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It was released as the lead single from the musician's second studio album, Watermark In , The
Guardian ranked "Orinoco Flow" at number 77 in its list of the greatest UK number-one singles
of all time. The song was released as the lead single from Enya's fittingly named studio album
Watermark in October It became a global success, reaching number-one in several countries,
including Belgium, Ireland, the Netherlands, Switzerland and the United Kingdom, where it
stayed at the top of the UK Singles Chart for three weeks. In , the song was licensed to Virgin
Records for the best-selling new-age music compilation album Pure Moods , and in a
special-edition 10th anniversary remix single was released. Part of its name is derived from
Orinoco Studios now Miloco Studios, where it was recorded partly from the river of the same
name. Its pizzicato chords generated by altering the Roland D synthesizer 's "Pizzagogo" patch
are highly recognizable as a new age sound. Ned Raggett from AllMusic described the song as
"distinct" and "downright catchy". He noted "its implicit dramatics, [that] gently charges instead
of piling things on". A music video was made to accompany the song. It was directed by
Michael Geoghegan. From Wikipedia, the free encyclopedia. This article is about the Enya
single. This section contains embedded lists that may be poorly defined, unverified or
indiscriminate. Please help to clean it up to meet Wikipedia's quality standards. Where
appropriate, incorporate items into the main body of the article. March Retrieved 10 December
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Ryan. Year-end charts [ edit ] Chart Position Belgium Ultratop [29] Williams which was recorded
in the autumn of by country music duo the Bellamy Brothers for whom it afforded an
international hit in The song's composer Larry E. Williams had been a roadie for Neil Diamond 's
live shows, and "Let Your Love Flow" had been published by Bicycle Music, which had been
founded by the singer and owned Diamond's own catalog. On Diamond's apparent disinterest in
recording the song himself, Howard Bellamy of the Bellamy Brothers has commented "it really
wasn't in his [ie. Diamond's] vein. The song as recorded by Gene Cotton was a single release in
the autumn of , making Cotton's version - featured on his album release For All the Young
Writers - the earliest released version of "Let Your Love Flow," although it is unclear if Cotton's
recording was made prior to that by the Bellamy Brothers. The Bellamy Brothers - siblings
David and Howard Bellamy from Pasco County - had been working as session musicians at the
Studio 70 recording studio in Tampa when a demo of a song written by David, " Spiders and
Snakes ", was optioned for Jim Stafford , whose recording became a million-selling hit single.
Howard Bellamy recalls that Dennis St John "one day It was the perfect song for us and became
the key to our career. According to David Bellamy quote : "There were a couple of guys from
Holland [ie. In June and July "Let Your Love Flow" spent five weeks at 1 in Germany and also in
Switzerland, while the track would be ranked at 1 on the monthly Austrian hit parades dated the
15th of August, September and October. In and "Let Your Love Flow" enjoyed a UK chart
renaissance due to it being featured in a television ad for Barclays promoting the bank's
Barclaycard in its contactless format. Speaking for the Bellamy Brothers, David Bellamy would
state: "We had no idea the song 'Let Your Love Flow' had been licensed to Barclay for an
advertisement [until] after the single started climbing the charts in England. Any artist is always
thrilled when one of your signature songs has longevity like this because it was thirty-two years
ago when we first released the tune. The song was featured in Fernando Livschitz's short film
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is a Japanese rock band formed in as a five-piece band made up of two vocalists, a drummer, a
bassist, and a guitarist. Their songs have been featured in the opening sequences of several
anime and Japanese drama series. In , the group released two mini-albums within the same
year, followed by "Okuru Kotoba", Flow's first cover single, released in January , [6] which
remained on the Oricon indie chart for seven consecutive weeks and also hit No. In the spring
of that year, their first full-scale album Splash!!! In April , they released " GO!!! In May , Flow
released their first major label album Game. A string of singles followed and in July the band
released its third album, Golden Coast. The songs " GO!!! Their song " Answer " was the first
opening theme for the live action Japanese drama Detective School Q. Their single " Calling "
was featured as the ending for the anime Heroman. Flow released their eighth studio album
Flow The Max!!! Flow went to Brazil for the first time to perform at Ressacca Friends in Flow's
first-ever world tour, Flow World Tour Kiwami , saw them performing five times in Japan and
fourteen times in seven other countries. Their single "Steppin' out" was used as the opening
theme of Durarara!! Their single "Innosense" was released on February 8, ; the song was used
as the second ending theme of Tales of Zestiria the X. The band covered "Classic" on the album
Tribute of Mucc -en- as a tribute to the band Mucc released on November 22, Flow again
performed at the Nippon Budokan on January 30, They released their album Tribalythm on April
10, and their tour Flow Live Tour Tribalythm promoted the album. From Wikipedia, the free
encyclopedia. Flow at Japan Expo in Paris , France. Alternative rock pop punk [1] indie rock rap
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ending theme. Wikimedia Commons has media related to Flow band. The production of this
game was inspired by Kikiyama's game Yume Nikki , which has thus influenced the
characteristics and gameplay of. The game's title,. Like Yume Nikki,. However, this game has a
much darker tone within its dream world, often featuring body horror and motifs touching upon
a possibility of hospitalization. The dream world is filled with often large, looping areas,

occasionally housing an Effect. Due to its bizzare and surreal presentation, active interpretation
of various areas, characters, and events are required in order to fully understand the nature of.
Inside her apartment, the only three activities she can do is to play Famicom game Shinsoku
Neko , sleep in her bed which allows her to save , and play. When she decides to play. While in.
These effects are gained usually through interaction with one of Sabitsuki's various dream
characters, and give her new abilities once these effects are used. In doing so, Sabitsuki must
avoid the ever-present Kaibutsu , who can send her to an inescapable world that can be
escaped only through awakening. Once Sabitsuki drops all of the effects on her computer in the
dream world, she enters what is referred to as the "endgame. Once the endgame is reached, the
player assumes control over Rust , a person similar in appearance to Sabitsuki. Unlike
Sabitsuki, Rust cannot use any effects, and all of the Kaibutsu transform into Red Demons
instead, who deal physical damage to Rust instead of transporting her to an inescapable area.
This makes Rust more vulnerable to the dream world; however, one advantage is that she has
access to any areas that Sabitsuki were unable to enter. In these new accessible areas, Rust
must find three empty boxes that allow her to access the final area and complete the game.
Unlike Yume Nikki's single ending,. These endings depend on whether or not the player has
accessed the endgame, and if they have found all three empty boxes. This wiki. This wiki All
wikis. Sign In Don't have an account? Start a Wiki. Categories :. Fan Feed 0. Universal Conquest
Wiki. FandomShop Newsletter GalaxyQuest. In positive psychology , a flow state , also known
colloquially as being in the zone , is the mental state in which a person performing some activity
is fully immersed in a feeling of energized focus, full involvement, and enjoyment in the process
of the activity. In essence, flow is characterized by the complete absorption in what one does,
and a resulting transformation in one's sense of time. The flow state shares many
characteristics with hyperfocus. However, hyperfocus is not always described in a positive
light. Some examples include spending "too much" time playing video games or becoming
pleasurably absorbed by one aspect of an assignment or task to the detriment of the overall
assignment. In some cases, hyperfocus can "capture" a person, perhaps causing them to
appear unfocused or to start several projects , but complete few. Other related concepts include
trance , hypnosis , hypomania and mindfulness. Those aspects can appear independently of
each other, but only in combination do they constitute a so-called flow experience. Artists,
especially painters, got so immersed in their work that they would disregard their need for food,
water and even sleep. Researchers interested in optimal experiences and emphasizing positive
experiences, especially in places such as schools and the business world, also began studying
the theory of flow at this time. The cognitive science of flow has been studied under the rubric
of effortless attention. In any given moment, there is a great deal of information made available
to each individual. Psychologists have found that one's mind can attend to only a certain
amount of information at a time. Just decoding speech takes about 60 bits of information per
second. For the most part except for basic bodily feelings like hunger and pain, which are
innate , people are able to decide what they want to focus their attention on. However, when one
is in the flow state, they are completely engrossed with the one task at hand and, without
making the conscious decision to do so, lose awareness of all other things: time, people,
distractions, and even basic bodily needs. There are three common ways to measure flow
experiences: the flow questionnaire FQ , the experience sampling method ESM , and the
"standardized scales of the componential approach. The FQ requires individuals to identify
definitions of flow and situations in which they believe that they have experienced flow,
followed by a section that asks them to evaluate their personal experiences in these
flow-inducing situations. The FQ identifies flow as multiple constructs, therefore allowing the
results to be used to estimate differences in the likelihood of experiencing flow across a variety
of factors. Another strength of the FQ is that it does not assume that everyone's flow
experiences are the same. Because of this, the FQ is the ideal measure for estimating the
prevalence of flow. However, the FQ has some weaknesses that more recent methods have set
out to address. The FQ does not allow for measurement of the intensity of flow during specific
activities. This method also does not measure the influence of the ratio of challenge to skill on
the flow state. The ESM requires individuals to fill out the experience sampling form ESF at
eight randomly chosen time intervals throughout the day. The purpose of this is to understand
subjective experiences by estimating the time intervals that individuals spend in specific states
during everyday life. The ESF is made up of 13 categorical items and 29 scaled items. Because
these questions are open-ended, the answers need to be coded by researchers. This needs to
be done carefully so as to avoid any biases in the statistical analysis. The scaled items are
intended to measure the levels of a variety of subjective feelings that the individual may be
experiencing. The ESM is more complex than the FQ and contributes to the understanding of
how flow plays out in a variety of situations, however the possible biases make it a risky choice.

Some researchers are not satisfied with the methods mentioned above and have set out to
create their own scales. Jackson and Eklund created two scales that have been proven to be
psychometrically valid and reliable: the flow state scale-2 which measures flow as a state and
the dispositional flow scale-2 designed to measure flow as either a general trait or
domain-specific trait. The statistical analysis of the individual results from these scales gives a
much more complete understanding of flow than the ESM and the FQ. A flow state can be
entered while performing any activity, although it is most likely to occur when one is
wholeheartedly performing a task or activity for intrinsic purposes. However, it was argued that
the antecedent factors of flow are interrelated, as a perceived balance between challenges and
skills requires that one knows what they have to do clear goals and how successful they are in
doing it immediate feedback. Thus, a perceived fit of skills and task demands can be identified
as the central precondition of flow experiences. This graph illustrates one further aspect of
flow: it is more likely to occur when the activity at hand is a higher-than-average challenge
above the center point and the individual has above-average skills to the right of the center
point. The further from the center an experience is, the greater the intensity of that state of
being whether it is flow or anxiety or boredom or relaxation. Several problems of this model
have been discussed in literature. Individuals with a low average level of skills and a high
average level of challenges or the other way round do not necessarily experience a fit between
skills and challenges when both are above their individual average. Schaffer also published a
measure, the flow condition questionnaire FCQ , to measure each of these seven flow
conditions for any given task or activity. Some of the challenges to staying in flow include
states of apathy , boredom , and anxiety. Being in a state of apathy is characterized when
challenges are low and one's skill level is low producing a general lack of interest in the task at
hand. Boredom is a slightly different state in that it occurs when challenges are low, but one's
skill level exceeds those challenges causing one to seek higher challenges. A state of anxiety
occurs when challenges are so high that they exceed one's perceived skill level causing one
great distress and uneasiness. These states in general differ from being in a state of flow, in
that flow occurs when challenges match one's skill level. If challenges are too great, one can
return to the flow state by learning new skills. These personality traits include curiosity,
persistence, low self-centeredness, and a high rate of performing activities for intrinsic reasons
only. People with most of these personality traits are said to have an autotelic personality.
Being Autotelic means having a self-contained activity, one that is done not with the
expectation of some future benefit, but simply to experience it as the main goal. At this point,
there is not much research on the autotelic personality , but results of the few studies that have
been conducted suggest that indeed some people are more prone to experience flow than
others. One researcher Abuhamdeh, found that people with an autotelic personality have a
greater preference for "high-action-opportunity, high-skills situations that stimulate them and
encourage growth" compared to those without an autotelic personality. Experimental evidence
shows that a balance between skills of the individual and demands of the task compared to
boredom and overload only elicits flow experiences in individuals characterized by an internal
locus of control [25] or a habitual action orientation. Group flow is notably different from
independent flow as it is inherently mutual. Group flow is attainable when the performance unit
is a group, such as a team or musical group. When groups cooperate to agree on goals and
patterns, social flow, commonly known as group cohesion, is much more likely to occur. If a
group still has not entered flow, a team-level challenge may stimulate the group to harmonize.
His work has also informed the measurement of donor momentum by The New Science of
Philanthropy. In education , the concept of overlearning plays a role in a student's ability to
achieve flow. Challenging assignments that slightly stretch one's skills lead to flow. The
machine is discussed in some detail in Stafford Beer's book "Cybernetics and Management". If
the operator is receiving data at too slow a rate, he is likely to become bored and attend to other
irrelevant data. If the data given indicates too precisely what responses the operator is required
to make, the skill becomes too easy to perform and the operator again tends to become bored. If
the data given is too complicated or is given at too great a rate, the operator is unable to deal
with it. He is then liable to become discouraged and lose interest in performing or learning the
skill. Ideally, for an operator to perform a skill efficiently, the data presented to him should
always be of sufficient complexity to maintain his interest and maintain a competitive situation,
but not so complex as to discourage the operator. Similarly these conditions should obtain at
each stage of a learning process if it is to be efficient. A tutor teaching one pupil seeks to
maintain just these conditions. The research supported observations that students achieved
flow experiences more frequently in Montessori settings. Musicians, especially improvisational
soloists , may experience a state of flow while playing their instrument. In a study performed
with professional classical pianists who played piano pieces several times to induce a flow

state, a significant relationship was found between the flow state of the pianist and the pianist's
heart rate, blood pressure, and major facial muscles. As the pianist entered the flow state, heart
rate and blood pressure decreased and the major facial muscles relaxed. This study further
emphasized that flow is a state of effortless attention. In spite of the effortless attention and
overall relaxation of the body, the performance of the pianist during the flow state improved.
Groups of drummers experience a state of flow when they sense a collective energy that drives
the beat, something they refer to as getting into the groove or entrainment. Likewise drummers
and bass guitarists often describe a state of flow when they are feeling the downbeat together
as being in the pocket. Timothy Gallwey 's influential works on the "inner game" of sports such
as golf and tennis described the mental coaching and attitudes required to "get in the zone" and
fully internalize mastery of the sport. Roy Palmer suggests that "being in the zone" may also
influence movement patterns as better integration of the conscious and subconscious reflex
functions improves coordination. Many athletes describe the effortless nature of their
performance while achieving personal bests. Suddenly I was nearly two seconds faster than
anybody else, including my team mate with the same car. And suddenly I realised that I was no
longer driving the car consciously. I was driving it by a kind of instinct, only I was in a different
dimension. It was like I was in a tunnel. Former GP rider Wayne Gardner talking about his
victory at the Australian Grand Prix on The Unrideables 2 documentary said: ''During these last
five laps I had this sort of above body experience where actually raised up above and I could
see myself racing. It was kind of a remote control and it's the weirdest thing I've ever had in my
life. In yogic traditions such as Raja Yoga , reference is made to a state of flow [50] in the
practice of Samyama , a psychological absorption in the object of meditation. Flow in games
and gaming has been linked to the laws of learning as part of the explanation for why
learning-games the use of games to introduce material, improve understanding, or increase
retention have the potential to be effective. The condition of feedback, required for flow, is
associated with the feedback aspects of the law of exercise. This is exhibited in well designed
games, in particular, where players perform at the edge of their competency as they are guided
by clear goals and feedback. The intense experiences of being in a state of flow are directly
associated with the law of intensity. Thus, the experience of gaming can be so engaging and
motivating as it meets many of the laws of learning, which are inextricably connected to
creating flow. In games often much can be achieved thematically through an imbalance between
challenge level and skill level. Horror games often keep challenges significantly above the
player's level of competency in order to foster a continuous feeling of anxiety. Conversely, so
called "relaxation games" keep the level of challenges significantly below the player's
competency level, in order to achieve an opposite effect. It improves performance; calling the
phenomenon "TV trance", a BYTE article discussed how "the best seem to enter a trance where
they play but don't pay attention to the details of the game". As such, game designers strive to
integrate flow principles into their projects. A simplified modification to flow has been combined
with the technology acceptance model TAM to help guide the design of and explain the
adoption of intrinsically motivated computer systems. Typically, models simplistically represent
"intrinsic motivations" by mere perceived enjoyed. Instead, HMSAM uses the more complex,
rich construct of CA, which includes joy, control, curiosity, focused immersion, and temporal
dissociation. CA is construct that is grounded in the seminal flow literature, yet CA has
traditionally been used as a static construct, as if all five of its subconstructs occur at the same
timeâ€”in direct contradiction to the flow literature. Thus, part of HMSAM's contribution is to
return CA closer to its flow roots by re-ordering these CA subconstructs into more natural
process-variance order as predicted by flow. Empirical data collection along with mediation
tests further support this modeling approach. Developers of computer software reference
getting into a flow state as "wired in", or sometimes as The Zone , [59] [60] hack mode , [61] or
operating on software time [62] when developing in an undistracted state. Stock market
operators often use the term "in the pipe" to describe the psychological state of flow when
trading during high volume days and market corrections. Professional poker players use the
term "playing the A-game" when referring to the state of highest concentration and strategical
awareness, while pool players often call the state being in "dead stroke". Conditions of flow,
defined as a state in which challenges and skills are equally matched, play an extremely
important role in the workplace. Because flow is associated with achievement, its development
could have concrete implications in increasing workplace satisfaction and accomplishment.
Applying these methods in the workplace, can improve morale by fostering a sense of greater
happiness and accomplishment, which may be correlated with increased performance. Some
consultants suggest that the experience sampling form EMS method be used for individuals
and teams in the workplace in order to identify how time is currently being spent, and where
focus should be redirected to in order to increase flow experiences. People flourish as their

achievements grow and with that comes development of increasing "emotional, cognitive, and
social complexity. An increasingly popular way of promoting greater flow in the workplace is
using the " serious play " facilitation methods. Some commercial organisations have used the
concept of flow in building corporate branding and identity for example The Floow Limited
which created its company brand from the concept. There are, however, barriers to achieving
flow in the workplace. He explains that while some tasks at work may fit into a larger,
organization plan, the individual worker may not see where their individual task fits it. Second,
limited feedback about one's work can reduce motivation and leaves the employee unaware of
whether or not they did a good job. When there is little communication of feedback, an
employee may not be assigned tasks that challenge them or seem important, which could
potentially prevent an opportunity for flow. In the study "Predicting flow at work: Investigating
the activities and job characteristics that predict flow states at work", Karina Nielsen and Bryan
Cleal used a 9-item flow scale to examine predictors of flow at two levels: activity level such as
brainstorming, problem solving, and evaluation and at a more stable level such as role clarity,
influence, and cognitive demands. They found that activities such as planning, problem solving,
and evaluation predicted transient flow states, but that more stable job characteristics were not
found to predict flow at work. This study can help us identify which task at work can be
cultivated and emphasized in order to help employees experience flow on the job. She writes,
"Flow isn't just valuable to individuals; it also contributes to organizational goals. So finding
ways to increase the frequency of flow experiences can be one way for people to work together
to increase the effectiveness of their workplaces. Flow experiences are predicted to lead to
positive affect as well as to better performance. However, further empirical evidence is required
to substantiate these preliminary indications, as flow researchers continue to explore the
problem of how to directly investigate causal consequences of flow experiences using modern
scientific instrumentation to observe the neuro-physiological correlates of the flow state. Flow
is an innately positive experience; it is known to "produce intense feelings of enjoyment".
Several studies found that flow experiences and positive affect go hand in hand, [28] [71] and
that challenges and skills above the individual's average foster positive affect. Flow
experiences imply a growth principle. When one is in a flow state, they are working to master
the activity at hand. To maintain that flow state, one must seek increasingly greater challenges.
Attempting these new, difficult challenges stretches one's skills. One emerges from such a flow
experience with a bit of personal growth and great "feelings of competence and efficacy". Flow
has a documented correlation with high performance in the fields of artistic and scientific
creativity, [76] [77] teaching, [78] learning, [79] and sports; [80] [81]. Flow has been linked to
persistence and achievement in activities while also helping to lower anxiety during various
activities and raise self-esteem. However, evidence regarding better performance in flow
situations is mixed. That is, flow experiences may foster better performance but, on the other
hand, good performance makes flow experiences more likely. Results of a longitudinal study in
the academic context indicate that the causal effect of flow on performance is only of small
magnitude and the strong relationship between the two is driven by an effect of performance on
flow. The flow experience, like everything else, is not "good" in an absolute sense. It is good
only in that it has the potential to make life more rich, intense, and meaningful; it is good
because it increases the strengths and complexity of the self. But whether the consequence of
any particular instance of flow is good in a larger sense needs to be discussed and evaluated in
terms of more inclusive social criteria. From Wikipedia, the free encyclopedia. For the Tash
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Recent changes Upload file. Download as PDF Printable version. Wikimedia Commons. Look up
flow in Wiktionary, the free dictionary. It stars Terrence Howard as a Memphis hustler and pimp
who faces his aspiration to become a rapper. It received positive reviews from critics, with
praise directed at the performances particularly those of Howard and Henson , Brewer's script
and direction, and the soundtrack. DJay Terrence Howard is a pimp and drug dealer who is
dissatisfied with his life. After owning a keyboard and reacquainting himself with an old friend
from school, Key Anthony Anderson , who has become a sound technician, DJay decides to try
his hand at making hip hop songs. Key and his sound-mixer friend Shelby DJ Qualls help DJay
put together several "flow" songs in which he expresses the frustrations of a small-time hustler
struggling to survive. DJay quickly proves to have a true talent for lyrics, and his first
fixed-length song, done at the urging of his friends, appears to have a decent chance of
becoming a hit and getting local radio play. The group experiences many setbacks throughout
the creative process. DJay must hustle those around him in order to procure proper equipment
and recording time, and Key's relationship with his wife becomes strained. DJay throws out one
of his prostitutes, Lexus, along with her one-year-old son Roger, for ridiculing his art. DJay's
pregnant prostitute, Shug Taraji P. Henson , joins in the creative process, singing hooks , and
the group eventually records several fixed-length tracks, including " Whoop That Trick " and
their primary single " It's Hard Out Here for a Pimp ". After their first recording, DJay falls in love
with Shug. DJay gains admittance to the party under the pretext of providing marijuana , with
the intention of giving Skinny Black his demo tape. Black is dismissive at first, but after a long
night of reminiscing DJay successfully persuades him into taking the tape. Before leaving the
party, however, DJay discovers that the drunken Black has destroyed his tape, leaving it in the
toilet. In a fit of rage, DJay beats Black to a bloody pulp. Realizing what he has done, DJay
attempts to resuscitate the unconscious Black, until a member of Black's crew enters the
bathroom and quickly pulls out his gun. DJay shoots the man in his arm, then uses him as a
human shield to make his escape. DJay arrives home to find the police and Black's associates
waiting for him. DJay turns himself in and tells the prostitute Nola Taryn Manning to keep his
writing pad with his rap lyrics on it. He tells her she is "in charge" of getting his songs on local
radio stations, and exchanges a glance with a tearful Shug. DJay is charged for assault and
possession of a firearm and is sentenced to 11 months in prison. While serving his time, DJay
gets a visit from Key. DJay learns from Key that Nola has hustled the local radio DJs into
playing his songs, which have become local hits. Key says he and Nola want to discuss his
future plans. The film ends as we see a friendly duo of prison guards who have their own rap
group asking DJay to listen to their demo, much as DJay had approached Skinny Black.
Humbled and flattered, DJay accepts their tape and responds with: "You know what they say,
everybody gotta have a dream". Terrence Howard initially turned down the role of DJay. He

reportedly was attempting to avoid being typecast as a "pimp" archetype. However, after
recognizing the complexity and depth of the character, he reversed his earlier decision and took
on the role. As concepts of both hustle and flow are unique to African American culture, it
turned out to be nearly impossible to find proper translations for international release of the
film. For example, the Russian translation of the title means "The bustle and the motion". The
Italian title is appended with "Il colore della musica" which means "The color of music". The film
experienced many years of near-misses and outright rejection from major studios and potential
financiers before finally being backed by its longtime supporter John Singleton. In the DVD
extras Singleton says that he decided at last to put up the money himself because he was
exasperated at his friends' not getting what their film deserved. The Boston Globe said, "Some
will find it chicly inspired, recalling blaxploitation's heyday with its grimy urban realism. Some
will find it corny, absurd, and a limited view of options for disenfranchised African-Americans.
Brewer gives us the pleasure of watching characters create music from the ground up. The
album centers on Southern hip hop. From Wikipedia, the free encyclopedia. Theatrical release
poster. Stephanie Allain John Singleton. Release date. Running time. This section needs
expansion. You can help by adding to it. March United States portal Film portal. British Board of
Film Classification. July 8, Retrieved July 8, Rotten Tomatoes. Retrieved November 21,
Retrieved March 31, July 22, Films directed by Craig Brewer. MTV Films. Hidden categories:
Articles with short description Short description matches Wikidata Use mdy dates from July
Template film date with 1 release date Articles to be expanded from March All articles to be
expanded Articles using small message boxes. Namespaces Article Talk. Views Read Edit View
history. Help Learn to edit Community portal Recent changes Upload file. Download as PDF
Printable version. Wikinews has related news: Oscars handed out at Kodak Theatre. RPG Maker
February 15, Known for elements of mass body horror, dynamic storytelling and dreadiness
previously untouched by the fangame genre,. Instead, she uses her computer to explore a world
inside her mind, potentially representing a dark past, and collect effects. The title of the game
seems to reference both the psychological term of Flow and the prevalent theme of technology.
This suggests that what Sabitsuki and, indeed, the player experience is not a dreamlike state at
all, but rather an immersive reality. Effects are collected in a gloomy, sublime dreamscape and
the user is left to interpret the events and lack of explicit storyline. The only differences that
seem to set this game apart from Yume Nikki is the more concrete subject matter the deeper
aspects of the landscape seem to have a more pristine resemblance to human body parts,
where as Nikki's environment requires more interpretive thinking to analyze and the inclusion of
multiple endings. After collecting all effects, you can drop them in front of the computer. Be
careful, though, once all effects have been dropped, they cannot be regained unlike in Yume
Nikki. You can get one of the games three endings from here, or continue into the after-game
sequence. The main plot of the game is similar to the original Yume Nikki's, in that it is a
sandbox game with very few exploration restrictions. The player must collect the twenty-four
effects to unlock two of the three endings, and three "boxes" to achieve the third and final one.
The story of. Inversely from most Yume Nikki fangames, the bed is used to save and the
computer is used to enter the dream world. An interesting gameplay element throughout. These
can only be accessed once all effects have been collected and "dropped off" in Sabitsuki's PC.
With effects stored there, the protagonist assumes her alter-ego, Rust , a seemingly more
malevolent version of herself with a more pallid color scheme. Looking closer, her eyes are,
almost impossible to tell, a deep red. Rust cannot use any effects, but can surpass the barriers
that blocked her original form and acquire three boxes in order to unlock a final and more
substantial ending to the game, viewed often as the "true ending. In addition to these
differences, Sabitsuki is pursued throughout the game by Kaibutsu , human characters
bloodied to various degrees to the point of missing large amounts of their faces when hostile
that also share Sabitsuki's white hair. Upon capture, Sabitsuki is transported to an inescapable
area in a manner similar to Toriningen. Rust can take several hits from these demons, each one
decaying her body until finally, on one strike too many, she falls apart and is transported back
to the real world. There are many NPCs in. None actually speak, but they are often tied together
with theories and are possibly part of Sabitsuki's past. November 22, November 21, February 22,
This wiki. This wiki All wikis. Sign In Don't have an account? Start a Wiki. Player discretion is
advised. Yume Nikki fangames-. Categories :. Universal Conquest Wiki. FandomShop
Newsletter GalaxyQuest. Sabitsuki wears orange headphones. Pressing Shift causes her to play
a couple of tunes and two music notes to pop out of them. Sabitsuki's weapon. Used to attack
NPCs when interacting with them. Pressing Shift causes Sabitsuki to rest the pipe on her
shoulder. Sabitsuki turns into a ghost with a traditional triangle kerchief. Pressing Shift allows
her to become transparent and invisible to NPCs, but not invulnerable. Sabitsuki has white cat
ears and tail. Pressing Shift makes her turn into a small white cat and meow. Sabitsuki wears a

blue witch dress, has her hair tied up in a ponytail with a red ribbon and rides a broom, doubling
her speed. Pressing Shift makes her get off the broom and walk at normal speed. Sabitsuki
holds a watering can. Pressing Shift causes it to rain; subsequent presses change the amount
of rain or turn the rain off. Sabitsuki has an orange whistle. Pressing Shift makes her blow it,
causing NPCs to follow her. The whistle makes no sound when it is used. Sabitsuki wears a gas
mask. Pressing Shift causes her to slightly raise it, revealing the bottom half of her face.
Sabitsuki has no arms and legs. Pressing Shift causes her fall over and crawl slowly. Once she
falls, she cannot pick herself back up. Sabitsuki becomes a green slime. Pressing Shift causes
her to melt, then regain her previous form. Sabitsuki has five arms and has her hair tied up in
pigtails, resembling Yume Nikki's Monoko. Pressing Shift will cross all her arms, returning her
to the Nexus. Sabitsuki's intestines pour out of her stomach. Pressing Shift causes Sabitsuki to
try to put them back in. Sabitsuki has different colors. Pressing Shift makes her change colors
there are 8 different color sets in total. Sabitsuki holds a handgun, scaring away but not
harming NPCs when fired. Pressing Shift makes her close her eyes and fire the gun in the air.
After shooting 5 bullets, pressing Shift makes her reload the handgun. Sabitsuki's head turns
into a TV. Pressing Shift causes her to turn the TV on or off, showing a random image or facial
expression each time. Sabitsuki has plants growing around her. Pressing Shift makes the plants
grow thicker around her. The plants will not return to their previous form after that until the
Effect is unequipped. The boy has been called Brother in lol's art, but he is known best by his
filename Smile. Certain effects trigger the Smile Event with Brother. A girl who lives underwater
and builds strange machines in her house. She gives Sabitsuki the Diving Helmet Effect. Oreko
also reappears in other parts of the game. Seen at The Sugar Hole and in other parts of the
game. The character has been called Cleaner in lol's art, but they are best known by the
fan-name Gas Mask Maids. Interacting with one causes her to bow. The chasers in the game.
Their name translates to "monster". They laugh and usually have a distorted face. A lone
Kaibutsu at the bar in The Sugar Hole. They will strike back if you attempt to hit them with the
Iron Pipe. Nicknamed "Gabe" by fans. The Chasers in the after game. They appear only in one
location before the events that lead to one of the endings are triggered. She gives Sabitsuki the
flower menu theme. Hana is a fan name derived from the Japanese word for "flower". A
mysterious girl that Sabitsuki can find in Monochrome World. Has received her nickname due to
her having prosthetic legs. A mysterious girl NPC. A resident of Vomiting Girls World; she can
be found standing on the edge of a cliff and seems ready to jump to her doom. Also appears in
an event in the apartments area. She sits near the street fire and seems to be trying to warm
herself. Her Japanese name comes from the word for "bonfire". May 27, May 19, August 18,
April 2, April 1, Mediafire Reupload. July 18, May 4, August 30, January 27, October 23,
Uboachan Reupload. August 17, July 4, May 6, March 10, English French Chinese Spanish
Portuguese. Uboachan Tumblr Yumenikki. Jojogape Jugdjay Shigure Haruku. Tumblr Deleted
Yumenikki. Mediafire Removed? Mediafire Mediafire Deleted Official Site. Mediafire Mediafire. Its
sheltered waters have played an important role in travel, trade and conflict throughout the
centuries. Vikings anchored their longships in Scapa Flow more than a thousand years ago. It
was the United Kingdom 's chief naval base during the First and Second World Wars , but the
facility was closed in The harbour has an area of Since the scuttling of the German fleet after
World War I , its wrecks and their marine habitats form an internationally acclaimed diving
location. Scapa Flow hosts an oil port, the Flotta Oil Terminal. In good weather, its roadstead
water of moderate conditions allows ship-to-ship transfers of crude oil product. The world's first
ship-to-ship transfer of liquefied natural gas LNG took place in Scapa Flow in According to the
latter, King Haakon IV of Norway anchored his fleet, including the flagship Kroussden that could
carry nearly men, on 5 August at St Margaret's Hope , where he saw an eclipse of the sun before
he sailed south to the Battle of Largs. En route back to Norway Haakon anchored some of his
fleet in Scapa Flow for the winter, but he died that December whilst staying at the Bishop's
Palace in Kirkwall. In during the wars of the Three Kingdoms , the Royalist general James
Graham, 1st Marquess of Montrose , moored his ship, the Herderinnan , in Scapa Flow, in
preparation for his attempt to raise a rebellion in Scotland. The enterprise ended in failure and
rout at the Battle of Carbisdale. Historically, the main British naval bases were near the English
Channel to counter the continental naval powers: the Dutch republic, France, and Spain. In , in
response to the build-up of the German Kaiserliche Marine ' s High Seas Fleet , Britain decided
that a northern base was needed to control the entrances to the North Sea , as part of a revised
policy of 'distant' rather than 'close' blockade. Delayed construction left these largely unfortified
by the outbreak of the First World War. Scapa Flow had been used many times for British
exercises in the years before the war and when the time came for the fleet to move to a northern
station, it was chosen for the main base of the British Grand Fleet â€”unfortified. John
Rushworth Jellicoe , admiral of the Grand Fleet, was perpetually nervous about the possibility

of submarine or destroyer attacks on Scapa Flow. Whilst the fleet spent almost the first year of
the war patrolling the west coast of the British Isles, their base at Scapa was defensively
reinforced, beginning with over sixty blockships sunk in the many entrance channels between
the southern islands to enable the use of submarine nets and booms. These blocked
approaches were backed by minefields, artillery, and concrete barriers. Two attempts to enter
the harbour were made by German U-boats during the war and neither was successful:. After
the Battle of Jutland , the German High Seas Fleet rarely ventured out of its bases at
Wilhelmshaven and Kiel and in the last two years of the war the British fleet was considered to
have such a commanding superiority of the seas that some components moved south to the
first-class dockyard at Rosyth. On 21 June , after seven months of waiting, German Rear
Admiral Ludwig von Reuter made the decision to scuttle the fleet because the negotiation
period for the treaty had lapsed with no word of a settlement. He was not kept informed that
there had been a last-minute extension to finalise the details. After waiting for the bulk of the
British fleet to leave on exercises, he gave the order to scuttle the ships to prevent their falling
into British hands. The Royal Navy made desperate efforts to board the ships to prevent the
sinkings, but the German crews had spent the idle months preparing for the order, welding
bulkhead doors open, laying charges in vulnerable parts of the ships, and quietly dropping
important keys and tools overboard so valves could not be shut. Nine German sailors died on
one of these ships when British forces opened fire as they attempted to scuttle the ship,
reputedly the last casualties of the war. At least seven of the scuttled German ships and a
number of sunken British ships can today be visited by divers. Although many of the larger
ships turned turtle and came to rest upside down or on their sides in relatively deep water
25â€”45 m , someâ€”including the battlecruiser Moltke â€”were left with parts of their
superstructure or upturned bows still protruding from the water or just below the surface. These
ships posed a severe hazard to navigation, and small boats, trawlers and drifters, moving
around the Flow regularly became snagged on them with the rise and fall of the tides. The
Admiralty initially declared that there would be no attempt at salvage, that the sunken hulks
would remain where they were, to 'rest and rust. By the early s, the situation had changed. In ,
the Admiralty invited tenders from interested parties for the salvage of the sunken ships,
although at the time few believed that it would be possible to raise the deeper wrecks. During
the next eight years, Cox and his workforce of divers, engineers, and labourers engaged in the
complex task of raising the sunken fleet. First the relatively small destroyers were winched to
the surface using pontoons and floating docks to be sold for scrap to help finance the
operation, then the bigger battleships and battlecruisers were lifted, by sealing the multiple
holes in the wrecks, and welding to the hulls long steel tubes which protruded above the water,
for use as airlocks. In this fashion the submerged hulls were made into air-tight chambers and
raised with compressed air, still inverted, back to the surface. Cox endured bad luck and
frequent fierce storms which often ruined his work, swamping and re-sinking ships which had
just been raised. At one stage, during the General Strike of , the salvage operation was about to
grind to a halt due to a lack of coal to feed the many boilers for the water pumps and
generators. Cox ordered that the abundant fuel bunkers of the sunken but only partly
submerged battlecruiser Seydlitz be broken into to extract the coal with mechanical grabs,
allowing work to continue. Although he ultimately lost money on the contract, Cox kept going,
employing new technology and methods as conditions dictated. By , Cox and Metal Industries
Ltd. The last, the massive Derfflinger , was raised from a record depth of 45 metres just before
work was suspended with the start of the Second World War, before being towed to Rosyth
where it was broken up in Primarily because of its great distance from German airfields, Scapa
Flow was again selected as the main British naval base during the Second World War. The
strong defences built during the First World War had fallen into disrepair. Defence against air
attack was inadequate and blockships sunk to stop U-boats from penetrating had largely
collapsed. While there were anti-submarine nets in place over the three main entrances, they
were made only of single-stranded looped wire; there was also a severe lack of the patrolling
destroyers and other anti-submarine craft that had previously been available. Efforts began
belatedly to repair peacetime neglect, but were not completed in time to prevent a successful
penetration by enemy forces. The second torpedo blew a foot 9. Of the 1,man crew, were lost.
The wreck is now a protected war grave. One man died and 25 were injured. Three of the crew
died, while the radio operator Fritz Ambrosius was badly burned but managed to parachute
down. New blockships were sunk, booms and mines were placed over the main entrances,
coast defence and anti-aircraft batteries were installed at crucial points, and Winston Churchill
ordered the construction of a series of causeways to block the eastern approaches to Scapa
Flow; they were built by Italian prisoners of war held in Orkney, who also built the Italian
Chapel. These " Churchill Barriers " now provide road access from Mainland to Burray and

South Ronaldsay, but block maritime traffic. Scapa Flow is one of the transfer and processing
points for North Sea oil. A inch -diameter , mile underwater pipeline brings oil from the Piper
oilfield to the Flotta oil terminal. The Claymore and Tartan oil fields also feed into this line.
Morning to evening ferries run from Houton on the Mainland. It occupies a converted naval fuel
pumping station and storage tank and next to it is a round stone-built battery emplacement and
artillery gun as well as other decommissioned arsenal. It features a large model of the island,
Scapa Flow and of the German warships. The wreckage of the remaining seven ships of the
German fleet and some other sites such as the blockships has become increasingly popular as
a venue for recreational scuba divers , and is regularly listed in dive magazines and internet
forums among the top dive sites in the UK, Europe, and even the world. Although other
locations, for example the Pacific regions, offer warmer water and better visibility, there are very
few other sites which can offer such an abundance of large, historic wrecks lying in close
proximity and shallow, relatively benign diving conditions. As of , at least twelve "live aboard"
boatsâ€”mostly converted trawlers with bunk rooms in their former holdsâ€”take recreational
divers out to the main sites, primarily from the main harbour at Stromness. Diving provides a
substantial amount of trade and income for the local economy. Divers must first obtain a permit
from the Island Harbour Authorities, which is available through diving shops and centres. The
wrecks are mostly located at depths of 35 to 50 metres. Divers are permitted to enter the
wrecks, but not to retrieve artefacts located within metres of any wreck. However, time and tide
has washed broken pieces of ships' pottery and glass bottles into shallow waters and onto
beaches. The underwater visibility, which can vary between 2 and 20 metres, is not sufficient to
view all the length of most wrecks at once; however, current technology is now allowing 3D
images of them to be seen. Never raised, they have been salvaged incrementally: armour plate
blasted away and non-ferrous metals removed. They form highly rated dive sites chiefly due to
their depth. Also, some large items from many of the ship hulls that were raised such as the
main gun turrets, which fell away from the ships as they capsized were never salvaged, and still
exist on the seabed in close proximity to the impact craters created by the scuttled ships. The
wrecks of the battleships Royal Oak and Vanguard which exploded at anchor during the First
World War are war graves designated as Controlled Sites under the Protection of Military
Remains Act â€”only divers of the British armed forces may visit these wrecks. The large
armoured cruiser went down in fifteen minutes in a heavy storm four days after the Battle of
Jutland leaving 12 survivors and dead in 70 metres of water 1. According to legend, a curse was
placed on Scapa long ago by a witch. She buried a thimble in the sand at Nether Scapa, and
until it was found no more whales would
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