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About This Game

Tower Ascent is a Virtual Reality climbing game, where the player is challenged to reach the top of each tower as fast as
possible! Compete with other's times, or take your time finding just the right hand hold to reach the top. Race against your own
best time in each level or team up with a friendly archer in the asymmetrical Helper mode! Master all the levels and reach the

top as fast as you can! Many updates to come!
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Title: Tower Ascent
Genre: Casual, Indie, Racing, Simulation, Sports
Developer:
KitTheNinja, Ate134, FFTG - Nate, Kanestapler
Publisher:
KitTheNinja
Release Date: 7 Sep, 2017

 7ad7b8b382 

Minimum:

Requires a 64-bit processor and operating system

OS: Windows 7

Processor: Intel i5-4590, AMD FX 8350 equivalent or better

Memory: 4 GB RAM

Graphics: Nvidia GeForce GTX 970, AMD Radeon R9 290 equivalent or better

Storage: 2400 MB available space

English
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As it currently is, I can't recommend it.

I absolutely love the concept, and when the gameplay is actually working, it's so fun to scale walls and reach the top. But half of
the stones that aren't climbable are exactly identical to the stones that are climbable. The game is very restrictive with what route
you can take; it doesn't seem like you're actually following pre-defined rules to climb the tower with your own route, it's more
like you're scouting out the route that the developers decided would be the one single way to climb the tower, and any other
stones outside of that route are completely unresponsive to climbing.

This is all not to mention the horrendous movement system. I mean, I like the concept. It's a little cool to swing your arms as you
might in real life, all in order to move in the game. But no matter what you do, it feels like you're either sliding forward at a
breakneck speed, or wiggling around in place, moving slightly in a direction that you really don't wanna go. I've walked into
walls and been lazily teleported a few feet back numerous times, no matter how I try to use the movement controls. Simply
teleport locomotion is fine. Alternatively, using the trackpad for movement is fine. There's no need to have this fancy gimmicky
movement if it's going to so horrendously impact how easy it is to move around in a 3D space.

The climbing system is fun. The gripping system is not. In order to climb, you grip onto the stones of the outside wall, and pull
yourself up with that hand while grabbing onto the next ledge with your other hand. That's actually very fun. Except you're way
better off literally shoving your hand through the solid stone to be sure you'll grab it, rather than grabbing just the outside of the
stone and (nine times out of ten) randomly plummeting back down to the bottom because the game didn't register that you were
trying to grab the stone -- literally the only mechanic the game has to have working, and it's finnicky and frustrating to use.

I figured I would recommend this game even if it was just a little good because of the price tag. But after playing it, the
experience was just too unresponsive (and at times its controls were eye-rollingly ridiculous) to even merit a second attempt. I
wish all the best to the developers and I hope they can improve the game to make changing my review an inevitability. But holy
hell, is this annoying to play where it is.. I played this on the Oculus Rift with Touch Controllers. I didn't notice any issues (I
only used 2 sensors with standing room only setup). Obviously, this game is better with 3 sensor setup and full roomscale and I
will try that at a later time. You move by holding the triggers and moving your hands like a running motion. And you climb by
holding the grip buttons. There are leaderboards for bragging rights.

The gameplay is basically climbing midieval castle towers. The game is very particular about which paths are open or not to
climb up, and you can tell with the buzzing of your motion controllers when you are not in a good situation. However, several
times I saw paths that should be good and visually looked like they could be used when they were not. In particular I found a
spot where the game would take me temporarily to a menu loading screen and then I would fall all the way down. This happened
each time I tried going up this way and eventually I had to find an alternative path. Also, not sure if this was a bug or not, but it
seemed I fell a few times from a ledge randomly (I was holding on to the grip button).

There is an interesting co-op mode gameplay where one person climbs and tries to avoid guards, while the other person shoots
bows and arrows to distract them or to create new paths to climb. I didn't get to try that, but it seems like something innovative
which may be fun to play.

Given the price, I do recommend this game.

Rate: 6\/10

I would rate higher if they added more challenging elements to the climbing or traps to avoid. Also, I hope they would different
objects to climb instead of just castle towers, like a church. I'd be happy with a modern city building.. As it currently is, I can't
recommend it.

I absolutely love the concept, and when the gameplay is actually working, it's so fun to scale walls and reach the top. But half of
the stones that aren't climbable are exactly identical to the stones that are climbable. The game is very restrictive with what route
you can take; it doesn't seem like you're actually following pre-defined rules to climb the tower with your own route, it's more
like you're scouting out the route that the developers decided would be the one single way to climb the tower, and any other
stones outside of that route are completely unresponsive to climbing.

                               6 / 9



 

This is all not to mention the horrendous movement system. I mean, I like the concept. It's a little cool to swing your arms as you
might in real life, all in order to move in the game. But no matter what you do, it feels like you're either sliding forward at a
breakneck speed, or wiggling around in place, moving slightly in a direction that you really don't wanna go. I've walked into
walls and been lazily teleported a few feet back numerous times, no matter how I try to use the movement controls. Simply
teleport locomotion is fine. Alternatively, using the trackpad for movement is fine. There's no need to have this fancy gimmicky
movement if it's going to so horrendously impact how easy it is to move around in a 3D space.

The climbing system is fun. The gripping system is not. In order to climb, you grip onto the stones of the outside wall, and pull
yourself up with that hand while grabbing onto the next ledge with your other hand. That's actually very fun. Except you're way
better off literally shoving your hand through the solid stone to be sure you'll grab it, rather than grabbing just the outside of the
stone and (nine times out of ten) randomly plummeting back down to the bottom because the game didn't register that you were
trying to grab the stone -- literally the only mechanic the game has to have working, and it's finnicky and frustrating to use.

I figured I would recommend this game even if it was just a little good because of the price tag. But after playing it, the
experience was just too unresponsive (and at times its controls were eye-rollingly ridiculous) to even merit a second attempt. I
wish all the best to the developers and I hope they can improve the game to make changing my review an inevitability. But holy
hell, is this annoying to play where it is.. I played this on the Oculus Rift with Touch Controllers. I didn't notice any issues (I
only used 2 sensors with standing room only setup). Obviously, this game is better with 3 sensor setup and full roomscale and I
will try that at a later time. You move by holding the triggers and moving your hands like a running motion. And you climb by
holding the grip buttons. There are leaderboards for bragging rights.

The gameplay is basically climbing midieval castle towers. The game is very particular about which paths are open or not to
climb up, and you can tell with the buzzing of your motion controllers when you are not in a good situation. However, several
times I saw paths that should be good and visually looked like they could be used when they were not. In particular I found a
spot where the game would take me temporarily to a menu loading screen and then I would fall all the way down. This happened
each time I tried going up this way and eventually I had to find an alternative path. Also, not sure if this was a bug or not, but it
seemed I fell a few times from a ledge randomly (I was holding on to the grip button).

There is an interesting co-op mode gameplay where one person climbs and tries to avoid guards, while the other person shoots
bows and arrows to distract them or to create new paths to climb. I didn't get to try that, but it seems like something innovative
which may be fun to play.

Given the price, I do recommend this game.

Rate: 6\/10

I would rate higher if they added more challenging elements to the climbing or traps to avoid. Also, I hope they would different
objects to climb instead of just castle towers, like a church. I'd be happy with a modern city building.

                               7 / 9



 

                               8 / 9



 

Medic Savior Skin Pack [Xforce keygen]
Battleborn Free Download [FULL]
Black Mirror Franchise Download] [portable edition]
BrainyJoy [hacked]
The World Next Door - Prelude Comic Ativador download [torrent Full]
The Witcher 3: Wild Hunt - New Quest: 'Scavenger Hunt: Wolf School Gear' activation code generator
Watch_Dogs Ativador download [Patch]
RIFT: Classic Collector s Pack crack activation code
Bridge Project Activation Code [serial number]
Fantasy Grounds - NPCs: The Poor (Token Pack) Crack Serial Key

Tower Ascent Key

                               9 / 9

https://evening-ravine-48037.herokuapp.com/Medic-Savior-Skin-Pack-Xforce-keygen.pdf
http://thecorner.ning.com/profiles/blogs/battleborn-free-download-full
https://www.schreinerzeitung.ch/sites/default/files/webform/sz/ausweiskopie/vanquint516.pdf
https://protected-brook-20399.herokuapp.com/BrainyJoy-hacked.pdf
https://www.elixwireless.com/sites/default/files/webform/resume-pdf/The-World-Next-Door--Prelude-Comic-Ativador-download-torrent-Full.pdf
https://medium.com/@bolliataida/the-witcher-3-wild-hunt-new-quest-scavenger-hunt-wolf-school-gear-activation-code-generator-4f663c2982a3
https://fast-bayou-95976.herokuapp.com/WatchDogs-Ativador-download-Patch.pdf
https://dry-beyond-12364.herokuapp.com/RIFT-Classic-Collector-s-Pack-crack-activation-code.pdf
http://leoclipse.com/sites/default/files/webform/Bridge-Project-Activation-Code-serial-number.pdf
http://whazzup-u.ning.com/profiles/blogs/fantasy-grounds-npcs-the-poor-token-pack-crack-serial-key
http://www.tcpdf.org

