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About This Game

Fatten up the herds and rake in the cash - a REVERSE TOWER DEFENSE game where you build a factory farm armed to
the udders with towers that provide feed and water to the oncoming herds of farm animals. Upgrade your towers to boost their
efficiency and don't forget to fend off pesky protesters with your well-armed force of rent-a-cops! Heck, you may even need to

ward off a UFO or two!

 Huge Campaign - Work your way across the U.S. hitting 13 different locations and 26 challenging levels on your quest
to climb the ranks and overthrow the Fat Chicken Meat Co.

 Build your farm and staff up with hired hands to meet your Meat Quotas. Strategic Tower Defense gameplay has never
been so "udderly" awesome.

 Put your R&D department to work - Complete missions to unlock new equipment and tasty upgrades for your farm.

 Hire farm hands and "heroes" to herd, help and heal your livestock, all in the name of faster production and more meat
for the market.

 Full Music Soundtrack - 17 original tracks from award winning composer Jason Graves, fresh off his success with the
latest Tomb Raider reboot and the Dead Space series.
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Everything is not as "Old MacDonald" as it seems

The Fat Chicken Soundtrack, composed by Jason Graves, is available to download at:
https://jasongraves.bandcamp.com/album/fat-chicken
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Title: Fat Chicken
Genre: Action, Indie, Strategy
Developer:
Mighty Rabbit Studios, Relevant Games
Publisher:
Relevant Games
Release Date: 4 Dec, 2014

 b4d347fde0 

Minimum:

OS: Windows XP/Vista

Processor: 1.8 GHz CPU

Memory: 1 GB RAM

Graphics: DirectX 9 video card with shader 2 support and 512MB of VRAM

Storage: 1700 MB available space

English
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It could be fun to play Greed Corp online, but there is nobody playing this game. It's already quite old, so no wonder. Anyway,
the single player content is rather boring and doesn't make me feel like finishing more than few maps.. Basically, in eariler
games they would be unlock rewards for completing the game encuraging multiple playthoughs.

Now it's segmented cynical cash in's of the modern game - for a 10 year old game. Free and better snake games are online: 
http:\/\/slither.io\/
  You did make a game that I got a laugh out of though, mostly due to the computer requirements to play. So have a thumbs up,.
This is a great add on. More missions would be a welcome addition. Killer tracks and frustratingly clever level design.. i do not
recomend this game because the developer promised a update that woud fix the bugs and add a save system in a week and he did
not do it in 3 weeks as for now its good to wait untill buying this game untill you see some disscussions about updates that are
actualy added to the game as for now the game has max 2 h of gameplay what you can not save.

. Sorry i just cant recommend this game, its too simple to enjoy it, I usually dont mind Indie horror games, but this atleast to me,
just feels like you are running around doing nothing untill you die.

Maybe im just bad at it, or misunderstood it, but this is my experience.

https:\/\/youtu.be\/_dlanu3MnbQ. If you are looking for a rage platformer you can find hundreds of good ones, but this isn't it.
It's quite easy and short and looks like a programing homework. But if you like paying attention to details then you can get a
unique experience.. The landscape is awesome and the Class 143 is a fun little train to drive. The only downside is that I wish
the route was longer.. Like Developer's Mind World! Awosome!
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Positive recommendation as far as EArly Access games go. It is playable and has an interesting premise. The features currently
implemented are more of a proof of concept teaser trailer. They introduce novel game dynamics that once fully built out, should
make for an interesting game. But as they stand they are sufficiently buggy to prevent extended gameplay.

In its current state at the time of this writing, the game has numerous bugs that, at least for me, freeze the game up constantly,
requiring a restart of both the application if not the entire save game.

Buy it to get the sneak peek and support the dev. Don't buy it if you are looking for a game with hours of playability. At least
for me on my system, it is little more than a brief demo before crashing. But as a demo, it demonstrates exciting possibilities.

Good job devs, looking forward to when you find an investor, quit your jobs, and stop nibbling at this game's development part
time.. A sequel to a short 2D platformer about a goddess.
The gameplay is almost exactly the same as the previous title, only a little bigger and more polished. This means that the
parrying, on-site upgrade system, and the Megaman-esque gameplay aspects are all still here unchanged.

While playable on it, keyboard controls are only slightly better supported. Instead of being able to rebind keys to actions, you
can only bind the actions to the keys on the screen. For example, you can't assign space bar or another key to "Jump", you have
to assign the "Jump" action to one of the 9 keys that you can only assign to. The same deal is with controllers as well, you can
only assign actions to buttons.
DualShock 4 controllers are natively supported, but if you're using DS4Windows or maybe something else similar, the controls
in-game get weird.

Just like the first game, it's simplistic with its run-n-shoot mechanics. You can shoot almost as fast as you press the button and
there's a recharging "Capacity" bar that drains each time you attack with anything so you're discouraged from spamming attacks.
This was here before, only now this applies to your default attacks as well to prevent the endless, unnecessary spamming.

The screen is still a bit small and constantly running forward without a bit of caution can still be consequential, though less so
than the first game, and the camera still moves pretty slowly when turning around. You can still change the camera speed and
positions, but it's all as slow as before when it moves.
Because of the lighter punishment in running forward without caution, the game overall can be pretty easy; it's possible to run to
the end of most levels without stopping if you know when to jump, shoot, and upgrade, or if you just react fast enough.

There are more stages than in the previous game and they can be cleared pretty fast. They've got their own unique set of
enemies as well as some recycled ones and level designs for each one are as simplistic as before as they're mostly flat with a few
basic platforming sections here & there.
The bosses in the game are unique & simple, and a few from the previous game make a return. Unlike the previous game
though, almost all of the bosses actually move around instead of remain in the same X-axis for the entirety of their fights. They
also have no collision unless it's from certain attacks, meaning you can walk through them without harm, making many fights
way easier than they ought to be. For a few bosses, using that advantage may be one of the only tactics against a particular attack
of theirs to prevent you from taking damage.
There are 3 sets of stages/bosses in the game; 8 are available from the start, 4 more become available after the first 8 are
cleared, and the last appears when those 4 are done. The last stage is a boss rush of the first 8 followed by the final boss after
they're all done.
You acquire a boss' "Technical Skill" when you beat them, but this only applies to the first 8. They can be useful against specific
bosses Mega Man style and in the stages themselves, but I rarely found myself using them there. One Skill in particular is an
offensive dash with i-frames that activate as soon as the Skill itself activates. It makes for a great defensive option if upgraded
and/or if other methods like basic dodging & parrying aren't going pretty well.

Parrying, or "Blocking", is still difficult to pull off, but is just as rewarding if you do it right intentionally; speed & precision is
still required to negate the damage coming towards you. You press left or right just as an attack of some kind is about to hit you,
however it can sometimes be pretty tough to determine when & where exactly the hitboxes collide.

"Tres" is still both the currency and fuel for filling up the Enhancement Slot bar, your Gradius-style on-site upgrade system at
the bottom of the screen.
There aren't many new upgrades compared to the previous game and only very few are any practical. The same goes for
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upgrading the same "upgrade" more than necessary; for example, upgrading "Speed" too much may make your movement speed
harder to control, and too many upgrades to the slot that makes your attacks cover a broader range is highly unnecessary because
almost all of the enemies in the game are in front of you or are just slightly above your default line of sight.
Like before, there's an upgrade shop of sorts in the stage select screen, only it's much bigger than before. You can buy various
items and upgrades for a variety of selections such as the upgrades themselves in-game, your stats, and "Technical Skills".
Because of how short the game is, there's a good chance you won't purchase everything in the shop before the game's actually
beaten unless you decide to grind for them, which won't reward you with anything in the end.

Within each stage—save for the very last—there are 4 hidden collectibles, "Pure Syega". They're invisible, but they give off a
subtle sparkle which you can either shoot or touch to reveal them. Their primary use is to be special currency for upgrades in the
shop, but there's a good chance not all of them will be used at all as many upgrades aren't necessary.

Like the first game, you unlock Lunatic difficulty once you beat the game for the first time. It's a huge difficulty increase
compared to what was already available as attacks for almost every enemy with an actual attack changes in some way and
enemies—especially bosses—take more shots to beat regardless of your upgrades.

Replayability is relied on the in-game achievements that are tied to the Steam achievements, and two new characters that
become available to you after the game's done; they're both from the first game and only one of them is of any real relevance to
the rest of the game. The irrelevant one was pretty much just included in the game for appearance's sake as she doesn't have her
own storyline or voice even. The one with the voice and storyline though plays pretty differently and she can be overpowered
thanks to an in-game upgrade you can purchase that maximizes the rest of her upgrades in-game automatically.

The game's plot is pretty simplistic and doesn't really tie-in to the first game all that hard, so outside of familiarity's and
numerical continuity's sake, you don't really have to play the first one.
Playthroughs are very short so replayability and the achievements in-game are relied on for extensive play times. It's double the
price of the first game, though it is bigger and a bit more refined than that of the first game.. We need Chinese ... and English.
ლ(･ิω･ิლ). "Join up to 8 friends (or complete strangers!) in cooperative and competitive modes" - Outright lies!

Multiplayer is absolutely not cooperative. While you can harvest kills that your friends make there is no coop story mode
available and I would hardly count wandering around the map shooting things as "coop". Animals constantly bug out either
losing AI completely or not dying from shots (including multiple point blank shots to the heart, lungs, spine etc). Animals
constantly bug out running against trees and bushes leaving them as a free kill, or whole flocks of ducks can be found bugged
into the ground. Occasionally animals can be seen wandering in the sky. This should be Early Access... I am requesting a refund
immediately and regret asking my friend to try it with me.. i meant to buy the spell pack, this one just plain bad. The
predator..... all that needs to be said to convince me. It's seriously not worth your time.. Great find!. Same as Doom 2, but
MOAR LEVALZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ. Season Pass doesn't mean all DLC? What the
\u2665\u2665\u2665\u2665 season is that?
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