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Toolbox Rated

CityCraft 
An open world or separate areas? 
There are pros and cons to both

Toys + Rules = Games 
Managing development using this 
simple yet effective equation

Wall-running in Unity 
How to make your own gravity-defying 
shooter mechanic

Source Code 
Fly through the clouds in an homage 
to Konami’s Time Pilot

Minecraft Dungeons 
You’ve got Diablo on my Minecraft…
and it works

Predator:  
Hunting Grounds 
Don’t bother getting to the chopper

Trials of Mana 
Another day, another Square Enix 
RPG remake

Backwards Compatible 
Digging through the Famicom Disk 
library and more retro fun

WELCOME
I’ve had a few sleepless nights 
lately, which has given me a 
few extra hours to think about 
the PS5’s recently unveiled 
case design. The entire thing 
fascinates me: the contrasts of 
black and white, its stretched 
curves, and Sony’s apparent 
goal of making sure the console 
doesn’t match anything else 
in the living rooms of its 
customers across the globe. 
Mostly, though, I’ve been 
thinking about the practicalities 
of the thing. It’s clearly quite 
tall – according to some rough 
estimates, it could be as much 
as 40cm high, which would 
make it the loftiest console 
of all time. Will it fit under my 
television, even with the PS5 
lying on its side? Then there’s 
that white, curvaceous bit of 
plastic that wraps the height of 
the thing, like the cladding on a 
stormtrooper’s thigh. Just how 
delicate is that? Are the thinner 
bits near the top reinforced, or 
will they be prone to bending 
or breaking off entirely if, for 
example, a manic toddler 
pushes the thing over? 

At the very least, I kind of 
admire Sony’s approach to 
the PS5. Where most industrial 
designs attempt to fade into the 
background, this one goes the 
opposite way: if anything, it’s a 
conversation piece. No, Aunty 
Jean, it isn’t Dyson’s take on an 
oil-filled radiator, it’s actually a 
fancy new games console.  

As if to reassure us, though, 
Sony hasn’t broken with design 
tradition entirely: once again, 
it looks as though the on/off 
and eject buttons are perfectly 
invisible to the naked eye.

Enjoy the new issue.

 
Ryan Lambie 
Editor
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Attract mode Interface

Endling 
Herobeat Studio’s side-scroller is a 
fox’s story of protection and survival

Welcome to Elk 
Telling tall tales in this twee little title 
from Triple Topping

Twin Mirror 
DONTNOD’s latest narrative 
adventure, previewed

Fights in Tight Spaces 
Turns, cards, striking art, and 
striking limbs

News 
FuturLab speak about their travels 
through licensed gaming

Letters 
Wireframe’s readers speak 
their brains

Incoming 
Return of the Hitman, tactical wizards, 
OAP rage, and more

Oppressive platformers 
The developers using the genre 
to create dark, cinematic worlds

Lottie Bevan 
Why you’ll never see a Hello Kitty 
game for sale in China

Kickstarting success 
It’s hard to make a hit crowdfunded 
video game – we find out why

Seen and heard 
Meet the studios making games for 
the visually impaired

Indie labels 
What does the word ‘indie’ even 
mean anymore?

David Darling 
From Codemasters to Kwalee, 
the veteran entrepreneur profiled

Steve McNeil 
For the love of Monster Train, and all 
things deck-building
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