[bookmark: _GoBack]Loop’s Quest is a RPG created by Pianotm for RPG Maker 2000.  This game was created for the Golden Age of Game Making Event (Therefore it follows certain limitations set within the event.)  This review was done on December 2015, in case there are any future versions of this game.

The story of Loop’s Quest is as generic and simple as I have seen.  Your mother sends you into the cellar to find out what is causing a noise.  There you find a secret cult that tells you that you are the daughter of a great wizard.  You learn that you are the chosen one and are destined to defeat the demon lord.  The story really isn’t that special.  It does try to deliver humor occasionally, but it never really hits its stride.  

Loop’s Quest features the default front view battle system included in RPG Maker 2000.  Enemies will appear on the map.  If you touch the enemy sprite it will trigger the battle scene.  After the battle the sprite will disappear for a certain amount of time.  You will have skills besides the generic attack option, but besides using heal there is no incentive to use them.  I did a couple of battles where I tested how much a skill like Fire would do.  In some instances it would actually do less damage than actually just choosing to attack the enemy.  I found later that the best strategy was just to attack, attack, attack, and occasionally use the healing skill or a potion.

The worst offense for this game is perhaps the dungeons.  I don’t think I have played a game where they were so linear.  In the first dungeon, the cellar, you will basically walk from the right side of the screen to the left side of the screen until you complete the dungeon.  I did hold out some hope for this game when I received a latter, but all this was used for was to get across one gap.  So in fact it is no different than hitting a switch to open a door.  The latter was really a missed opportunity to do something “Zelda” like.  You could have had multiple gaps or some puzzles to make the dungeons less boring.





I’m not very familiar with RPG Maker 2000, but as far as I can tell the game uses all default resources (RTP.)  The mapping is actually one of the few saving graces for this game.  I was quite happy that at the very least there were no wide open spaces with nothing in them.  The spacing is well utilized and the tiles look nicer than VX ACE.

I didn’t forget to keep in mind that this was created for an event.  Though, I still wrote the review as if it was a fully completed product.  The intention of the review is point out the flaws in this game.  Obviously with more time and effort this game could be improved.  I will hold off on scoring this game at this time.
