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About This Content

The Return of Two Classics.
The Wolf Pack DLC is the 31st DLC pack for PAYDAY 2 and symbolizes the return of two classic heists - the Counterfeit and
Undercover jobs. It's finally time for Wolf to shine as the crew to goes to the Sunshine state in one job and pays the Taxman a
visit in the other. This is the return of Bodhi's Pool Repair! Other than two heists, this DLC comes with a grenade launcher, a

nailgun melee weapon, 2 songs, 4 masks, patterns, materials and 10 achievements.

Key Features
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•Get It for FREE – We salute our veteran heisters. This DLC is FREE for everyone who owns the original Wolf Pack DLC for
PAYDAY: The Heist!

•The Return of Two Classics – Two classic heists from PAYDAY: The Heist are now available in PAYDAY 2 - the
Counterfeit and Undercover jobs. These were part of the original DLC pack titled Wolf Pack for PAYDAY: The Heist and

remain some of the most popular heists to date.
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•Everything Is Fake – Gang, we're headed for the Sunshine State! An individual by the name of Mr. Mitchell has his whole
community fooled that he's this respectable golf coach at some fancy club. But under the surface, he is a professional money
launderer and counterfeiter - and a damn good one at that. Together with his partner, Wilson, these guys are literally making

millions. Now, wouldn't it be fair if we got our hands on some of that?

•Nothing Is Certain but Death and Taxes – We are doing things a bit differently this time. There is this shady taxman who is
out to make a $25,000,000 deal with some big corporation, but we're going to stop it from going through, you understand? Alex
is helping us out with this one, making sure we can get our hands on this taxman and force him to give us the server and codes

we're after. He might not be cooperative at first, so you will just have to use any means necessary to convince him, right?

•2 New Songs Added Two remixes of two classics - enjoy Simon Viklunds new 2016 renditions of Home Invasion and Three
Way deal!
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•A New Secondary Grenade Launcher – A secondary grenade launcher called the China Puff 40mm Grenade Launcher is
added to the game. Bombs away!

•One New Melee Weapon – As we have tons of melee weapon in our game but a lot of them are similar to one another we're
taking a new approach in the Wolf Pack DLC! The time and effort it takes to create four melee weapons we instead put into the
creation of one. The first result of this new approach is The Pounder, Wolf's favorite nailgun. When people ask about the name

Wolf is quick to correct it to "The Punder" and as they say that he screams: "Nailed it!"

•4 New Masks – Hans, Trickster Demon, the Dragon Head and the Viking have been added, inspired by Wolf's personal
interests.
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•4 New Patterns – Four new patterns have been added as part of the Wolf Pack DLC, inspired by Wolf.

•4 New Materials – Four new materials have been added as part of the Wolf Pack DLC, inspired by Wolf.

•10 New Achievements – 10 new achievements have been added with some classic ones from the original heists making a
return as well.
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Title: PAYDAY 2: Wolf Pack
Genre: Action, RPG
Developer:
OVERKILL - a Starbreeze Studio.
Publisher:
505 Games
Release Date: 11 Feb, 2016

 a09c17d780 

Minimum:

OS:Windows XP SP3

Processor:2 GHz Intel Dual Core Processor

Memory:2 GB RAM

Graphics:NVIDIA GeForce 8800/ATI Radeon HD 2600 (256MB minimum)

DirectX®:9.0c

Hard Drive:13 GB HD space

Sound:DirectX 9.0c compatible

English,German,French,Italian,Dutch,Russian
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Played a few quick rounds, had a lot of fun. Teamplay is key in this game, i really like the 2v2v2 modes. Quite challanging at
the beginning, but with a good teammate helping you out with some extra credits to buy new ships it gets better every round.
Together you can surround your enemies in the narrow pathways and decimate their fleet easily. Beware of the creatures in the
deep sea, they can easily destroy your ships if your not carefule while leaping over the canyon.. This game is absolutely horrible
and NOT worth the money. I bought it a while ago and played it BEFORE steam had their refund system. It was full of cheaters,
buggy, unstable, poor performance, server issues, and tons of micro transactions that the company never fulfilled and ripped
people off. Many people lost money to this game and the creators.

DO NOT UNDER ANY CIRCUMSTANCES, BUY THIS GAME.

NOT TO MENTION, THE SERVERS HAVE BEEN SHUT DOWN. IT DOESN'T EVEN WORK ANYMORE.. The epitome
of a hidden gem. Eloquent, open gameplay in a retro JRPG turn-based shell. What an absolute delight.. Honestly a great game
with a great relaunch. Players complain about balance issues and I get it, I have my fair share of annoyances sometimes but it's
still fun overall. Especially with the Terminator T-800 DLC. Makes it an even better experience if you're a fan of that.
Hopefully the game lasts quite a while.. eh its alright, the only good thing about this dlc is the new music from SC II and SC III.
An action\/adventure sci fi game sign me up when I saw this on the store I added it to my wishlist as I love sci fi .....

However all I can say is what a terrible game.
- Missing sounds (Sometimes you will hear guns and sometimes you won't)
- The AI is terrible.
- Repetative and boring gameplay
- "Gunplay" had very little feedback
- The UI is also pretty ugly

However and one plus point the graphics are not the worse I have seen for the price also it has a pretty good check point system.

I Refunded after 20 minutes. I struggle to see how early acsess will save this game.

Oh, it also has MP however nobody was on and it looks a little unfinished so cant really say if that was any good or not.

However, I have recorded a gameplay video of my first 20 minutes so come check my video out and save yourself the money!

https:\/\/www.youtube.com\/watch?v=NW667p6QdfQ. nice game for my wife and children. They love it. I would like to have
some more cats and animals to choose from.. I\u2019ve got 990 hours into this game and I think it\u2019s great. The graphics
look amazing to me, and the gameplay gives you both pvp and pve. I\u2019d recommend playing in a group as I find that more
fun but many go it alone.

It\u2019s fairly deep with knowledge so there\u2019s a lot to learn. There are many ways to play this game: hunting, crafting,
pvp, capture the flag, grinding, and raising kids among many others. It\u2019s a sandbox so you make it what you want. Really
good game. Do not be fazed by my thumbs down. Come back to this game soon and it will probably have earned a thumbs up.

Pros:

-The noise you get when you have 3 or more in a row is ridiculously satisfying.

-The "dark" theme of the game is an interesting concept.

-I also like the idea of having holes in the board. I have never seen it before - but then again, I don't play too many of these types
of games.

-The music is nice. Very nice. It makes me want to work as a receptionist.
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Cons:

-Uncompressed, the game and its assets are a ridiculous 805 MB. This should not be the case; all the images are low resolution
and the music shouldn't be too large. Common Redist is only about 120 MB.

-The game looks too amateur. It feels as if it was made for a school project or something - and in that respect, it's good.

-The level select menu looks messy.

-When playing a level, the text looks messy and out of place.

-The buttons beneath the score are not aligned.

-The icon when running the game is the Unreal logo.

-It runs slowly for a matching game.

-The game doesn't tell you when you're boned. That is, if you can't make a move, the game doesn't let you know.

-All of the buttons look different.

Possible Improvements:

-The game would look much better if the level buttons were placed neatly and looked the same.

-I like the idea of having a "dark" themed background image, but please consider having a background that won't make the left
side of the screen look messy.

-Instead of using a generic font for the title screen and desktop icon, consider making some custom artwork.

-My biggest recommendation would be to code the game yourself, engine and all. UE4 is great, but you don't want to be giving
them 5% of your profits and wasting several MB of space with their engine. It shouldn't be too difficult to code this game if you
learn C++ or Java (or something).

tl;dr:

In my opinion, the game needs some work. The concept is nice, but the implementation needs to be touched up. There are
places where the layout appears messy, and the game runs slowly.

(No one reviews like Gaston.). best game 2017
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I can't wait to see what this developer comes up with next. Good work!. Despite what it looks like, this isn't a fruit ninja clone.
Its more of a technical cutting simulator. A lot of attention is paid to physics and the overall feel of cutting fruit and tatami
mats. Tatami mats are extremely fun and require you swing the sword properly. Wrist flicks and weak gestures are not rewarded
in this game. Definately worth the asking price, but i'd like to see them add in more things to cut.. For some reason on the first
level my criminal doesnt move idk why and i have been watching other youtubers playing this game and their bad guy moves.
any ideas?. What a terrible game, it's great!. Oh man. Where to even begin with this one? Yet another game that came
completely by surprise and has truly shocked me with just how much there is to it.

On paper the concept sounds simple enough. You have a starmap, and like in FTL, you need to get from the left side, to the
right, where some sort of boss encounter awaits you. Defeat that in order to win. But the similarities to FTL end there. Where
FTL was a rather simple, quick affair, this game is incredibly complicated and will make for very long runs.

Firstly, there is so.... much.... content. So freaking much. And so many different interlocking mechanics. It seems so incredibly
daunting at first. I mean, just look at those screenshots on the store page here. No matter which one you are looking at, it has SO
MANY THINGS on it. A bazillion icons and tabs and stats and who knows what. And every one of them matters somehow.
Heck, there's enough stuff to fill up a 125-page manual, which the game does in fact have. Fortunately, I found that the tutorial
did an absolutely fantastic job of teaching the game. It didnt take long before everything clicked, and I felt like I knew what I
was doing, despite the incredible amount of complexity here.

You start out by selecting a race. There are 45 of them! But you'll only have a few unlocked at the beginning. You'll also choose
a few "artifacts" to bring in, which are the closest things to roguelike "power items" you'll find here. Things with semi-global
effects depending on which type of thing you are doing at the time. One might affect your fleet, another might be for your
planet landers. You can bring a few with you right at the start, and you'll be able to gain more during the run.

And "gaining more" is really the name of the game here. The final encounter of each run is powerful. And your starting fleet of
5 sad little ships is not enough. You need to build up your resources, get more and better ships, equip them with powerful
gizmos, and so on. This is quite the process. There are ALOT of things that you need to do if you want to win here.

Some of these tasks are actually done via minigames, and this is where the game is going to start feeling like something out of
the 90s. Most of the minigames are simple things. When you're plowing through an asteroid field in search of power crystals
(one of the things needed for ship upgrades), you'll be in a sort of "shmup mode", however it's the sort of restricted-movement
sort that was actually quite common on PCs way back when, where you can only move left and right, not in all directions. That's
just one type of minigame... there are a whole bunch of them. Generally, each one is completed in about 15-20 seconds... they
dont overstay their welcome. The exception is the planet lander bit. Ever played Starflight? If you have, you'll recognize that bit
here. You take your lander down to the planet's surface, and crawl around, avoiding hazards, looking for resources, and
occaisionally stunning alien life-forms to bring back with you for research. It feels ALOT like the lander sequences from
Starflight. Though, quite alot of the stuff in the game feels like it's from Starflight.

Now, these minigames arent random or anything. They're very dependant on what you're doing. Go into a nebula, and you'll do
the "shoot at the lightning" game. Aiding a distressed ship will take you into the boarding party sequence. Each of these
different things serves some individual purpose, and making choices on where to go and what to do is a big part of it. You do
have a time limit, of sorts, though it's *very* generous. Your interstellar enemies, though, will also start researching and building
newer and bigger ships over time, so you want to try to play at least somewhat efficiently. However, the most common
minigame you'll be doing is the planet lander one. There are ALOT of planets and alot of reasons to drop down and explore
them. Did I mention that this bit feels taken directly from Starflight? I love it.

It sure isnt all just minigames though. The minigames are just there to add an element of skill to things... so you're not clicking
on an asteroid field or something and getting items based on a roll of the dice. They also break up the pacing nicely, keeping the
game that much more engaging. The real meat of the game though is everything else. There is so much to this. This is one of
those games that the word "deep" was made for. There is ALOT of strategy here, alot of thinking to be done, alot of problems to
be solved and decisions to be made, in an absolutely gigantic game with an incredible amount of content (and more to come).
Minigames aside, this game is definitely a cerebral pursuit.

The combat in particular shows this off. Combat is not a "minigame". It's a fully tactical experience, in a "pausable real-time"
sort. Your fleet, VS the enemy fleet (each can have up to 10 ships). There are many different ship classes, and WAY too many
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different ships overall (each of those 4 bazillion races has their own set!). Each individual ship has different stats, different
weapon types, different ship\/bay modules to equip, and this all comes together in the fantastic combat system. It's very hard to
explain how it works... and it's probably the most daunting part of an already daunting game... but "tactical" really is the key
word here. You'll be choosing when to use weapons and special abilities, flanking enemies, setting movement paths (not just for
your ships, but for fighters or guided missils that you may launch), and there's even a "crew" mechanic. Each ship has it's own
crew, and incoming damage doesnt just knock off armor, but can also damage the crew as well. Some ship abilities are
specifically designed to do just that, too. Eliminate a ship's crew instead of destroying it, and it becomes disabled. This is not an
easy task and takes some careful planning to accomplish, but if you can do it, you can either dismantle the ship for research
points or boatloads of credits afterwards, or add it to your own fleet if you have an open slot.

Not that that's the only way to get more ships. You can interact with the other races in the sector, and perhaps buy
ships\/upgrades from them. There are also all sorts of different types of space stations and civilian outposts to visit, each with
it's own unique service it can perform, and even pirate outposts to attack. There are so many types of locations and events to be
found that it can be a little overwhelming. Same with the sheer amount of different stats that you have to manage, and so on. But
these things never really feel like they're too much. They're presented in an easy to understand way (even if the interface is
bloody strange sometimes), and despite the constant barrage of numbers and stats, I've never really had any "I dont get it"
moments. I might be overwhelmed with sheer choice sometimes, but that's a good thing in this type of game. It also means that
there are tons and tons of ways to approach the run as a whole, and you can constantly adapt your strategy as you go. It gives
tons of room for experimentation and improvisation. And while there is a time limit, I meant it when I said it was really
generous. You have PLENTY of time to do lots of backtracking as you see fit. The time limit is more of a thing that affects
your final score, rather than being there to kill you.

Not that this isnt a hard game though. Even on the easiest difficulties some players do sort of hit a wall after a certain point. Be
ready for a challenge here.

I could just keep ranting about this for quite awhile. It's rare that I find games of this scope, it really is. Dont let the 90s-era
graphics or the sheer overwhelming appearance of the game put you off of it. This is a game of incredible depth with an
incredible amount of content that is very well balanced, interesting, and just well-made. Get it.. The game play is excellent, with
a new take on the Luxor francise. The graphic is very NEON and I love it. The game plays a lot faster than earlier games in the
series, but I didn't find that a problem. There are power-ups in abundance as you would expect with Luxor games. However;,
and this is a big however; there are only 8 stages each with six levels including a boss battle. Because the game is very fast you'll
easily finish this game in 8 hours or less. For $9 I think it's a rip off. Pity as the new look is brilliant.. Hinata! kawaii <3 >.,<
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