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About This Content

*Spoilers!*

To the Moon, too! is a short comic following the Platypus (Platplat) & Paper Rabbit as they attempt to reunite with Johnny &
River after they parted at the end of To the Moon.

This is a package with the HD version of the complete comic (in both .PDF & individual JPG files format) for a small fee to
support the production of the comic, which is publicly available for viewing in web-size format @ Freebird Games' website. It

also contains some perks:

Additional bonuses:

$2 Paypal rebate for To the Moon music boxes & comic print purchases at: http://freebirdgames.bigcartel.com/ (See
rebate.txt in DLC folder for instructions.)

Wallpapers featuring Platplat, paper rabbit, Johnny, & River from the full sized comic.

HD audio file for Piano medley of To the Moon and A Bird Story themes.

(This DLC will be downloaded to To the Moon's Steam folder. To navigate there, right click To the Moon from Steam library
-> Property -> Local Files -> Open Local Folder.)
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Very good and intresting missions with excellent voice acting. Have played to mission 4 so far in VR, missions often use smoke
or coordinates giving it a more realistic feel and also making it a little easier to follow what is going on in the reduced resolution
of a gen 1 VR headset. Highly recommend this to seasoned pilots. Highly recommend for fans of tactics games or even board
games.

+Appears to be pretty faithful to the board game it is based on
+Good graphics and D&D flavor
+Good variety of skills/spells available
+Good length for the price, even better on sale
+3 difficulty levels for each map, able to replay
+Buy/craft better gear with your earnings
+No major grinding needed to complete the game

-No custom character building, only presets
-Many maps feel and look very similar, only a couple different tilesets
-Forced negative events every round are just annoying. I literally do not know what it want's you to do in order to win at the end.
It throws you into a room with a very short ammount of time to figure it out. For example, aim the death rays at the sun. I do
that, mission failed anyways. What do you want from me?

Not to mention the dynamic is very simple and you only need to play it once to really have played it all. Good if you have kids
for a few runs, not worth the money. Another gimic using VR.

Can we get some real game designers on this yet?. They should have called this Valley of the Wolves. I got attacked by about 30
of them in the first hour.. Joyous, teaching you how to play with it. Such a pleasure.. TL;DR \u2013 LogicBots is a great concept
totally let down by bizarre design decisions and quite possibly the worst UI I've ever seen. It can't seem to make up its mind if it
wants to be a robotic design simulator or a puzzle game, and winds up losing itself in a no-man's-land between the two, with the
fiddly UI of a simulator at odds with the arbitrary restrictions and confinement of a puzzle game.

I came into Logicbots expecting something akin to KSP. I envisioned generalized challenges with lots of robot parts and options
for different ways to complete the challenges, where my design decisions matter, and I can achieve some cool aesthetics.

Instead it's a very confined, railroady kind of puzzle game, where each puzzle has only a handful of solutions. The process of
iterating designs to find that solution might have been fun... but an incredibly frustrating and fiddly UI totally lets it down.

Just for context, I'm not just talking out my rear here. I've done this in real life. In college, I designed and built an autonomous
robot that could navigate a maze, "mine" marble and BB "ore", sort the ore to separate it, and deposit it in separate bins at the
end of the maze. It included elevation changes, wall following, and line following. Did we use individual gate chips? NO! We
used a freaking computerized robot controler. Twenty years ago! This is not new tech. I can't see anybody actually bothering, in
today's electronics landscape, wiring AND gates together on a perforated circuit board.

Just a few examples...

~ Most parts are placed symmetrically on either side of the robot. Why then, did they not include a symmetry mode for part
placement? Yes, I realize you can create snap lines. That's a lot of extra steps and extra clicks to do something that could have
been done much more elegantly with a mirror symmetry placement mode.

~ Connecting circuit boards requires either extremely and irritatingly precise clicks on a few pixels, when zoomed out enough to
see the big picture, or many wheel scrubs to zoom in and out. If you misclick, which you will do a lot, enormous UI elements
come onto the screen, often blocking what you're trying to click. Larger pins or even a right-click context menu system would
be much better. A key binding to go into wiring mode would be better.

~ When editing numbers in certain circuits, the game zooms all the way in for you, "helpfully". I'm sure this *seemed* like a
good idea. It wasn't. If you can even begin to click on the tiny little connections to wire circuits, you can just as easily read the
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numbers you're typing. I don't need them blown up to be a 200-point font. And I definitely don't need the many scroll actions
required to zoom back out to work on everything else.

~ Keybinding cannot be edited. Not even manually through a config file. It's hard-coded into the game. Some people may not
care. I care a lot. I don't use wasd. I use esdf. Because it's superior in every concievable way. Feel free to disagree, but I should
still be able to rebind keys in my game.

~ Reference information for things like what effect a certain logic gate has should be easy to find, preferably on the screen in a
non-disruptive manner whenever the part is highlighted. This could be done with a tool-tip on mouse-over quite easily. It could
simply be included in the frankly unnecessarily ginormous UI that pops up when the part is selected. Nope, instead you have to
click an icon to open it up, every single time, which covers up most of the screen so that, rather than reasoning through your
circuit with enough information, you have to choose: information or circuit visibility.

~ This scenario happens all the time. I pick out a part to put on the robot. I realize I needed a certain type of symmetry. Can I
drop the part in empty space conveniently to pick up later, so I can add snap lines? Nope. Can I just hold the part in my cursor
while I use other UI elements to at least turn on snap lines I've previously created? No again. I have to undo everything about the
part selection, or I have to put it on the robot somewhere else (which is ridiculous in terms of immersion and realism... "Let me
solder this sensor onto some random part of the robot's body... then I can pick up my ruler to measure out where I wanted it in
the first place... now I can de-solder it and move it to where it should have been." Ridiculous.) This may sound like a minor
gripe, but it happens over and over and over, with the annoyance building up each time.

Other design decisions are just as bizarre:

~ Parts are arbitrarily and artificially restricted on each level. Why? Have they not invented the NAND gate yet? Really? That's
odd since I can access mathematical logic, which very likely has NAND gates inside of it. Player choice is never a bad thing. Let
me choose from *any* logic gate.

~ For that matter, why are we using physical logic gates at all? This seems like a choice more about reliving some childhood
nostalgia than a real decision about how modern robot building works. In the real world today, I don't see why anyone would
bother with individual AND and NOT gates when small computerized controllers like Arduinos are so cheap and readily
available. Just googling now, I can buy an entire computerized controller for less than some single gates cost in this game. Did
the developer just not bother to check that? I think a much more fun game concept, and a much more useful life-skill to teach
would be to *program* the robot, rather than *wire* it from gate to gate. Why go with the wiring? Well because it's more like a
puzzle, obviously. That kind of arbitrary game design is just... unfortunate.

~ Why do chassis include motors that can magically send output anywhere? Why do they only run at a single specific RPM?
Why not let the player build *inside* the chassis? A trade-off between lightweight and simple versus putting in more battery
power to supply more voltage to more powerful motors sounds a lot more interesting and engaging to me. Well, I'll tell you why.
The puzzle. It always comes back to this game wanting desperately to be a -puzzle- instead of a simulation of real robot building.
If you could vary the voltage sent to a motor, how could they make you choose between specific chassis on a simplistic
comparison of cost vs. RPM? It would almost be like you could use whatever chassis appeals to you visually, and then solve the
level in your own way... and we can't have that. You must do the level *their* way. The puzzle's way. Silly human with your
desire for *choice* and *creativity*.

~ Why are prices so absurd and arbitrary? \u00a35 for a special signal splitter board? IRL I could do that with two bits of wire
for probably less than a penny. \u00a310 for a single AND gate? Survey says: A 74x08 chip with *four* AND gates on it costs
$0.53. And again, the hundred-odd pounds of logic in many robots in the game could easily be replaced by a \u00a320 Arduino
that has infinitely more interesting and fun possibilities for design and gameplay.

Imagine: instead of building a simple logic-gate-based robot that can barely manage to follow a line in a jittery way, you *could*
do that with an Arduino-based robot design with the same simple logic, as the "beginner" robot. But a more advanced design
might include multiple sensors to detect how *quickly* you're crossing the line, allowing you to write code to adjust the
*voltage* to each motor for smooth curves, to complete the level with speed and style, via more advanced coding and design.
That sounds like a fun game, where my decisions matter, and my skills actually help. Oh I wish I'd bought *that* game.
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sign me the ♥♥♥♥ up �������������������� good♥♥♥♥♥♥go౦ԁ♥♥♥♥♥♥♥♥♥ thats ✔ some good��♥♥♥♥♥♥♥♥♥right����th
�� ere������ right✔there ✔✔if i do ƽaү so my selｆ �� i say so �� thats what im talking about right there right there (chorus: ʳᶦᵍʰᵗ ᵗʰᵉʳᵉ)
mMMMMᎷМ�� ���� ��НO0ОଠＯOOＯOОଠଠOoooᵒᵒᵒᵒᵒᵒᵒᵒᵒ�� ���� �� �� �� �� �� �� ����Good♥♥♥♥♥. feels like the devs cut the
ending from arcania and added some padding there and then added lots of grotty paddig to this to grab another few bucks ! if
you have already played arcania then you do think you need this to find the end ????? hahahah well good luck ! but most people
seem to think that the gothic series was assainated at by arcania ! if it wasnt ??? then this has killed it good ! .... i feel i need to
recomend this game but that is only because i do believe that if you have played arcania you deserve an ending. Even for an
Early Access game, this really has no value. It needs a huge upgrade to the combat to make it relevant in any way. Every level is
the same "fight countless waves of enemies by clicking repeatedly". There is no depth at this point and really didn't find any
enjoyment. Here is a quick video I put together talking about pretty much everything the game has to offer.

https:\/\/www.youtube.com\/watch?v=_vUeA-YFOLE&feature=youtu.be. Slow, boring and crappy sonic rip off, don't waste
your time.. Splice is interesting puzzle game with perfect handling and wonderful audiovisual processing.. one of the best racing
games ever. Nascar Racing 2003 + GTR 2 = no need for any other racing game.. Not a bad platformer. Pretty short. Platforming
mechanics are solid, yet sometimes inconsistent. Jumping off platforms sometimes doesn't let you double jump, and wall
jumping is finnicky and doesn't work half the time. Levels need at least 1 checkpoint in them, because even though you die in 2
hits, many levels are mostly all instant kill items, pits/ etc. Some bosses are fun, but others they ruin it by making them instant
kill bosses that take multiple hits. There's collectibles, but most of them aren't even explained as to their use. Hixboxes can be
worky as well.

7/10.
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