! This
book is a must for all "Two Worlds" fans who want to get the most out of this unbelievable RPG - in 368 pages, each with a

wealth of insider information straight from the developers themselves, you'll learn everything you ever wanted to know about
the fantastic land of Antaloor - opponents' values, maps, hidden items, you name it.... it's all in there!

This is every hero's dream!

Features

The "Who's Who" of Antaloor: Get to know your friends and your foes - and all the Questgivers

All values at a glance: Detailed weapons statistics - with a picture of every weapon
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Zoom into Antaloor: Detailed maps with lots of pointers and locations

Total Overview: The Quest Index helps you target specific solution methods - every time!

Complete Bestiarium: Inside information on your opponents' classes - including their strengths and weaknesses!

Become a Potions Professional: Take an informative trip into the secret world of Alchemy!
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Title: Two Worlds Strategy Guide
Genre: RPG
Developer:
Reality Pump Studios
Publisher:
TopWare Interactive
Release Date: 22 May, 2015

 b4d347fde0 

Minimum:

OS: Windows XP / Vista / 7 / 8

Processor: Dual Core CPU 2.0 GHz

Memory: 1 GB

Graphics: GeForce FX 6, 7 and 8 series, AMD/ATI Radeon X-series with Shader 2.0b support

Hard Drive: 6 GB Free Space

Sound: DirectX 9.0c compatible

Misc: Keyboard, Mouse, Broadband Internet Connection

English,German
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two worlds epic edition strategy guide. two worlds strategy guide. two worlds 2 official strategy guide pdf download. two worlds
2 strategy guide download. two worlds 2 strategy guide. two worlds 2 strategy guide pdf. two worlds strategy guide pdf. two
worlds ii strategy guide

Not worth the full $15 price, but a great game to pick up when it goes on sale.

Don't set a goal to sit down and beat this game. It isn't that type of experience. This game is great for picking up and playing
whenever you have an hour or two to kill.. Absolutely stunning art! As a big fan of the Shelter art style it's wonderful to look at,
would 100% reccomend it.. Delivers what it promises. Alot of potential,game is fun to play hope to see with more content..
More cards the better. Or so it seems.

Also, there is no blue eyes white dragon inside, if that's what you're after.

. Its cheap, its simple, and it's fun.
Recommended!. This game is the exact opposite of fun. There is so much wrong with it that I don't even know where to begin
but I will try to atleast give a few reasons.
I knew it wouldn't be very good but I went into it really wanting to like it because I wanted to try to find a new wave shooter that
would atleast entertain me for a while. I have had more fun taking out the trash then I had playing this. The only thing I did like
was how you could mess around and try out different guns in the beginning room before you started playing levels, and several
other games have already done this and done it better.

The area that you are allowed to move around in during the levels is very small and oddly shaped. A small area is fine fore
games like Space Pirate Trainer and Blasters of The Universe because the enemies don't just charge right at you, they mostly
stay in front of you and around you so having a small movement area isn't a big deal. In this it just makes it not a lot of fun, if
you could dodge around and elude the enemies better in the area it would work a lot better.

The audio is beyond annoying. The zombie sounds just don't stop. I tried to shoot myself in the head to make it stop but it didn't
work.

Quickly switching weapons simply isn't an option.

The "smart watch" on your left wrist is actually very dumb and there really is no reason to do it that way when a pause menu
would be so much easier. Plus it doesn't pause or slow down gameplay and is so awkward to use that it is totally useless.

The angle of the guns is awkward. It just feels so wrong.

I could go on and on but the moral of the story is don't waste your time or money on this one.

. A strictly old school platform. It offers hardcore difficulty for the masochists, and "just" challenging difficulty for the rest of
the population.

The development made a few creative additions to the GnG genre (eg. a level with paths, and many other small things), however
the weapons are a big letdown. There is the default weapon, a clearly superior one, then the rest are not esprecially interesting,
or downright useless; in particular, nobody in a sane state of mind would use the axe, so why implementing it!?

A big buggy, although not in an annoying way. But still buggy.. I really wanted to like this, and at first all was well, but the issues
just mounted up and it cant scrape by with a recommend.

Some of the problems:
-The hint system isnt a hint system, it just tells you the solution. (Though some of the levels are so obscure in their contraptions
perhaps thats not all bad.)
-The game is minimal to the point of irritation and lacks basic options or any meaningful story, this is most annoying with
controls that overlap character movement with line positioning meaning you can accidentally screw up with a miss click.
-The last levels in particular seemed to be bugged, slowing down time when they shouldnt and actually allowing me to do things
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that I wasnt meant to be able to.
-It looks fine with nice stylised art, but the pseudo 3D compounds issues with drawing precisely.
-The sound isnt great even as little of it as there is, it mostly just played an ambient loop that varied in volume for no reason and
you could hear it glitch whenever it looped round.

but all of this is minor compared to the biggest problem. This isnt so much a puzzle game, youll spend far more time
implementing the answers, and implementing them with an incredibly imprecise and consequently intensly frustrating game
system.

-The lines you draw are fat, cant be drawn in areas they appear they should be able to be drawn.
-They have attrocious collision detection so no matter how much you try to get pixel perfect drawings when the line is produced
it will still settle, sometimes up to millimetres in to place.
-The line doesnt follow edges, itll just stop drawing when you get too near and as mentioned above, too near is impossible to tell
with its terrible collisions.
-Lines will sometimes be produced with the end missing if the game deems it to have moved in to a collision at some point
(Even on screens that appear static.)
-Sometimes they dissapear on a hazard that they are clearly not touching.

There were a half dozen times I checked the solution to find out what I was doing wrong, and it turned out, nothing. I was doing
nothing wrong, I just needed to try over, and over, and over again until it happens to all fall in to place just right and work.

With the vast majority of my time spent wrestling with the system, it makes a promising game tedious and whenever progress
can be significantly lost, very frustrating.

Ive been pretty harsh here, it can be clever at times, and there are a couple of mini-games that are quite fun. There is enough
interesting about it to take a look when its cheap so consider it in a good sale, but ultimately it just wasnt all that fun.

                             8 / 12



 

It's good because it's a cross between Reigns and Game of Thrones so it's very good to play it before final season and watch
every possibilities about the end ! :-)
But there is a lot of little bugs and problems which they are not fixed yet so it's a problem for me because you can't unlock all
achievements... Some deaths are too difficult to do (too random) and some cards never showed up so it's very frustrating for
me! Developers please make a patch and fix everything like you did on your previous games !!!. Every time I try finish
recording something the file is still in use. I always close out everything that it can possibly be using. I restart my computer and
then the file cant be launched. Its getting me very fustrated. Can anybody help me out?
. I play that while waiting for the matchmaking in Team Fortress 2 to complete. Another slapped together unity game hoping to
make a quick buck. Gameplay is buggy and janky, and overall it's very badly designed; Don't waste your time.

Some Gameplay:
https:\/\/www.youtube.com\/watch?v=KjHaMJfroZM. Best use of Polandball in all of the games. Be the ball, see the ball.. I
have to say, that all things considered: Playclaw is an amazing product and was definitely worth every penny. When I bought it
originally, it was simpy a game recorded. It has evovled and it can do everything I need it to do without dropping frames. I'm
even able to recorded Call of Duty: Advanced Warfare at 60FPS. The product is great and, bar any unusual mishaps or changes,
I won't be looking elsewhere for screen capture programs.. Imagine Quake Live and Unreal Tournament having a baby, then
imagine it being top-down 2D, that's when you get Daedalus - No Escape.

This game is, like the announcer often says in-game, wicked sick. It's an arena shooter played from top-down view, with great
AI for single-player and also with multiplayer although I haven't really played with people yet so I can't say much about that. I
was really enjoying myself playing the single-player challenges which pretty much consisted of beating high scores on maps
with a fixed timer, made it to the first place on quite a few of them today!

Totally hooked, very addicting, so I'll just talk about some aspects of the game that I've explored so far and give feedback which
will both be positive and negative. I will often refer to Unreal Tournament and Quake Live because I have quite some
experience in those games, they will be abbreviated with respectively UT and Quake.

Gameplay:

You spawn, run around picking up guns, and blast your opponents with them, like in every other arena shooter. There
are health pickups, you can pick them up even if you have 100 HP, but it will only stack up to 125, where health rot will
occur like in Quake (slowly drops to 100). There are also big power-ups, such as shield (can be compared to the shield
belt in UT) and "Power Charge", which is basically the equivalent of the Amplifier\/Quad-damage in UT and Quake.
There's no ammo or armor, you get ammo from the weapon pickups themselves.

There is only one issue: no spawn-protection. This means that you will
be\u2665\u2665\u2665\u2665\u2665\u2665\u2665if you get a bad spawn, which often happens in the harder maps. It
makes the game rely more on randomness like this, which is something that should be addressed imo. This will
definitely cause issues in multiplayer once people start playing in large quantities.

On the challenge maps, your scoring is determined by the damage you deal, the kills you make, the times you die, the
damage you receive and the skillshots you make with the rocket launcher and the railgun. I think skillshots are shots
you make either from a great distance (railgun), or one-shot kills with the rocket launcher while the enemy is still in the
fog. I could not immediately understand how to make them, so I'll look that up some time. Would be cool if the game
explained this somewhere before starting, or if it had hover-tooltips on the scoring screen!

EDIT: I found out that you can access the high scores via the little icon at the upper right of the map screenshots on the
map selection menu, it will display all scores and stuff, very nice :)

Haven't tried multiplayer yet, so I can't tell much about the CTF mode that is in the game yet, will add to my review
once I go through that :)
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Graphics:

The game looks great for a 2D game, for me these type of games don't need to look better than this. Some of the
environments tend to be a little bit too dark, where it becomes hard to distinguish other players\/bots, but maybe this is
intentional so I don't mind it, adds some difficulty. I love the occlusion, which is basically the equivalent of not being
able to see enemies behind a wall in 3D - shooters, it looks and feels natural and even gives you hints when an enemy is
nearby (you'll see some lighting changes).

Power-ups and weapons look clean and are clearly visible, health pick-ups strangely deviate a bit from this and can be
hard to see on certain maps, maybe they need some glow or maybe they could be iconized like every other pick-up as
far as I know.

Weapon FX are really awesome, and enemies gib as you frag them, definitely making the game very appealing to play.

The HUD and menus are very nice, clean and readable.. And I think that's about it. Great stuff!

Weapons:

There are nine guns in the game that are pretty well balanced in terms of ammo, damage, fire-rate and spread (one is a
super-weapon). I only think that rocket splash damage could be decreased slightly, and railgun fire-rate could be
increased. I also have trouble using the shotgun effectively, but I have this problem even in Quake and UT (with the
flak cannon), so it's probably personal.

I think they could use even more variety though, I haven't seen anything like a grenade launcher or a mine-layer in the
game yet, and a more powerful version of the machine gun would be also pretty cool to have.

On larger maps the weapons tend to become spammy, especially the "Hot Stuff" gun is powerful at both short and long
range despite the spread, given that there's plenty of ammo for it on the map (which is thankfully not the case usually).
The railgun becomes harder and harder to use on busy maps, to the point where it slowly becomes useless because it
won't kill things as fast as the other guns anymore and with the punishing charge-time on the weapon it will only be
good for very close range encounters while walking into new rooms (where it becomes the more powerful equivalent of
melee), or for camping long hallways.

Bots:

The bots seem slow and predictable at the start, but you'll discover that this is not true once you try the harder maps.
They do however have some scaling issues. In the first duel map, bots are extremely good with the rocket launcher (the
Disperser) and also are very annoying with that spread gun called "Hot Stuff", but they can't aim at all with the
railgun. They also seem to have almost instant reflexes with the melee attack when you get in close range, and they
seem to be very powerful with the shotgun as well (or maybe I just suck with it). Other than all this, these are some
sneaky and smart bots that will definitely surprise you, great challenge!

Sound and music:

The game has solid sound effects, nothing mind-blowing but they definitely do the job and they do it well. The weapons
sound punchy and satisfying, killing enemy players as well. There's positional sound, so you can predict where your
enemy spawns on the map by listening to item pickups and footsteps, which is a huge plus in my book.

The music.. When I first heard it I knew immediately that it must've been a French composer because of the typical
style! Turns out that the French dev himself indeed composed it. The music serves its purpose as background music
that fits with the game, but is nothing too special or memorable like the music in the UT series.
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Announcer:

The announcer sounds a bit weak-sauce, but I think this was done intentionally. I'd love to hear some voice-over of it
with a more powerful sound. Also, for people coming from UT this game might confuse you a bit with the reward
system. The announcer rewards you for making kills after each other without dying, so it doesn't depend on how
quickly you kill, see it like a "killing-spree!" for every kill you make, different message for every number up to 20 or so
I think. Once you die, it resets again.

Options

The game has a good options menu with plenty of customizability. You can change graphical settings like resolution,
quality, fog of war, occlusion, particles, etc. You can also change things related to your view and crosshair, gameplay
settings and such. Sound settings are in there, and you can also adjust mouse settings, smoothing (I hate that so I
turned it off immediately) and properly rebind everything the way you want in-case you're somebody that likes to play
with convenient binds.

Conclusion

Fantastic game! Did I mention that it's made by one person? If you love arena shooters this will definitely be a
refreshing experience. It might have less depth than full 3D shooters, but we've seen plenty of those by now. :)

I really hope the game will continue to receive updates even though it is out, maybe addressing some of the things I
mentioned in this review.

Go buy it, especially at this price tag.
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