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About This Game

Arcade Spirits, a romantic visual novel, follows an alternate timeline set in the year 20XX where the 1983 video game crash
never occurred. After a turbulent work history, you are granted employment at the Funplex, a popular arcade, home to a host of
unique personalities and customers. Where will this new-found employment take you? Who will you meet along the way? Will

you find the romance you're seeking?

Design your own character from the ground up - pronoun, hairstyle, skin tone, hair color, eye color and more are
completely customizable and are reflected throughout the game in both gameplay and artwork!

With roleplaying-based choices, you will be able to grow your personality and relationships in any way you desire;
Friendship, Platonic or something more intimate! Work hard and build the relationship you desire with a total of seven
romanceable characters!

The Identity Identifier System, or IRIS, can track your relationship statuses with all characters throughout Arcade Spirits
as well as your personality traits, from Quirky, Steady, and Kindly, to Gutsy and Basically.
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Everything you choose in Arcade Spirits, from your relationships to your personality, your crisis management moments,
and a myriad other decision will have an effect on the future of your arcade!
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Title: Arcade Spirits
Genre: Indie
Developer:
Fiction Factory Games
Publisher:
PQube Limited
Release Date: 12 Feb, 2019

 b4d347fde0 

Minimum:

OS: Windows XP

Processor: 1 GHz Intel or AMD Processor

Memory: 1 GB RAM

Graphics: DirectX or OpenGL compatible card

DirectX: Version 9.0c

Storage: 100 MB available space

English
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A nice game from the Crafty Studios. The graphics are well made and the game mechnics make totally sense.
I used to play Oil Empire in the 90s and this one is a really good follow up in these kind of games.

The balancing is well made and it's not too easy to get rich :) There are lots of scenarios available and a free play where you just
go :)

The development seems to come along good in the "early access" phase and I'm really looking forward to the finished game,
when it's ready.

This one promises a lot of fun hours.. AWESOME!!!

- PLAY IN NOVEL OR RPG MODE.
. I really love Nancy Drew normally, however, I felt that this game was a little slower and less interesting than the others I have
played.. best game lel. Got this game cheap (free?) and not surprisingly, its not that good. Maybe a good start...but needs more
work.

The graphics aren't really the problem, the problem is the lack of instruction. No real way to also aim..and the guns are god-
awefully inacturate.

Also, no key-mapping screen.

i'll check back on this game after some updates.. This game is basically Bejeweled Twist. If you hated that game, you'll probably
hate this one. If you loved Twist, then this is a nice extension of that type of game play with a storyline and beasts that you fight
against each other. The story feels flat but I play it because I like Bejeweled games.. This game is very interesting. Not really my
thing yet I couldn't help but play it through. A bit short though. I do hope the developers have/will make more games like this
with more scenarios and out comes. Despite the shortness of the game there is a bit of replayability to find different outcomes
within the game. However it is still short and since it is literally the same story with you just picking a few different options it
may get boring. None the less I found this game to be intriguing and thought provoking. Definitely worth the 1+ hour of time..
That's a really awesome Board game.
You have a lot of different Figures and must move them wisely to kill off enemy Pharaoh.
With lot of different maps. Really Funny Mirror Experience.
 Give it a try. I am an Active player of This.
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Nice puzzle game and similar to mindblox in style and quality. They all build around a different core mechanic.

- the puzzles are very hard, maybe to hard, other modes and difficulties would be even better
- style is generally cool like the others
- a good variety of different objects
- the later levels are motion sickness pure!
- but the menu could need a bit rework. Cute game. reminds me of bulb boy. come check out my channel for gameplay :D 
https:\/\/youtu.be\/88G85KVy8U0. There's not enough here to justify the price. I think adding AI to drive and race against, as
well as a few extra maps, might change that.

To the game's credit, it looks and runs great. But, that doesn't stop it from getting really boring in less than an hour.. Appalling
camera, small levels, unengaging story.

this is not the D&D we used to play.... \udb40\udc21. Vagrant Hearts - JRPG. The story tells of two sisters Scarlett and Beatrice,
who became close after her mother's death. Then Beatrice discovered her ability to heal people.

Game Goodies:
- Cool story, exciting from the start
- A variety of quests
- Interesting levels
- Very nice music
- Achievements in the implementation of which takes time.
Great game if you want to pass your time 10/10. Easy. 10/10.. shovelware!!!!

20XX vs. 2018:
As production winds down on Arcade Spirits — we’re aiming to be content complete by December, to allow some time for
testing and implementation before our Q1 2019 release window — I’m finding I have less stuff to talk about in the dev blog.
Fortunately, we’ve got a strong community, and they had a good idea for this week’s entry: What are some of the key
differences between our alternate timeline and the real world?

Now, keep in mind Arcade Spirits is a lighthearted game and not a history textbook. I know the Internet worships at the altar of
CinemaSins and loves to pick apart every single logic gap as a “plot hole” but we’re going for a loose and fun interpretation of
history. It definitely wouldn’t totally work out this way… but it’s fun to make believe, right? Right. So, what if…

The Atari 2600 Never Failed

Atari took their time to make a proper port of Pac-Man, and a really good E.T. game, and didn’t overproduce either of them. As
a result there is no mass grave in New Mexico of unsold 2600 carts and the system continued to thrive. Without the power
vacuum left by Atari’s death, Nintendo didn’t muscle in in 1985 to utterly dominate the home arcade scene — and Atari’s
strength kept their arcade division going strong, maintaining the arcade scene in tandem with rising home consoles.

The three major players in the console scene in 20XX are now Atari, Sega, and Nintendo. In this timeline, the proposed
Nintendo-Sony co-developed PlayStation never fell through, because the Philips CD-I didn’t get in the way of the project.
Nintendo were the first to optical media, but Atari’s long-standing emphasis on backwards compatibility (you could play 2600
games on an Atari XL, for instance) means that they remain a force to be reckoned with.

The Mainstream Accepts Video Games

Since the crash never happened and Nintendo wasn’t forced to push the NES as a children’s toy complete with a toy robot, the
momentum of adults and young adults playing games back in the 70s and 80s kept going. eSports rise sooner than expected, with
organized tournaments like EVO launching early and staying strong.

While arcades never surpass more long-standing pursuits like going out to the movies or grabbing a pizza, they aren’t quite as
looked down on as being only for nerds or children. It’s still a trivial pursuit, since they are games and games are silly, but
generally they stabilize in the cultural consciousness.
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The Inevitable Rise of Kiddie Casinos Still Happens, But Slower

Have you been in a Dave & Busters or Chuck E. Cheese lately? Basically they’re just gambling palaces with no traditional video
games whatsoever. But this was a survival tactic, a way to keep their businesses afloat while traditional joystick gaming was
migrating to home consoles for enthusiasts only. If arcades never died, these chain franchises wouldn’t have to rely quite as hard
on prize games… but prize games would still be a major factor.

Everybody likes the rush of winning, and early ticket games like Skeeball(tm) (or ‘Alley Rollers’ to use the non-trademarked
name) would prove the model can work. So while there wouldn’t be a mid-90s rampaging push towards abandoning ship on the
arcade model, those who cared more about raw profit than tradition would definitely still migrate in that directions.

Oh, Also We Have Holograms And Sentient A.I. For Reasons

And here’s where I take a left turn into fantasyland, because Iris — your adorable virtual assistant — not only is amazingly
sophisticated beyond any 2018 level smartphone tech, but I have a few cute pics in game of her literally sitting on the edge of
your phone and extending away from the screen. It’s similar to the scanlines you see on the spotlights over Teo’s dance stage, or
how Gavin’s tablet was originally going to have some hovering holograms.

This was something I debated removing to keep things realistic, but… instead, I just don’t comment on it. I let Iris stay adorable
even if she’s implausible, because it’s cute and makes a nice visual and again, we are not a history textbook.

…although there IS a bit more going on behind why she’s so very, very intelligent. And I’d say more, but… spoilers.

I think that’ll do for missives from the year 20XX. I don’t want to spoil all the surprises. Hope you enjoy our alternate timeline
when the game releases early next year!. Arcade Spirits v1.03:
Welcome to Arcade Spirits v1.03! It's a minor patch, as we seem to be quite stable now; just doing some little tweaks and tunes
to keep things smooth. I've been watching streams to figure out where our trouble spots are, and anywhere I can improve the
text without changing story elements, I'm happy to do so.

PATCH NOTES

 Adjusted narration at the start of Level 02 to flow better with your characterization in Level 01.

 Adjusted the Gavin / QueenBee scene in Level 05 a little if you're on the Power of Friendship path.

 Various typos fixed. Let us know if you spot any others!

. Who We Are / Yummy Arcade Preserves:
Ever since the PQube announcement, we've had new folks tuning in to see what Arcade Spirits is all about. Hello, new folks!
We've got a blog (which we mirror to Tumblr[stefangagne.tumblr.com] and Steam), we've got a Twitter for announcements and
arcade culture tidbits, a Discord[discord.gg] to connect with other arcade fans, a Patreon[patreon.com] if you want to support us
on a deeper level, and finally a website[www.arcadespirits.com]. That's a lot of stuff! Just pick your favorite way to follow us,
and enjoy.

But also, I'd like to direct you to an old blog post[stefangagne.com] you probably missed, which describes the pillars of our
game, and why we made the choices we did when designing the game. To summarize so you don't HAVE to go digging through
the blog if you don't wanna, we've got four guiding principles in telling our lighthearted tale of love and quarters...

We’re inclusive by not restricting player choice of romance. Be who you want to be, romance who you want to
romance (or nobody at all). We're LGBTQ+ friendly without specifically being a game about LGBQT+. Notably: coding
in restrictions based on your preferred pronoun takes effort and we're too lazy for that. But it's laziness in favor of player
choice, so hey!
We want you to be able to choose how to react to things around you. Player agency is sometimes missing in visual
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novels, so we want as much as we can pour in. We focus heavily on roleplaying and self-expression, letting you react as
you like.
There should be clear signposts for easy decision-making. We don't like blind choices, or needing to play with a
FAQ open on your second monitor. We're going to be relatively clear what each choice is going to mean for you -- who
you'll spend time with and how they'll react. You have some leeway, too, so you don't have to scoop up EVERY point to
get the ending you want.
One tale, with your own personal path chosen from beginning to end. We'll say up front this isn't about massively
branching paths and multiple distinct endings. It's about a personal experience that's never exactly the same as any other
player's, thanks to the choices you make along the way and who you decide to be.

We're aiming to deliver one heck of a tale for you, a story that you participate in rather than passively read, a story you can
insert yourself into or play whatever other personality type you like. Play things straight, romance or don't, get wild, be snarky,
do as you want. And we hope you enjoy that story.

...

Okay! That's our introduction out of the way. Let's talk this week's actual (slightly depressing) topic, based on Recent Topical
News -- specifically Nintendo squishing several ROM and emulation sites with legal papers. Pirated retro games are no longer
quite so easy to find, thanks to their actions.

In Arcade Spirits we've added a mini-documentary hosted by Naomi which is all about building your own emulation cabinet. It's
pretty detailed on the hardware and software you'll need, but one thing we skim over is obtaining ROMs -- because let's be
totally honest here, Nintendo and their ilk have every legal right to say "Hey, uh, please stop giving away our games for free,
okay?" You just can't condone that sort of thing, not if you work in the game industry like I do. There's no ethical leg to stand
on.

But unfortunately, this also poses a serious problem for video game preservation efforts. Many of these games are a tangled
mess of copyright holders, many of which are out of business or were sold again and again, to the point where it's unclear WHO
owns the copyright on a game anymore. Therefore, there is no legal way to play some of these games short of tracking down
original arcade hardware and spending hundreds to thousands of dollars on it -- and if that hardware is just flat out gone,
cabinets junked and sitting in landfills, a game can be lost forever. Look at the movie industry, where the majority of films from
the dawn of cinema in the 30s are simply gone, because nobody thought to preserve them.

Emulation and abandonware archives were one way to keep those dimly lit and flickering candles alive. Legal? No, but given the
copyright holders cannot -- or in many cases, will not -- provide a legal means of obtaining the game, not many options remain.
Even games which aren't exactly in danger of vanishing can be withheld... Scott Pilgrim vs. The World is a good recent example.
It never had a physical release, only digital downloads, and as licenses expired it was pulled from digital storefronts. You
literally cannot legally obtain this game anymore and likely never will be able to again, and because it was loaded on DRM-
locked modern game consoles, any act of preservation runs afoul of the DMCA.

So... what to do? There's really not a good solution in the hands of gamers. And again, I can't and won't condone piracy. It's up
to the companies involved to be willing to loosen their grip on these games, and many refuse to budge. As noted, they're even
actively fighting websites that preserve games. And thus, an impasse.

Hopefully we as an industry will find a way past this issue, to make these classic games available conveniently and without legal
problems. Either that, or as fans of arcade classics, we'll have to mourn the passing of more and more great games.. Streetlight
People / Headlines From 20XX:
Apologies, forgot to upload last week's dev blog -- and it was a doozy, so let's make sure we don't pass it completely! I'll roll last
week and this week into one post.

Today we're talking about the new animated backgrounds we're adding, one of which you can see in our updated demo. Nearly
every single background in the game is animated, adding lighting effects and other subtle animation cues. Little things that bring
the otherwise static images to life.

Today, let’s go over three scenes, and how they’ll be different under the new animation. First, we’ll look at the Funplex.
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The Funplex has three main effects going on. The first, and most commonly used across all the revamped backgrounds, are
glowing elements glowing brighter than before, with the extra glow fading in and out softly. It’s almost impossible to see unless
you’re looking for it, but adds some life to the scene. next, the prize game at the bottom left has a shifting color scheme, to
reflect the lights inside the game changing colors. Finally, there’s a simple animation of the UFO Catcher crane lowering and
raising.

Next let’s go to Flotsam Beach, home of the Obligatory Beach Episode Where Everybody Wears Sexy Swimsuits.
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The streetlights (in the niiiiiiiight) pulse, in a bit more obvious a fashion as this is an old Mid-Atlantic beach town under
disrepair. Similarly, some of the tube lights in the arcade will flicker, showing the double tube bulbs before turning back on full
strength. I considered a cloud animation, since the clouds animate during the daytime scene, but figured the lighting was more
important.

Finally, let’s look at a scene from later in the game, which I won’t spoil beyond showing you this vague imae of a run-down
arcade...
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Lots of stuff going on here — glitched out game screens, pulsating neon lights, error codes, and more. It’s a flashier scene, to be
sure.

“But wait!” you might say, as I’m pouring the gasoline and getting the match ready. “What if I don’t want to be distracted by
fancy background effects? Also, put down the matches, please.”

Not a problem! We've revamped the Preferences menu. Not only did we improve the ‘Style’ option to show you what each of
our three UI styles looks like, but we added an option for the background animations. It defaults to Slow, which should provide
ambiance without being distracting — but you can turn them Off completely, or even make them Faster if you want something
flashy and fun! It’s up to you.

As we finish up the story and start polishing up the game, we’ll have more new features to show you — including a pretty big
one which we’re not ready to talk about yet. Let’s just say there’s a reason I had to crop down the Preferences screen…

Okay, with the technical stuff aside, let's do some goofy shenanigans next.

I like world building. Hey, who doesn't? And frankly I've been wanting to do more world building for 20XX, the timeline in
which Arcade Spirits takes place, where the video game crash of 1983 never happened. How are things different? How are
things the same? Let's find out.
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Not sure if these are canon or not -- we'll know if we end up selling so well that a sequel becomes a good idea. So hey, if you
want more... y'all know what to do. Spread the word!

Introducing THE (entirely fictional) 20XX TIMES, an (entirely fictional) Newspaper From The Year 20XX.

--- President Mitchell Embroiled In New Emulation Controversy – Tweets Focus on "No Hot Sauce Collusion"

New allegations have risen regarding President Billy Mitchell's most recent high score submission to Twin Galaxies for Donkey
Kong. Independent investigators have verified that his video evidence was created using MAME emulation, thus negating his
score.

When pressed for a comment, President Mitchell instead focused on another scandal facing the White House, concerning illegal
campaign contributions made by a hot sauce manufacturer from Georgia. Sources say that he was encouraged to divest his own
hot sauce company prior to election as President in exchange for a sizable campaign contribution, filtered through numerous
individuals.

Twin Galaxies has struck President Mitchell's score from the record books pending a complete investigation. The White House
has issued no comment, although press secretary Roy Shildt stated that President Mitchell remains adamant that any reports of
falsified scores are “fake news” from “dishonest scoreboards.”

--- Nintendo to Announce the Nintendo PlayStation-U Pro, With Features Similar to Atari XLX

Sources close to Sony of Japan say that an announcement is just around the corner regarding a new release of the Nintendo
PlayStation-U, dubbed the “PlayStation-U Pro,” which will have both advanced 3-D capabilities and better support for
consumer-grade CRT televisions for full backwards compatibility with classic titles.

Critics have long lambasted Nintendo for having a distinct lack of backwards compatibility with still-hot retro titles and eSports
standards, forcing players to re-purchase barely upgraded remasters of classic titles if they wanted to move forward to the next
iteration of Nintendo hardware. Meanwhile, their primary competitors in Atari and Sega have maintained twenty-plus years of
backwards compatibility, able to read and play any discs from earlier consoles through embedded hardware or emulation.

“Nintendo thinks they deserve the attention of gamers, just because they beat everyone to optical media back in the 90s,” an
alleged source within Atari posted on Facewall today. “And don't get me wrong, the Nintendo-Sony partnership really moved the
whole industry forward. But they did so at the expense of supporting home ports of arcade classics. Atari believes in game
preservation, and will always maintain full backwards compatibility.”

While many game developers have pushed for adoption of HDTV for higher resolutions and crisper images, a counterpush by
gamers for CRT support in order to properly display older titles was embraced two generations ago by Atari and Sega, resulting
in the multi-monitor setups common today.

--- Exidy Partners with Gottleib For New “Indiecading” Push

With the rising trend of bespoke arcade games crafted by independent video game developers, it was only a matter of time
before one of the big names sat up and took notice. In this case, two mid-tier players in the arcade scene are teaming up to scoop
up the rights to mass-distribute several indie titles, under the “Indiecading” name.”

“Exidy has always pushed forward with innovative new gaming experiences,” explained CEO Paula Westenbach. “Together with
Gottleib, we believe we can get a wider exposure for these great titles. No longer will you have to go to a smaller arcade to enjoy
these amazing games – we'll be in Deco's Palace, DisneyQuest, and several other major chain arcades.”

Exidy-Gottleib are currently in negotiations for the rights to Magical Moon Cuties, the hottest independent title on the scene. If
all goes well, we can expect to see this game in an arcade near you within the next fiscal quarter.

--- OpEd: MicroPlay To Unveil Revolutionary New Ultra-Responsive Arcade Joystick; Snake Oil or The Next Big Thing?
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Here we go again, folks – another company claiming to have the next big thing in arcade hardware. MicroPlay, a recently
formed mash-up of the decaying corpses of FunWare and Sinneslöschen, have announced their first commercial product, a new
“psi-responsive” joystick.

According to Cooper Technologies, the parent company which bought out what was left of those two once-slightly-better-than-
mediocre companies, this new joystick will “use bio-electric feedback to read the user's intentions, providing unparalleled
responsiveness in arcade gaming.” So basically it reads your mind. Through your hand. Meaning... why tap the joystick at all, if
it's just going to predict what you want to do based on your thoughts?

Yyyeah, I'm thinking this is yet another flop from Cooper Technologies. From my research, only ONE tech initiative of theirs
has gotten past the investment stage – remember the Phantom Console, which ended up basically being a phantom? That was
them. They also had a large market share in the technology behind the Nintendo 32x, that abysmal add-on. About the only thing
they've ever done which went anywhere was “Iris,” a dime-a-dozen virtual assistant with extremely limited capabilities and a
heavy-handed sponsorship by PizzaYums. But hey, she's cute, and people like cute apps, so...

I've said it before, and I'll say it again – arcades are driven by highly short-lived gimmicks, but ultimately are ruled by classic
titles that bring people back time and again. All sorts of gimmicks have come and gone, including force feedback, and virtual
reality. (Although recent moves by the Oculus-Ouya partnership suggest they may be taking a run at that cheeseball 90s helmet-
and-gloves idea again.) So I wouldn't expect much of anything from these supposed telepathic joysticks.

Besides, with Fist of Discomfort expected to move on to optional USB controllers with its forthcoming iteration, who really
needs built-in control innovation? Just bring your favorite input device to your local arcade, and ha. The Many Voices of
Arcade Spirits!:
Here's a conveniently desktop wallpaper sized poster of all the voice talent behind Arcade Spirits! Click to embiggen, share and
enjoy.

You can learn more about each individual voice actor via these links:

Stephanie Sheh as Naomi[stefangagne.com]
Ogie Banks as Gavin[stefangagne.com]
Price Johnson as Percy[stefangagne.com]
Amber Leigh as Ashley[stefangagne.com]
Nazia Chaudhry as QueenBee[stefangagne.com]
Christopher Escalante as Teo[stefangagne.com]
Mark Meer as Deco[stefangagne.com]
Danielle McRae as Sue[stefangagne.com]
LilyPichu as Juniper[stefangagne.com]
Tricia Brioux as Francine[stefangagne.com]
Stephanie Bruneau as Iris[stefangagne.com]
Akash Thakkar as Hamza[stefangagne.com]
Graham Stark as Ben[stefangagne.com]
Jacob Burgess as Matt[stefangagne.com] (and the Voice Director)

So, what do you think? Any voices you're excited for in particular? Anyone new to you that you're interested in hearing? Let us
know!. Arcade Spirits Releases February 12th!:
We’ve got a release date — February 12th, 2019! Woo your arcade partner just in time for Valentines Day. And along with that
announcement we’ve got a new trailer which features some of the great voice acting you’ll be hearing!
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The demo itself doesn’t have voice yet, but I’ll be updating it soon to include voice acting (and a few minor tweaks and changes).
Everything should be tip top shortly.

See you in February for love in a time of quarters!. Calm Before the Storm:
Been some time since our last developer blog post. Honestly? Not much to report, since we wrapped up the game and are just
waiting for the release. But we're not TOTALLY resting on our hopefully-arriving-in-the-future laurels. Let's recap and discuss
the doings and goings on.

Pre-orders are up, as indicated in this handy chart[stefangagne.com]. My recommendation is itch.io, which has both the normal
game and soundtrack+artbook bundle at a discount, and gets you both a direct download and a Steam key. If you don't wanna
pre-order, that's cool, we'll be having an identical launch week discount on Steam itself.

Aenne (co-author), Steph (Iris's voice actor), Molly (character artist) and special guest Jacob (voice director) are all going to be
at PAX South 2019 this coming weekend! We're going to have our most elaborate booth to date, with comfy seating and a fun
environment. We'll have shirts and actual pre-order game codes on sale there, so drop on by to play the demo, chat with the
devs, and have a grand 'ol time. We'll also be participating in the Houston Gaymers pre-show party Friday at 8pm.

Press will be getting their hands on review codes and working to get you advance notice of how amazingly awesome our game is
(hopefully) towards the end of this month. If you're press and want to get in on the fun contact pr@pqube.com for more
information.

And finally... Feb 12, we release. And then we wait and see.

Because if we're a success, if we can break even and then some... I've got biiiig plans for an Arcade Spirits II. Since I've got an
unexpected and unwelcome surplus of time on my hands I've been doing preproduction work on it, in hopes that we take off like
a rocket and the project is greenlit. So tell your friends, tell your enemies, and thank you for your support!. Demo Updated
With Voice!:
Good news -- the updated version of the Arcade Spirits demo is now available! Here's a list of what's new.

Voice acting is now available! In the full game several key scenes will be fully acted, and emotional reaction lines are
used elsewhere; for the demo we're only using the emotional reaction lines.

Music and sound effect volume has been rebalanced.

Teo is slightly smaller (he was too zoomed in before).

Teo and QueenBee's Kindly paths have additional character details.

The full game releases February 12, 2019! So enjoy the demo, and we hope to see you then!
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