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Toolbox Rated

PuzzleScript  
Make a block-pushing puzzler 
with our in-depth guide

It’s a trap  
The pitfalls to avoid when making 
your first narrative game

WarGames: Defcon 1  
The Oliver Twins on squeezing 
the Sony PlayStation

Source Code  
Recreate Q*bert’s bouncy arcade 
antics in Pygame Zero

Ghost of Tsushima  
Open-world stealth with a sprinkle 
of Kurosawa cinematics

Maneater  
Have Tripwire Interactive finally 
jumped the shark?

Lair of the Clockwork God  
Monkey Island, but with naughty jokes? 
Yep, we’re definitely in

Backwards Compatible  
Tinkering with the Sega Mark III, 
and more retro nonsense

WELCOME
There’s an FPS theme to this 
issue, which has given me the 
chance to air out some of my 
favourite hardened tough-person 
phrases like “Go away, please”, 
“How dare you”, and “No”. 

Mostly, though, all the talk of 
such games as our cover star, 
GTFO, somehow got me thinking 
about a decade-old generation 
of solid but unheralded shooters 
– the mid-range games from 
a decade ago. Games like 
Singularity — a title that couldn’t 
hope to match the quality of 
the games that inspired it 
(most obviously Half-Life 2 and 
BioShock), but still provided a 
thoroughly pleasant weekend’s 
entertainment. 

Singularity’s chief draw was its 
time-manipulation mechanic: you 
could, say, make an aged object 
shiny and new or move it forward 
in time until it was corroded and 
useless. It was hardly explored to 
its fullest, since the player could 
only age and de-age specific 
objects at specific moments, but 
flawed as Singularity was, there 
was plenty to like. It was just 
satisfying to freeze enemies in 
time and blast away at them. 

Singularity’s troubled 
development explains why it 
was such a mix of great and 
average. It also meant that 
Singularity quickly, unfairly, faded 
from view. But I’d argue there’s 
enough in this flawed oddity to 
make it worth digging out of a 
bargain bin. What I’m saying is, 
while the likes of BioShock and 
Half-Life 2 are the games we talk 
about with reverence years later, 
the titles sitting a league below 
still have ideas worth exploring. 
Or, to put it even more simply: 
play Singularity – it’s pretty good. 
Now go away. Please.

 
Ryan Lambie 
Editor
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Attract mode Interface

GTFO  
Sweden’s 10 Chambers Collective  
on their singularly scary shooter

Ynglet  
An indie platformer that’s forever 
blowing bubbles

Bugsnax  
The makers of Octodad return with  
a catchy new adventure

Just Die Already  
A strange opus from the minds 
behind Goat Simulator 

News  
A wry look at a month in gaming  
– all stuffed into four pages

Letters  
More of your thoughts, feedback, 
and general ranting

Incoming  
Astronauts, bus driving, and the 
welcome return of Alex Kidd

Reviving the retro FPS  
The developers taking the shooter 
back to the mid-nineties

Lottie Bevan  
Cash-starved indie devs: take a pew  
in the church of merch

Wholesome fun  
Inside some of the industry’s 
cheeriest, nicest video games

Flash is alive?!  
The efforts to preserve a generation 
of browser-based games

Tackling racism  
Why the industry needs to do more  
to make gaming inclusive

Psygnosis  
Profiled: the Liverpool-based studio 
that transformed British gaming

Steve McNeil  
Uncovering the power of the 
PlayStation 4’s Share Play feature
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WINWIN
A PC Engine Mini

worth

See page 35
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