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About This Game
Al Emmo's Postcards from Anozira is a Hidden Object Game, inspired by the adventure game Al Emmo and the Lost
Dutchman's Mine.
THE STORY
The Mayor of Anozira needs your help to drive tourists to the town! Explore the vast desert land and learn about the local stops
and interesting wilderness areas as you use your Hidden Object skills to attract new people to the area and help local business
survive. Explore the exotic world of the Wild West and discover a host of unusual treasures. (Okay, most of it's junk, but still...)
Enter the homes of the town's many colorful inhabitants. Descend into the fabled Lost Dutchman's Mine and uncover riches
beyond your craziest imaginings. Do all this and more as you challenge your perception and observation skills.
Select from 5 playable characters: Al Emmo, Rita Peralto, Kevin the Bartender, Koko the General Store Manager, or Mayor
Herbie Trinkwasser. Choose to play casually in "relaxed" mode, or challenge your quick-thinking with the timer on. Dare you
venture into the world of sand, sun, and silliness?
FEATURES

Entertaining Gameplay
5 Playable Characters
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Bring Tourists to Anozira
Relaxed & Timed modes
Find Bonus Tokens
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Title: Al Emmo's Postcards from Anozira
Genre: Adventure, Casual, Indie
Developer:
Himalaya Studios
Publisher:
Himalaya Studios
Release Date: 2 Aug, 2010
b4d347fde0

English
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apparently whomever created this has never been skydiving, there is basically nothing here that is similar to skydiving other than
falling through the sky. the controls are completely wrong, there is no parachute opening, no turn rate control, no
braking\/flaring, no wind,
. This DLC adds three missions (one Human, two Goo) that add some much-needed content and depth to the (good but short)
single player campaign.
Story-wise we get an insight on what happened to Singleton, the origin of the Goo and our first glimpse at the Silent Ones, who
seem like they're going to be the next faction to be introduced to Grey Goo.
Everything that was good about the original game returns, with new elements in these missions including:
- Singleton as the first hero unit in the game during one mission (funnily enough, in-game he's taller than a human tank)
- The first 'make do with the units you get' mission
- Whereas in the original campaign you could use your Mother Goo as nothing more than a base if you wanted to, this time,
you'll *have* to use your Mother Goo in combat
- The first time Goo are pitted against each other in the campaign
All in all a nice little expansion, hopefully more will come so more of our questions can be answered, such as: "Will Specialist
Redgrave finally get that blood off his face?". Several achievements are buggy or just plain don't work. Gameplay is fairly good
for a cheap game, except for the fact that the double jump randomly decides not to work, which generally gets you killed. These
should be relatively easy fixes, but until then I can't recommend the game.. I was not sure about this game at first, but once I
figured it out I really enjoyed it. The house was my favorite part, Did not finish Hive cuz I kinda suck with the mouse I
guess,heehee,. this needs to stay in early access for much, much longer
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Defines unity as a whole
10/10 would throw my mouse and get 4 kills again. This game isn't worth 20 Euros.. I thoroughly enjoyed Insincere!
First of all, The game almost gave me a heart attack with all the jump scares.
Secondly, The graphics are really out-dated, However... I liked them, Put together with comical dying poses, Enemies getting
stuck with their heads through walls, Various bugs and a great soundtrack, It took me back to my first gaming experiences,
Playing on a SNES or an N64, Where nobody cared about any of that stuff, Nobody complained about the graphics, or the bugs.
They just played the game and got on with it.
Now, There are a few things that could be improved, For example:

There is NO autosave. Now, me being a dumbass forgot about that, and went through half the game only for it to crash
and force me to start over.
There are no options whatsoever. You get what you're given, There's no settings to change.
The game crashes quite often, For me it crashed 6 times before i finished the game.
The game is fairly short. I happened to get really into the game, only for it to end abruptly
It's quite easy, I made it through the entire game having only died once, and even that was because i made a mistake, as
opposed to enemy difficulty.Despite the above, I really did enjoy this game, It took me back to my childhood. And sure,
it doesn't have trading cards or achievements, But who needs those when you have a game as good as this!
I highly recommend playing this, It's short, sweet, and worth the time! (In my opinion)
8\/10. Entertaining, perhaps, for a time, but ultimately underwhelming. The learning curve is basically flat for the whole
game till the end, where it suddenly spikes hard. Oftentimes you are placed in a situation with no solution discoverable -obvious or otherwise. The narrator-type character's onscreen effect is the moral equivalent of alien beergoggles, it killed
me more than once. The game proper has very little depth, the upgrades are too expensive for you to ever see more than
two of them (of which you will most certainly want the fast-warp upgrade).
I never seemed to unlock the swap\/launch upgrade, even now at the supposed end of the game.
The "Explode people" mechanic is trite, the violence is unecessary pandering.
Taking a large view, this game feels short, two-dimensional (in terms of gameplay depth), and probably not worth 2$,
much less 10$
Strong Reject on it's merits.. There's a random crash that has a chance of ocurring whenever a mandatory NPC you get
at the start of the game makes any kill. Given the game limits saving, this makes it unplayable and the developers have
moved onto other projects and showed no interest in fixing this in over a year.. Commended for having correct evolution
concept on why apple smells good and\u2665\u2665\u2665\u2665\u2665\u2665smells
like\u2665\u2665\u2665\u2665\u2665\u2665
Haven't finished it though, but so far so good.
Edit: I just finished this game. It is a masterpiece. Amazing BGM as well as the story. The end is so touching, I didn't
expect it and almost cried. I love the ending bgm so much that I bought the bgm too. Thank you Team Fork for creating
such an high quality visual novel! I truely didn't expect it would be this good. Add oil, Hong Kong game developers!.
Bought this game for a mere 2.99 on sale.
For that price, it offered 5-6 hours gameplay and some replayability. It is an Indie game, and I will treat it as such.
The developer markets Grimind as a horror\/physics puzzle game, and that is about as descriptive as it gets. The
gameplay is centered around completing the puzzles without any instruction or hand-holding. Not to say the puzzles are
unsolvably difficult, but there are a few moments in which I scratched my head in frustration and uttered a soft "what
the hell do I do?" to my computer monitor. Once you get the feel of how the game operates, the puzzles start to become
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clear. The physics are also quite well done. I understand the developer reworked the inertia of objects and some other
parameters for the game's Steam release, and the attention to detail shows. It seems more polished compared to early
alpha footage (as one would expect). Objects can be picked up and thrown, liquids respond to disturbances, and softbodied pieces like vines move as they should.
The strong point of the game is the lighting. Beautifully done point lights and both "baked" and active shadow casting as
well as ambient gloom in certain points lends to a strong setting for a horror scenario. Many levels throw the character
into the darkness with nothing but a lit torch, and as everything in the environment is opaque black, one understands that
death may be around every turn.
As for the "scare factor?" Some reviewers have thought the game is as frightening as Amnesia: The Dark Descent. That
is not necessarily true. The scariest part of the game is the environment itself. The player is pursued by malevolent
little--welll--boxes (with no animation) that may only be vanquished with bright light. The enemy design is
unbecomingly bland for a game that seems so well-put-together in every other regard. The chase sequences get one's
heart pounding, but it is not fear. The character animation is perhaps a little poor as well.
The sound work in the game is mixed. The background music\/ambient noise are very impressive, and those elements
are quite unsettling for the game. They chant at the player like spectral moans from an unknown source and never failed
to cause my hair to stand on end. All other noises sound as though they were recorded by a desk mic in Audacity, like
the growls of the monsters, drowning noises when underwater, and thunder of fallign boulders or objects. Their lack of
quality just doesn't seem to fit, and they certainly didn't scare me.
Lastly, the game's story and dialogue were originally written in Polish. (I believe?) The English translation is rough
around the edges, but I could understand what was being conveyed with a little bit of pidgin translation. The story begins
with no scenario, and ends with little more. It was more depressing of an end than a satisfying resolution. Perhaps there
is a metaphorical message to it all? Nonetheless, I would have preferred to see a more complete story. Maybe in the
sequel we can see more character development.
I give this game 7.5\/10. For what it was, I enjoyed every bit of it, but I also see room for polishing all around.. I loved
the other developer's games, although the repetitiveness of tasks can be tedious. However this anniversary update is
terrible. I bought this in April 2019 & it says expect updates in Feb 2019. It also says "Close your eyes" in this version is
unfinished and all but the incredibly repetitive and difficult Girl Graveyard game are available, the rest of the content
says "coming soon".
So not sure how this can be recommended or get good reviews from what I've experienced.
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