Simplyshoki’s judging of:

BHA # 11 - UNCEASING TERRORS  

.) First thing of note, each game will be played 2-4 times, just so I can get a thorough and concise review and judgment of each entry.
.) These are judged in the order that I play them, I recall there being a single exclusive itch.io entry so that will be judged last.

.) This is my first time judging, so let’s begin!

























ENTRY #1 - HOUSING SUMMERTIME  
Submitted by: Syoudre

Summary:
.) I personally don’t know what Housama is but…after playing this…I think I want to keep it that way…This was a very interesting game and definitely left a strong impression on me…I was left with a lot of questions that I don’t think will be answered, but that’s just how it goes for those who play Housama 97 yeah?

Patterns:

Housama First Portion:
.) And so it begins…..the Housamas.…...this was a pretty neat introduction to the gameplay gist of having to consider each shot carefully and time it correctly in order to not mess up your multiplier and chain! I do like the various housama heads (red, green, blue, the big heads) have their own bullet patterns and some have their own movement styles as well.
Patterns are your simple-fare, but that’s fine since it’s an introduction to the horrors that come later.

Housama Second Portion:
.) Everything from the first portion kicked up a notch; I enjoy the scoring goal, it really helps tie in the emphasis on chaining and the multiplier.

Hugesama Portion:
.) The change in pace was really surprising and the patterns were very fun and challenging to dodge! It took me a while to finally beat her but it was pretty satisfying-
That laugh haunts me though…

Patterns/Gameplay Score: 30/40






Design:
.) Quite different from what I'm accustomed to due to primarily being a touhou player; I found it interesting that there was the option to either constantly fire or fire with purpose. But it really made me realize that  you don’t endlessly fire and instead you’re sorta encouraged to make use of the chain-mechanic that comes with a score multiplier if you don’t miss any shots! 

I suppose most of the haunted parts come from the narrative, but that’ll be scored in the next portion of presentation, but with the game being a haunted game that tormented Kobito and the game itself featuring your standard “haunted” elements like unsettling housama’s, distorted housamas, being slower cause you lost a limb, etc. it fit the theme just fine
I do not know if I should grade this as a shit-posty script because there was effort put in, so I’ll just grade it standardly because I did enjoy this! 

Design Score: 20/30

Presentation:
.) I was very satisfied with the work that went into the visual presentation of the game; I enjoyed all the choices of music, the menu screen really surprised me when I launched the game (only to be greeted by Housamas), the narrative and storytelling elements here with the plot of a haunted Housama game was really surprising as I said earlier

I enjoyed the writing, the inclusion of discord screen shots to sorta give a preface and backstory to the game itself and the events that took place, and I even found myself getting invested in the plot and events of the game.
I do have one sorta issue and that’s with the player character’s shot being very glaring to look at in the Hugesama fight and it was kinda hard to dodge some of the patterns due not being able to really see my player’s exact location.

Presentation Score: 25/30

Number of plays: 2
FINAL SCORE: 75/100
ENTRY #2 - GAME_DEMO2026  
Submitted by: Makuta Matara

Summary:
.) A bullet hell refresher if I’ve ever seen one, everything about this was a blast to play and I really love the fast-paced intense gameplay and the emphasis on using the mechanics and bombs given to you. This was also a pretty tough entry and took me multiple tries to even get a single clear on normal mode! 
I really enjoy your pattern making and now I want to investigate your other scripts and games because I am THOROUGHLY impressed!

Patterns: (Played on Normal without any tweaks)

Stage 1 + Midboss:
.) A very straightforward section of the game that gets you acquainted with the system and how to properly use it via chaining and timing your bombs to get the most item bonuses. I very much enjoyed the RGB square midboss and how it forced you to move around the screen rather than sit at the bottom like most bullet hells! 

Stage 2 + Midboss:
.) Here’s where it starts to get pretty tough and more fast-paced than it was before. These patterns here are quite fast and quite scary and really force you to interact with the mechanics properly to ensure you keep getting bombs and surviving throughout the whole section, also, flying heads?!?! 
Red blob of a midboss is also very hectic and makes you move around the screen and macro-dodge a lot of the patterns, nice touch!

Stage 3 + Midboss:
.) Peter…the hearts are here…and the dancing red people? This stage spat in my food and kicked me in the shins, it’s a TOUGH stage but nonetheless a pretty fun one!
Also the background here is spooky…eyes, mouths, flesh??? 
I’m a fan of the formations where the people surround you in the center of the screen and it's so satisfying to clear them.



The Judge:
.) Starts off pretty easy, and ramps up with each lifebar that’s taken away. Great patterns all around that are fun to dodge, but man those DNA helixes at the final lifebar are HARD. That aside, I love the stage background and all those screens with faces looking at me…
A fantastic end to the script!

Patterns/Gameplay Score: 37/40

One note that I have are those triangle eyes that come from the bottom in stage 2 can easily surprise you and snipe you with their blue bullets due to how hectic things are already. This docks some points but otherwise, EXCELLENT patterns.

Design:
.) Where do I begin? The system here is AMAZING and really meshes well with the patterns and how the game forces you to interact with the system for the best success. I even love that the pause menu has text that tells you how to properly use and interact with the system. I’m addicted to timing bombs to the combo meter and getting a HUGE cash-out of golden items and being rewarded from it, ough it's so satisfying! 

Design Score: 30/30

Presentation:
.) I am absolutely in love with the cosmic horror / retro-esque vibe with how everything was presented. From the strange cube textures, hearts, man heads, triangle eyeballs, odd globs, everything here made me anticipate what I was going to see next and I was NEVER disappointed in what I saw! The music as well as ultra fitting and a good listen while I was learning the mechanics and system. I love your distinct art style within your work and it was a pleasure to finally play something that you’ve made, overall a VERY strong entry..

Presentation Score: 30/30

Number of plays: 5
FINAL SCORE: 95/100
ENTRY #3 - Kouchachan 
Submitted by: Doremy/Iesua Inane

Summary:
.) Embodiment of Scarlet Devil was the first Touhou I played and oh my god was it captured SUPERBLY well here, genuinely it was chilling with how it felt like I was playing the actual EOSD; from the way the patterns were crafted, the visuals, the subtle lack of sounds at times, the music, everything here was handcrafted with love and care and genuinely left me awe inspired with how this came out, hopefully it’ll be a full release because WOW was this awesome. That aside though, the “horror” aspect took an amazing and unconventional turn here, rather than being explicitly scary, it was the tiny changes and “bugs” and quick cameos that really made things feel weird and off (in a good way per the theme!)

Patterns:

Stage 1:
.) A very nostalgic start to the entry, literally being so so so similar to EOSD stage 1, its uncanny how well the vibes are captured, from the fairy trains to the pink fairies and their bullets, zipping around for power like the old times, ah so so good. 
Rumia midboss is great too, and the take on her nons was a joy to see, her spell is absolutely evil on Lunatic though.

Rumia:
.) A splendid Rumia fight, her nons are fantastically faithful, I particularly loved Night Sign “Nocturnal Beast” due to the darkness obscuring the bullets and actually giving us a real threat. Nothing else to note.

Stage 2:
.) Oooh spooky…the fact that there’s no music in this stage really made this oddly unsettling, but other than that, it was a very fun take on EOSD stage 2, complete with those weird spore like enemies that were everywhere in EOSD alongside the “birds” that were falling in the later portion of the stage. I love the inclusion of the boss showing up and throwing hazards out before her fight, good stuff.



Cirno:
.) B…Baka?! Your classic and known ice fairy boss. I can’t say this for sure but I feel like our speed was reduced in her fight, focus mode felt especially slow but maybe I’m hallucinating things. The addition of the exploding ice crystals she throws in Frozen Sign “Perfect Freeze” is super threatening and scary but spices up the spell a ton!

Stage 3:
.) This stage had a fun spin on the EOSD form, with the same kunai wall fairies and random bullet fan enemies, background was exceptionally recreated as well so props to that! I absolutely adored Misuzu’s midboss non as well as her midboss spell which is my favorite spell in the entire demo! Post-midboss section was great too, the tanky fairy at the end was a pretty good touch.

Kurenai Misuzu:
.) That first non was so scary to come across, but it was a fun thing to try and dodge. Rainbow Sign “Rainbow Wind Labyrinth” was a strange yet fun spell and it reminds me of TCL for some reason? The second non is absolutely beautiful and I love the gravity gray bullets she fires in addition to the revolving rainbow bullets, which reminds me of FDF. Second spell has a nice disappearing mechanic and reminded me of one pattern that was in EOSD. Rainbow Sign “Colorful Rain” is a pretty dangerous spell but luckily it ends a bit too quickly.

Stage 4:
.) THERE’S A STAGE 4? This felt like something you weren’t supposed to access, with the ominous untextured bookshelves in the background, the strange formations that mostly consisted of a singular fan enemy from left to right, up until the book onslaught. 

Patterns/Gameplay Score: 40/40







Design:
.) This features your classic Embodiment of Scarlet Devil mechanic of a standard power/bomb system with lives themed around score (Though killing Rumia gave you a bunch), with max-power giving a screenwide clear. In terms of the theme though this did an excellent job at having various anomalies and haunted happenings that occur at random points within runs that you wouldn’t even get if you don’t replay the script! Some anomalies to note are; A recurring White figure that spawns at random points throughout the screen, The White figure again appearing but this time ramming into you, Stage 3 having no background at all except for a strange dark void, Stage 2 not having music at all, The Stage 3 boss literally just deleting herself after her second spell, and of course access to Stage 4.

Design Score: 30/30

Presentation:
.) Where do I even begin? The presentation and effort that went into this entry was PHENOMENAL; The Menu screen, the Art Style, the UI, the Music, everything about this was so well thought out and put together that sometimes I forget I’m playing an entry and not an official sort of recreation of EOSD. Props props props across the board. I do wish there were more sound effects here and there but perhaps that’s a part of the anomaly and hauntedness of the script itself. Incredible work and genuinely it's such a blast that I could see myself replaying this now and then. 

Presentation Score: 30/30

Number of plays: 6
FINAL SCORE: 100/100





ENTRY #4 - SUPER GRUNGY BULLET HELL - RELEASE 
Submitted by: Kevin Minh

Summary:
.) This was such a welcome surprise! I had no idea what I was getting into with the name, but upon opening the game and seeing the art-style and aesthetic of it, I was already hooked. Solaris looked so cute so I had to use him, and oh my gosh did he take me on a journey through this script because everything here was top notch and pieced together so perfectly; from music syncs, to choice of formations and variety, mixing fast-paced patterns with slower but still just as threatening ones. The formations lining up with optimal burst usage, it’s scary how such a short script can have such dedication and serious thought put into it! What a blast! 

Patterns:

Stage Portion A:
.) Great Music? Fast-paced gameplay? Fun explosion shot sounds? Everything here is immediately setting the tone for the rest of the script (at least pattern wise), I absolutely didn’t realize I’d be a fan of these more arcadey shmup type of games but honestly they’re really starting to grow on me and I may need to look for some more to play. Oooh, it seems that there’s a glitch with these last 5 strong space-craft like enemies ... .wait a minute…what’s happening…

Stage Portion B:
.) CUTENESS OVERLOAD? Unironically this is my favorite portion of the script, I love the cutesy music in the background with the cute cat…creatures but also paired up with these spaceship-esque drones and the fast paced patterns, the background is so so so nice too with it becoming like a day-time variant of the original background.

Bulwark of the Talented Form A Penhmastah:
.) SO CUTE??? But these attacks, oh oh oh so so so deadly and fast, which is a fun thing! The attack with green stars and quick lasers was a very great attack to play and dodge, the streaming one afterwards was a cooldown that was a welcome addition, because next up attack where shots come from both above and below managed to get one of my lives, despite the vertical bullets being static.

Bulwark of the Talented Form B:
.) HELMET GUY? THE MUSICAL CHANGE? THE MUSIC SYNCS WITH THE EXPLODING CATS? Oh this was a SUPER unexpected change but oh my god did the heat really turn up with this one. Phase 1 was really getting my blood pumping, everything was so well designed in terms of using your magic gauge to get satisfying cancels, the musical syncs between fast paced attacks and slower paced ones, oh my god its genuinely so so awe inspiring. Phase 2 is particularly evil because that one attack where indicators are all over the place broke into my home, ate my food, and beat me up to hell and back. That slowdown portion was a chefs kiss. Phase 3, well it did “OPEN MY EYES”, The remix back to Phase 1, THE DANCING CATS. Phase 4 was INCREDIBLE, bouncing both between Phase 1 and Phase 2 patterns, the left right alternations portion was genuinely so so so good, and oh my god was the later indicator section diabolical for my lives, ouchie.

My Best Clear took 8 Hits, did 34 Burst, with a 97.64% Destruction Rate on Rainstorm, hopefully that wasn’t bad?

Patterns/Gameplay Score: 40/40

Design:
.) Game-design wise, I absolutely am a sucker for these cancel-based systems now. It’s so satisfying getting a really juicy cancel and seeing those score numbers increase alongside being able to chain a burst after another if you time it right with the right formations, it’s so so so so so goooood. Also for the theme inclusion, I love the glitching of the normal script being a serious and fast vibe into a cutesy and pastel appearance instead, that’s definitely a unique way to take the “unsettling” aspect of glitching and turn it on its head, but it was a welcome addition and was amazing to play through.

Design Score: 30/30

Presentation:
.) The artstyle of this script is so charming, I absolutely love the portraits done as well as their spritework too. The space-crafts look so alien-like yet familiar, the bullet graphics are very evident and do not have visibility or blend issues, and oh my god the cute KITTIES are amazing. I need to know who the true form of Bulwark of the Talented is cause I think helmeted guys are kinda…..erm anyways, the UI is concise and clean, the musical choices were amazing with the high-paced songs with high-paced gameplay and the cute song for the “glitch” in the system, absolutely peak levels of cinema and genuinely this makes me want to invest more in Kevin’s work as well as these arcadey shmups.

Presentation Score: 30/30

Number of plays: 5 (Used Solaris on Rainstorm)
FINAL SCORE: 100/100














ENTRY #5 - EVERYDAY LIFE WITH CUTE DEMON GIRL  
Submitted by: create2019

Summary:
.) This is a very neat little game, I do enjoy the color palette and the super pixely and classic vibe you got going on here! The entry itself is a bit simple, but who says simple doesn’t mean good or high quality, because it is both of those things! I can’t judge this in a way that accounts for stage/boss formations, so the thoughts on the actual meat of the entry will be put into a gameplay category. 

Gameplay:
.) The gameplay loop is simple, pretty easy, and very arcadey, though less in a shmup-style way and more of a standard sorta arcade game. I do like the slow progression into the game speeding up and the waves becoming more and more overwhelming, though aside from that it can get a bit stale after a while. That being said, scoring is pretty fun and trying to clear out an optimal amount of enemies before the souls retreat back onto the other side of the screen is a nice and frantic challenge. 

Patterns/Gameplay Score: 30/40

Design:
.) Your standard demonic presence within a game, but with a cute flair of being a demon girl. It fits into the theme juuuust fine, our little mage trying to appease her and avoid the threat of being burned by fire and lava, ah the woes…that being said though, the haunted aspect isn’t as evident in this entry but still, I think there’s merit to be said about the care and time put into considering the theme as well as the gameplay loop of appeasing a demon.

Design Score: 25/30

Presentation:
.) The visual presentation here was STELLAR, I love the pixel art style and like I mentioned earlier, the color scheme and how everything was arranged together made for a really cohesive product. I love the expressions the demon girl at the top makes, and all together it makes for a cohesive product. I do wish that there was some sort of background music because I think it would really fill out some empty space that the script has in terms of audio, it wouldn’t even have to be that intense of a song just some nice tunes in the back would’ve been fun. But overall, the presentation is lovely, art style is great, not really any huge complaints from me at all!

Presentation Score: 25/30

Number of plays: 2
FINAL SCORE: 80/100














ENTRY #6 - FRACTURED MEMORIES
Submitted by: Selene

Summary:
.) Len’en spotted! I really enjoyed the Len’en representation and can I just say a lot of these patterns stay faithful to the vibe and energy that Len’en patterns have going on, so kudos to you! This script had me guessing where I was gonna go and how it was gonna end up next and I was continually surprised every time! The use of Suzumi’s/Ardee’s ability of altering reality and changing events was exceptionally used here and wasn’t an after thought, this also really brought up classical internet horror with the popups and strange “disfunctional” screens vibe.

Patterns:

Stage Portion + Midboss 1st Go:
.) Seeing the formations and how they fire and interact, this is definitely an incredibly faithful and fun Len’en stage! The fairy stacks, the drive-by’s, the literal “arrows” made out of bullets, the strange funnel formations by those larger fairies, everything here was very appetizing to play! Also the midboss seemed non-threatening, but when I shot it down oh boy did it start the terrors.

Stage Portion + Midboss 2nd Go:
.) Same formations as the 1st go around, but this time it’s all glitchy and spooky? So many strange white glitchy objects being hurled by the enemies, bullets missing from formations, enemies being entirely white too…it’s almost like my memory was being fractured. The midboss this time fired knives, but the most threatening part was when I shot it down and it reappeared with a bunch of lives-

Midboss Purgatory:
.) JUST DIE ALREADY AND GO AWAY!

Stage Portion + Midboss 3rd Go:
.) More glitchiness, but this time the midboss doesn’t even do anything…don’t just stand there, do something- HI SUZUMI.


Suzumi Kuzu:
.) This fight was pretty challenging, I really admired your take on Suzumi’s ability and how they mess with memory, all of the nons and spells were super threatening, but one spell that really left a mark was the one where the bullets change types and behaviors based on what bullet they were, it made for a fun yet really difficult and chaotic spell! That spell aside, I think my favorite spell of the whole script was that last spell with the laser maze and Suzumi chasing you was absolutely diabolical to come across, poor Tsuba..especially the part where the silver knives started to surround you only for. A crash! This spell really blew my mind away because it’s such a fun and novel concept.

(Also creepy Suzumi at the end with those big ol’ eyes)

Patterns/Gameplay Score: 35/40

Overall the patterns in here were very Len’en and were a blast to play through, there were some patterns that were pretty overwhelming but that’s just how Len’en goes at the end of the day.

Design:
.) Being as this is a script that references Suzumi, there was bound to be trickery and very unsettling things. I loved that when you had the script get manually “reset” by Suzumi, the enemies and background now started to glitch out (some being completely white) and they’d also fire these strange white “artifacts” all over the screen that actually hurt, ouch! I also liked that the big midboss fairy started to shoot knives instead of regular bullets…seems like someone is coming..
I actually was stuck for a while with no lead to really go on from there (I actually had to look at another Judge’s review in order to see how to progress) so I do think the indicator of having to go to the menu could be made more apparent (I only remember mentions of mandatory deaths). Other than that, this really struck the nail on the head with it being a horror/glitch themed BHA!

Design Score: 30/30

Presentation:
.) Exceptional presentation, from the graphics to the sound effects, the ui, everything here felt nicely wrapped up and presented as an incredibly puzzling yet fun game. The static effects were cool as well as the enemies deteriorating and the background losing its sense of self, incredible stuff. I can’t forget also the way the game toys with us with these fakeout menu screens, strange pop-ups, and other classical old internet horror stuff, genuinely it felt like a blast from the past at times and I enjoyed every second of it.

Presentation Score: 30/30

Number of plays: 3
FINAL SCORE: 95/100


















ENTRY #7 - Reimu Hakurei Makes a Friend
Submitted by: Roger L

Summary:
.) Wowee, this was hard. This was definitely a game I had to play multiple times because these patterns are insanely hard for someone of my hard-mode skill level, these feel upper lunatic and wow did they beat me up. I ended up getting a permanent slow-down for some reason which tanked my fps to roughly 30-40 which…allowed me to beat the script, so I will ignore that slowdown when talking about the patterns.

Patterns:

Pre Midboss Portion:
.) I really enjoy your stage design! It’s fast, punchy, and has us constantly moving around trying to speedkill enemies before they become problemsome, very engaging and reminds me of how games like IBP have us zip around the place. Some fairies are particularly evil

Yukari Midboss:
.) What a FANTASTIC midboss, I loved every single one of her patterns. Her first one in particular caught my eye and that’s probably my favorite spell from this entire game! Great use of her boundary abilities and making spells that really feel like HER.

Post Midboss Portion:
.) I actually love the post-midboss portion of the stage more than the pre-midboss portion. I really like those fairies that fire blue/white amulet walls that confine you to a certain spot while red/yellow bullets are fired by rising fairies, it’s a really fun formation and I wish I had more of it!

Reimu Boss:
.) This fight was…really hard to say the least. A lot of these spells can get quite nasty and become a lot to handle even for a regular extra difficulty. I would say the pattern that has the biggest glaring issue would be the Lust-spellcard, it could just be me not being a high-level bullet hell player but that spell in particular was eating up my lives like no tomorrow. That aside, I did like the spells being themed off of the deadly-sins and I enjoyed their concepts and danmaku.

???:
.) The true mastermind behind…interrupting dinner?! This was quite the surprise! I actually really loved this portion of the script and the eyes were so cool to look at. I know the audio played was meant to be scary but I was actually spacing out and relaxing with the odd static sounds as I was shot by dark bullets.

Patterns/Gameplay Score: 20/40

I docked some points because this was an extremely hard entry, probably the one that took me the longest to clear and took multiple restarts and tried to get even close to beating it. Without the huge fps drop, I doubt I could’ve beaten it at all, the extra-difficulty label was misleading and it was too intense!

Design:
.) This follows the basic gist of being a haunted script, I do appreciate the comedic sorta vibe with Reimu being possessed by Satan out of all things, and the surprise at the end really tied in that haunted/terrifying feeling with this demonic horror and creepy ambience.
Great inclusion of also making all of the spells be themed around the possession of Reimu!

Design Score: 30/30

Presentation:
.) Very nice presentation; from the background music really fitting the feeling of the stage and boss fight, it really engraved itself into my head with all the attempts it took me to reach the end. The horror really shows up later when Reimu emits black mist and then the big baddie shows up and messes up with our ui and audio, I really enjoyed that touch and it really gave the script a “wait a minute what’s going on?” moment with how normal it looked up until that point.

Presentation Score: 30/30

Number of plays: 8
FINAL SCORE: 80/100



















Final Results:

1.) Kouchakan - Ieusa Inane/Doremy - 100 pts
2.) Super Grungy Bullet Hell - Kevin Minh - 100pts
3.) GameDemo_2026 - Makuta Matara - 97 pts
4.) Fractured Memories - Selene - 95 pts
5.) Reimu Hakurei Makes a Friend - Roger L - 80 pts
6.) Everyday Life with Cute Demon Girl - 80 pts
7.) Housing Summertime - Syoudre - 70 pts
