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Stray 
Adventure game Stray was created in 2022 by BlueTwelve Studio and released by Annapurna Interactive. The plot centers on a stray cat that acci-

dentally enters a walled metropolis filled with robots, machines, and mutant microorganisms. With the aid of B-12, a drone companion, the cat 

attempts to escape and return to the surface. Third-person perspective is used to present the game. By climbing up walls and jumping across 

platforms, the player moves around the game area, and they may also interact with their surroundings to create new paths. They may use B-12 to 

store stuff discovered all around the world and hack into technology to solve challenges. The player must avoid the hostile Zurks and Sentinels that 

try to murder them during the course of the game. 

 

The project's development started in 2015 under the direction of Koola and Viv, the co-founders of BlueTwelve Studio, who left Ubisoft Montpellier 

to pursue an independent project. To release the game, they collaborated with Annapurna Interactive. Kowloon Walled City, which the creators be-

lieved a cat could correctly explore, had an effect on Stray's aesthetics. Murtaugh and Riggs, the cats of the game developers, served as inspiration 

for the gameplay, and the team conducted research using photos and videos of cats. Although they had difficulties balancing design and gameplay, 

they discovered that playing as a cat led to unique level design chances. The choice to populate the universe with mechanical characters had an 

even greater impact on the plot and backstory. 

When Stray was revealed in 2020, there was a lot of anticipation. It was made available on PlayStation 4, PlayStation 5, Windows, and Xbox One 

and Xbox Series X/S in July 2022 and August 2023, respectively; a macOS version is in the works. The game's graphic design, cat gameplay, story, 

original score, and platforming portions all drew accolades from reviewers, however opinions on the combat and stealth sections were varied. The 

game won awards at The Game Awards, Game Developers Choice Awards, and Golden Joystick Awards, and it was listed on year-end lists from 

other magazines. An animated movie adaption is currently being created. 

 

Gameplay 

A third-person adventure game is called Stray. A wandering cat is controlled by the user, who can make new trails by climbing in buckets, tipping 

paint cans over, running a vending machine, and clawing at things. The cat can jump across levels and scale barriers. To advance the story, they 

must solve puzzles that frequently include shifting barriers. Sleeping, meowing, and cuddling up to non-player characters are all optional actions 

that typically evoke a reaction. Some levels feature open-world components that let the player explore at their leisure. 

B-12, a drone companion, helps the player by translating other characters' languages, storing objects discovered across the area, giving light, and 

hacking into various technology to open doors and resolve riddles. The player discovers several of B-12's memories as they progress through the 

game, adding context to the narrative. The majority of these memories are optional, however some are revealed as the plot develops. Badges, 

some of which are optional, can be amassed by the player and are shown on the cat's knapsack. 

The world is inhabited by robots, which often use the player to find objects that reveal information and advance the story. Some robots even offer 

optional tasks, like Morusque who plays songs after being given music sheets found in the slums. Most of the robots in the world can be interacted 

with. 

 

There are two types of enemies that can kill the player in Stray: 

Zurks, a giant mutated bacterium that can swarm and eat the cat 

Sentinels, security drones that will try to shoot the player when they see them 

For a short period of time, the Defluxor can be attached to the B-12 and used to take out the Zurks. However, it only works for a short time before 

the B-12 gets too hot and needs some time to cool off. Avoiding the Sentinels involves avoiding their line of sight, which is indicated by blinking 

lights. 
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Developer: BlueTwelve Studio 

Publisher: Annapurna Interactive 

Director: Koola and Viv 

Producer: Swann Martin-Raget 

Designers: Mathieu Audrain, Alexandre Brodu, Hugo Dunas-Wald 

Programmers: Rémi Bismuth, Sores Hatipoglu, Antonin Ferret 

Writer: Steven Lerner 

Composer: Yann van der Cruyssen 

Engine: Unreal Engine 4 

Platforms: PlayStation 4, PlayStation 5, Windows, Xbox One, Xbox Series X/S, macOS 

Release: PS4, PS5, Windows -- 19 July 2022 

                Xbox One, Series X/S -- 10 August 2023 

                macOS -- TBA 

Genre: Adventure 

Mode: Single-player 

TiTi Rating: 7/10 
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Plot 

The story follows the adventures of four stray cats as they wander through the debris of an abandoned facility. One of the cats gets separated from 

the rest of the group after falling into a pit leading to an uninhabited underground city. In the city, the cat finds a laboratory where he helps down-

load an AI into the body of one of the small drones, a robot named B-12. B-12 tells the cat that he helped a scientist before, but much of his 

memory was damaged and he needs time to heal. B-12 vows to help the cat get back to the surface, so he follows him deeper into the city. Along 

the way, the cat and his companion discover that, although the city is completely uninhabited by humans, their robotic servants known as Compan-

ions remain. The Companions have become self-aware and built their own society within the city's ruins, but they are also trapped underground. 

The city's ruins are infested by Zurks, mutated bacteria that have developed the ability to eat organic life and robots alike. 

 

The two meet Momo, one of the Outsiders—a group of Companions devoted to finding a path to the surface. 

With the Outsiders' help, Momo and B-12 make their way to the city's Midtown sector. There, they find another Outsider, Clementine, who is intent 

on stealing an atomic battery that will power a subway train that will take them to the surface. 

The three are captured and imprisoned, but the cat rescues them all and helps them escape prison. 

Clementine remains behind to deceive the Sentinels and B-12 and the cat escape on the subway that leads to the city's control center. 

 

B-12 finally regains all of his memories. He remembers that he was once a human scientist who tried to upload his own consciousness into the ro-

bot body. The process went wrong and the cat arrived to save him. B-12 also remembers that the city of Walled City 99 was built to protect human-

ity from a disaster on the surface. Eventually, the entire human population was wiped out by a plague. 

B-12 realises that humanity’s legacy now belongs to the Companions, and to the cat. He sacrifices himself to unlock the blast doors above the city, 

allowing the city to be exposed to sunlight that destroys the Zurk and deactivate the sentinels. Since the main exit is now unenclosed, the cat exits 

the city and makes its way to the surface. At the moment the cat departs, a screen at the exit glows and activates. 

 

Development 

Koola and Viv, the founders of BlueTwelve Studio, started work on Stray back in 2015. After a successful stint at Ubisoft Montreal, they wanted to 

work on an independent project. They kept a development blog on the game, which at the time was called HK Project. They shared some footage 

with friends on Twitter, and in April 2016 they received a request to publish the game. At the time, they had only developed a few scenes, but they 

had a clear vision for the final game. 

Annapurna had not published a game at the time of the deal, but they helped build the studio over the years. They gave occasional feedback, but 

mostly left the developers to their own devices. 

The studio was funded in April 2017 and had a five-person development team by late 2017. 

 

Koola and Viv knew from the beginning that they wanted to keep the development team small, as they prefer to work through direct communica-

tion. With a small team, the scope of the game shrank over time, with the developers focusing on what was important to them. After the reveal of 

the game, Koola and the team wanted to concentrate on production and only start marketing when development was almost complete; they felt 

that the reaction to the reveal made the pressure to deliver a polished experience even greater. The game is built on Unreal Engine 4. 

The design of Stray was heavily influenced by the aesthetics of the game. Koola and Viv loved the organic architecture of the city, and found it very 

interesting to approach as an artist. They designed several graphical tests of the city’s environments and buildings. They found the city to be the 

“perfect playground” for a cat due to the variety of paths and views. 

tel:2015
tel:2016
tel:2017
tel:2017


The development team found that playing as a cat opened up interesting level design possibilities, especially for platforming and puzzle mechanics. 

They faced artistic and technical difficulties in reconciling interesting game design with an open world, as usually decorative items—like pipes and 

AC units—were explorable pathways in Stray. 

 

Antvillage’s in-game location gave the team the opportunity to test vertical game design and offer several paths for the player to choose from. At 

the start of development, the team opted not to use standard platforming challenges after observing players consistently missing jumps, which 

they felt “don’t feel cat-like”. “The movements of a cat are smoother,” says co-creator, producer, and lead to the creation of the game’s guided 

movement system. “We found that the DualSense controller’s sounds and vibrations add to the playability and interactivity of being a cat. The low 

camera angle allowed us to observe the environment more deeply than a human protagonist.” 

 

The contrast between the “small, organic and lively” cat and the “angular and bold” robots was very important to the developers. Initially, Viv 

wanted to create some non-player characters in the game, but was not happy with the results and realized that the high visual quality needed 

would be too much work for a small team. After some experimentation with robots, it became easier to place them within scenes, and they liked 

the contrast against the cat.  

 

The addition of robots inspired more story, and the developers found it appropriate because of their love of movies such as Blade Runner (1982). 

The robots’ language printed all over the world made players feel like they are in a foreign country; its inclusion also led to the creation of the 

world’s backstory. 

B-12 was also added as the cat’s companion to add extra abilities for the player to interact with technology. Both the B-12 and cat’s backpack were 

conceived early on in the game’s development, when HK Project was still in development. 

 

The gameplay experience was heavily inspired by the founders’ cats Murtaugh & Riggs, as well as the studio’s in-house cats Oscar & Jun. The main 

inspiration for the protagonist came from Murtaugh, an ex-strain cat found under a vehicle in Montpellier. Oscar, a fur-free Sphynx, was also a 

great reference for animation. Miko, the game’s cat animator, studied several images & videos of cats for his research, and worked closely with the 

cat programmer, Remy Bismuth, to find the right balance between smooth animations & enjoyable gameplay.  

 

The majority of the team owns cats, which provides constant inspiration & reference material. When their office cats started to respond to and in-

teract with the in game cat, the team knew their choices had paid off. Although the game is a “love letter” to the team’s cats, they chose not to 

make a simulator game, preferring interesting gameplay over full realism. Action sequences were added to give the player some stress, and they 

wanted to create a rhythm to sustain the story’s progression. The sequence where the player kills the Zurks was inspired by Koola & Viv’s revenge 

for a bedbug. The user interface was kept minimal, with directions integrated in the game world to guide the player. 

 

Release 

Stray was first announced on 11 June 20, 2020, at PlayStation’s Future of Gaming event. The game was said to be in development for PS4, PS5, and 

Windows. A January 2021 CES trailer showed a release window printed as October 2021; however, this was later removed. A new gameplay trailer 

in July 2021 showed a release window of early 2022; however, the game was later delayed to mid-year in April 2022. In June, during PlayStation’s 

State of Play presentation, the game’s release date was revealed to be 19 July 2022. 

At launch, Stray was available for PlayStation Plus’s Premium, Extra, and Deluxe tiers. Stray had the most players on PlayStation Plus the year after 

the service’s rebranding in June 2022; however, it is scheduled to be removed in July 2023. 

 

It was one of the most highly anticipated games of the year after its announcement, topping Steam’s wishlist charts before launch, breaking Anna-

purna’s record of concurrent Steam players upon launch (over 62,000) and becoming the highest rated game of the year so far on the platform. 

In July, it became the most downloaded PS4 and PS5 game in North America and the second most downloaded PS5 and third most PS4 game in Eu-

rope. 

 

In August, it became the fifth most downloaded PS5 game and the sixth most downloaded PS4 game in North America. 

In September, it became the 19th ranked PS5 game in Europe. 

After launch, Stray’s cat-watching videos went viral, with a dedicated Twitter account called “Cats watch stray” with 32,000 followers. 

Annapurna collaborated with several charities for the release to raise funds for homeless cats, offering giveaways as incentive for donations. 

 

iam8bit & Skybound Games released two physical versions: 

The retail version for PS5 on 20 September with 6 art cards; 

The Exclusive Edition for PS4 & PS5 on 12 December with additional poster & embroidered patch 

Vinyl Record of the soundtrack - May 2023 - Vinyl Record of the Soundtrack - Album Art - Fernando Correa 

Annapurna revealed in June 2023 that the game is in development and will be available for Xbox One, Xbox Series X & Series S. 

It was then released for Mac OS 10 on August 10, 2023 and is Apple M series device compatible.  
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GigaBash 
GigaBash is a brawler game developed and published by Malaysian independent studio Passion Republic Games. It was released for Microsoft Win-

dows, PlayStation 4 and PlayStation 5 on August 5, 2022. It was also released for Nintendo Switch, Xbox One and Xbox Series X/S on August 

4, 2023. 

 

Gameplay 

In GigaBash, you control a kaiju, and you and your opponent must fight each other in stages full of ruinous environments. Each monster can per-

form light and heavy attacks, as well as a unique special move, dodge, air dash, and throw buildings and objects at your opponents. As you damage 

your enemies, you will gain Giga energy. When you have enough Giga energy, your kaiju will turn into a “S-class” monster, which is much stronger 

and bigger. A Giga-ball appears during a match, and the kaiju that gets a Giga ball will unleash an ultimate attack on your opponents. The game 

will have 10 different monsters at launch. 

 

Both local and online multiplayer is available in battle mode. In this mode, players can fight each other freely or divide into two teams and fight 

against each other. The game supports up to 4 players, but solo players can also play against AI-controlled characters. 

 

There are 4 single-player campaigns in the game, which follow the adventures of four monsters: gorogong, pipijuras, woolley, and thundatross. 

The game also has a party mode called Mayhem. This is a party mode where players complete minigames together. 

 

 

Development 

Passion Republic Games is a Malaysian indie game development studio that has just released their first game, GigaBash. The game's monsters are 

based on tokusatsu classic characters like Godzilla, Megazord Dino, Ultraman, and more. Passion Republic Games was also inspired by video games 

like the WWE license games like King of the monsters, Rampage, and Gundam Versus. They also looked into party games like Overcooked or Rocket 

League. Passion Republic Games also added a story mode to GigaBash, which is like an "extend" to the game's main battle mode. In this mode, 

you'll get to know the background of 4 different monsters and where they came from. 

 

The game's control system is easy to use and straightforward, but your attack will change depending on what's going on around you, like if you're 

blocking, dashing, or grabbing. Every character in the game has gone through a lot of development, and Thundatross was the first one we got our 

hands on. He's described as a "full-bodied monster" that looks a lot like other classic kaijus. 

 

The game's first trailer was released on 12 September 2019. 

The game was released on August 5, 2022, for PS4, PS5, and Windows. 

The 2022 Tokyo Game Show revealed that the game would feature a guest character named "Godzilla". 

On November 2, a teaser for the game's guest character was released. On December 9, it was revealed that the character would be joining the 

game as a downloadable content (DLC). 

It has since been confirmed that three other kaijus from the "Godzilla" series, "Gigan", "Kiryu", and "Destoroyah", will be released along with the 

game's main character in the DLC. 

On November 16, "Gigan" and "Kiryu" were foreshadowed by three trailers that were released on November 23 and November 30 respectively. 

The game's port to Nintendo Switch was announced at a Japanese indie world showcase on April 19  





Developer: Passion Republic Games 

Publisher: Passion Republic Games 

Directors: Mel Law, Aiken Tow 

Producer: Ng Aik Sern 

Writer: Gerald Yong 

Engine: Unreal Engine 4 

Platforms: Microsoft Windows, PlayStation 4,  PlayStation 5,  

                   Nintendo Switch, Xbox One, Xbox Series X/S 

Release: Windows, PS4, PS5 -- August 5, 2022 

                Switch, Xbox One, Series X/S -- August 4, 2023 

Genre: Brawler 

Mode: Single-player, multiplayer 

TiTi Rating: 6/10 











Dawn of the Monsters  
Dawn of the Monsters is a beat'em up video game developed by 13AM Games and published by WayForward. The game was released in 

March 2022 for Windows, Nintendo Switch, PlayStation 4, PlayStation 5, Xbox One, Xbox Series X/S, and Google Stadia. The game received gener-

ally positive reviews upon release. 

 

Premise 

The game starts in 2036. The Nephilim, a race of giant creatures, have invaded Earth and wreaked havoc all over the planet. Then, in the 2040s, 

the Defense Alliance worldwide network (DAWN) was created. In the meantime, Megadon and his fellow guardian creatures, Ganira and Aegis 

Prime and Galahad, have joined forces to take back the planet from the creatures. 

 

Gameplay 

In Dawn of the Monsters, you play as one of the four guardian creatures and battle other giant monsters. Each character has its own unique attack 

and finishing move. The guardian monster will attack its opponents and destroy buildings as its Rage meter slowly builds up. It can then unleash 

special moves called Rage attacks. You can also use Cataclysm Attacks to deal massive damage to your opponents. Additionally, you can use envi-

ronmental hazards to deal more damage to your enemies. As you play, you can unlock augments that can modify the monster’s combat abilities. 

At the end of every stage, you’ll be rated based on your performance. The game’s campaign consists of 35 different levels, and the game takes 

place in 4 main locations: Toronto (Single Player), Foz do Igualaçu (Multiplayer), Cairo (Multiplayer), and Tokyo (Multiplayer). 

 

Development 

13AM Games is a Canadian game studio that specializes in kaiju games. The team initially had the idea to make kaiju games in early 2016. Howev-

er, no publisher was interested in funding the game, so the team moved on to making Double Cross. The game was released in 2019. After that, 

13AM Games developed a prototype for Dawn of the monsters. The team pitched the game at E3 and WayForward was interested in partnering 

with them. WayForward officially announced the partnership in October of 2020. The game was originally set to launch in late 2021 but was later 

delayed. The game was finally released digitally on March 15th, 2022. The game will be available for Windows/Nintendo Switch/PlayStation 4/

PlayStation 5/Xbox One/X Series X/Series S. A physical edition will also be released by Limited Run Games. 

 

The game’s art style was based on comics. It was “striking” and “evocative” of kaiju movie poster imagery, according to director Alex Rushdy. The 

art style was a combination of Japanese manga and Mike Mignola’s works, according to Rushdy. To make sure the team had a unified vision of the 

game’s tone, he organised movie nights where they watched movies like “Godzilla (1954)” or “Gamera.” The team also invited various artists to 

work on the game. For instance, Shinji Nishikawa (who worked on the design of several “Godzilla” films) helped the team create a boss character. 

Yuji Kaida (who served as illustrator on multiple “Kaiju” projects) designed the cover of the physical edition of the game. E.J. Su (the game’s key art 

creator) collaborated with Zander Cannon on the production of the promotional materials. The game’s animated opening sequence was created 

by Powerhouse Animation Studios.  





Developer: 13AM Games 

Publisher: WayForward 

Director: Alex Rushdy 

Producer: Steph Sandercock 

Designer: Justin Fernandes 

Programmer: Marty Kugler 

Artist: Takashi 

Writer: Unai Cabezón 

Composer: Dan Rodrigues 

Platforms: Windows, Nintendo Switch, PlayStation 4, PlayStation 5,  

                  Xbox One, Xbox Series X/S, Stadia 

Release: Google Stadia -- March 1, 2022  

                Windows, Switch, PlayStation 4, PS5, Xbox One, Xbox Series X/S -- March 15, 2022 

Genre: Beat'em up 

Mode: Single-player, multiplayer 

TiTi Rating: 6/10 











Telling Lies  
Telling Lies is an iPhone, Mac, and Windows-based narrative video game created by Sam Barlow, Furious Bee, and Annapurna. Annapurna pub-

lished the game in August 2019, and ported it to Nintendo Switch, PS4, and Xbox One in April 2020. Like Barlow’s previous game, Her Story, Telling 

Lies uses full-motion, live action video of four characters (Logan Marshall-Green), (Alexandra Shipp), (Kerry Bishé), and (Angela Sarafyan) in video 

calls between them. You’ll need to use tools from the game to sort through events and what statements might be lies to solve the mystery. 

 

Gameplay 

Barlow calls Telling Lies a “desktop thriller” similar to Her Story, where you’re sucked into a drama that’s being played out through video clips and 

other data stored on your virtual computer desktop. In Telling Lies, you’re presented with hundreds of video segments that, according to the 

game’s narrative, span two years and are stored on a computer hard-drive stolen from the NSA. You’re able to search through these hundreds of 

segments on keywords to cobble together timelines, events and interactions, all while trying to figure out why the four central characters have 

been subject to electronic surveillance and what your character’s role in these events is (this character appears to be a woman and can be seen on 

a virtual reflection of your computer screen to the real player). 

 

These clips, however, only show the video and sound from one party’s perspective, so you’ll need to figure out which clips match the other party’s 

players, and you’ll have potential interactions with about 30 other players. You can scroll forward and backward within segments, pick out specific 

words in video subtitles to search for, and save notes within an on-screen memo pad. 

You’ll only have a few hours in a single playtime to scan content from your hard-drive. You’ll have to start all over again (losing notes, bookmarks, 

etc.) if you want to view more content. Barlow estimates that Telling Lies’s content is about 4 to 5 times more than Her Story’s. 

 

There are three possible endings that you’ll find in the game, based on which character’s videos you explored most often. 

There is also a version of the game called "King of Clubs". However, it does not have the King of Clubs and therefore cannot be won. 

 

Plot 

In 2019, former FBI agent Karen Douglas logs into her computer and searches the videos on the USB drive. 

These videos tell the story of an FBI agent named David Smith. In 2017 and 2018, under the guidance of his handler Mike, David worked on a case 

called Green Dagger. The purpose of the case was to investigate possible acts of terrorism by an environmental group called “Green Storm”, led by 

activist Riordan. 

 

In order to break into this group, David infiltrates a smaller team called the “Organizing Group”. This group was after Prosperen, a company that 

the activists believed was planning to build a pipeline that would pollute their water source. 

David reaches out to one of the members of the group, Ava. 

He forms a romantic relationship with Ava and is invited to join the Organizing Group. 

The Organizing Group is made up of 4 people: Erik, Chris, Peter and Simon. Simon is an undercover Black Kite agent feeding information to the FBI. 

David ingratiates himself with the group. He finds out that Peter slept with Ava when she was underage and drugged her while filming their rela-

tionship. He attacks Peter, angers Ava and the FBl. He then plants drugs on Peter and frames him. As David grows more and more out of control, he 

outes Simon as a black kite spy. These actions and Ava's increasing closeness to David alarm Mike. David calls Riordan and the rest of the Organiz-

ing Group together on his boat to discuss plans to sabotage movement on a critical bridge vital to Prosperen's agenda. On the boat Ava tells David 

that she's pregnant with his baby. 
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Developer: Sam Barlow, Furious Bee 

Publisher: Annapurna Interactive 

Composer: Nainita Desai 

Platforms: iOS, macOS, Windows, Nintendo Switch, 

PlayStation 4, Xbox One 

Release: iOS, macOS, Windows -- 23 August 2019 

               Nintendo Switch, PlayStation 4, Xbox One -- 28 

April 2020 

Genre: Interactive film 

Mode: Single-player 

TiTi Rating: 8/10 
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A new black kite infiltrates Green storm, and David works with him to lure riordan into a direct assault on the bridge, but the plan goes wrong, and 

David finds out that mike and black kite decide to wait on green storm and arrest the organizing group. David protests but is overruled by mike, 

who orders him to end the infiltration. The organizing group is arrested, including ava. 

David is angry at mike, but mike notices that david had been hiding information, including ava’s pregnancy. David attempts to keep meeting with 

the organizing group, but is interrupted by his then field supervisor, karen douglas, who gives him cover to get out. David is infuriated but agrees to 

back down. 

 

Ava is heartbroken at David’s disappearance. 

In the meantime, David is having trouble with his wife, Emma, and daughter, Alba. Emma's mother, Laura, moved in with David while he was un-

dercover. However, while David was away on his mission, Laura lapsed into a state of dementia and died, despite medical attention from Steven, 

the anaesthesiologist the couple hired. We also learn that while David was a friend of Emma's, he murdered Paul, Emma's violent ex, with Emma 

acting as an unwitting accomplice. As a way to deal with stress, David started chatting with Maxine Williams, a sex worker who operated a 

webcam chatroom using multiple aliases. David would pay her to chat, and he would share personal stories with her, including his own. As his life 

unraveled, he began to believe he had a real relationship with Maxine. 

 

She banned him, but when he kept coming back, she told him that everything he knew about her was a lie, that she had recorded their conversa-

tions and would release them if he kept following her. With Harry's help, David tracked her down. Maxine was ready, she had already posted the 

videos, and she shot David in the leg as the police arrived. 

 

This breaks his bond with Emma who had become afraid of him. David starts to live on his own, no longer connected to his wife and daughter Ava. 

He tries to get back together with Ava and Emma, but they both turn him down. 

Finally, David kills himself by setting off explosives on his yacht, which could have destroyed the bridge. 

Karen reviews the videos and leaks them to the public. Emma and Ava will move on with their lives without David and raise their two daughters. 

Maxine will leave her Cleveland, Ohio home and open a Cam Agency in New York City. She will then become a novelist who writes crime stories 

with strong female leads. The end credits show Emma's fate, Ava's fate, and Maxine's fate depending on the video the player has viewed. 

 

Development 

Barlow’s work with Telling Lies started in January 2016 with what he described as a “spiritual successor” to Her Story. The story in Telling Lies was 

not connected to the original game, although it did continue to use full motion video as its main gameplay element. While some had encouraged 

him to create a direct follow-up to Her Story in the form of a murder mystery and another actor, Barlow felt that this would be a riskier approach. 

He wanted to take advantage of the “her-story” aspects of the game where the player gets to know the main character better through the “clips”. 

The idea of electronic surveillance came to him partly because he was a parent and wanted to monitor his teenage son’s online activity. He read up 

on surveillance techniques used by the NSA and MI5 and found that Telling Lies shared some similarities with Her Story, such as being able to 

search on “stored video and audio” using keywords. 

 

In July 2017, he announced that Telling Lies would have three to four main characters, and that the game would be a mix of The Conversation 

(1974), and Shame (2011) films. Telling Lies was set to be released in late 2017, or early 2018, according to Barlow. 

 

For the film, Barlow wanted conversations between characters to feel natural. Ideally, he wanted both actors to be speaking at the same time, but 

from different places. To do this, he rented out a compound with multiple homes and buildings that he could make look like the locations in the 

script (including scenes where he moved around the compound). The actors would record their lines in their respective locations over video confer-

ence calls, and Barlow would run between sets as needed to give direction. Most of the shooting was done in chronological order for the narrative 

story. More than 100 hours of footage were captured for the film, but only about ten hours were actually used for the game. 

 

The first trailer for the game was released by Barlow in March 2019. 

The game was released on iOS devices on August 23, 2019, and PC on September 28, 2019, for PS4, Xbox One, and Nintendo Switch. Console ports 

for Windows and macOS were planned for April 28, 2020.  
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IMMORTALITY 



Immortality 
Immortality is an interactive movie video game released in 2022. Sam Barlow developed the game and Half Mermaid Productions published it. 

The game was first made available for Windows in August 2022. It was then made available for Xbox in September 2022. 

It was also made available for Android and iOS through Netflix in November of 2022. The macOS version was made available in April of 2023. 

 

Gameplay 

The protagonist of the game is Marissa Marcel (played by Manon Gage), a former model turned actress who starred in three films 

(1968, 1970 and 1999) that were never released. She has since disappeared, leaving the player to solve the mystery of her fate. Much like Barlow’s 

previous works (Her Story, Telling Lies), Immortality uses full-motion video to help the player piece together Marcel’s story. The player starts with 

one clip from each of the three films. They pause and click on someone or something interesting. The game then shows all the other clips from 

those three films, along with behind the scenes production footage, as well as television and interview clips that the player can watch and search 

for more people or things. 

 

Plot 

The majority of the story is told through secret footage, which the player manipulates by manipulating footage from movies, television interviews, 

etc. As a result, the story progresses in an irregular, broken narrative structure. This summary follows chronological order: 

 

Two immortal creatures, “The One” and “The Other,” predate humanity and can live forever by assuming human forms and living human lives. 

This seemingly terminates the human’s life, but elements of their personality and memories merge with the beings’ personalities and memories. 

The number of their kind has decreased since the beginning of human civilization. They can be regenerated from being killed, although some 

methods, particularly burning, are thought to be physically permanent. 

 

The One is captivated by humanity, especially its lust for sex and violence, as well as its love of art. 

The Other, on the other hand, is scornful of humanity, viewing it as an inferior imitation of the immortal and believing that the immortal and the 

human should exist apart from one another. 

 

However, they allow The One to explore the human condition. Marissa (Marcel) is a French girl, who is thought to have been killed by German sol-

diers during World War II. She is then adopted as The One's pet. In 1968, Marissa auditions for and is cast in the role of Ambrosia, a gothic film 

based on Matthew Lewis' best-selling novel The Monk. During the filming, Marissa falls in love with John Durick, the film's director. 

Unfortunately, Arthur Fischer steals the film's negatives, preventing the film from being released. 

 

Two years later, John is writing and directing Minsky. The supernatural detective story takes place in the surreal art world of New York City. Maris-

sa stars and co-writes the script. The Other assumes the form of lead actor Carl Greenwood. In one of the filming scenes, Marissa shoots and kills 

Carl with a close-range prop pistol. To everyone on set, it looks like a simple accident, but The One deliberately kills Carl. Carl’s death cripples the 

entire production and the film is never released. Marissa says to John that Carl and she are immortal and she killed Carl and John is in shock. John 

is frustrated with The Other. He kills John and The Other assumes his form and takes Marissa's form. The world assumes Marissa is a recluse. 
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IMMORTALITY 

Developer: Sam Barlow 

Publisher: Half Mermaid Productions 

Director: Sam Barlow 

Producers: Natalie Watson, Jeff Petriello, Shyam S. Sengupta 

Programmer: Connor Carson 

Writers: Sam Barlow, Amelia Gray, Allan Scott, Barry Gifford 

Composer: Nainita Desai 

Engine: Unity 

Platforms: Windows, Xbox Series X/S, Android, iOS, macOS 

Release: Windows, Xbox Series X/S -- 30 August 2022 

                 Android, iOS -- 16 November 2022 

                 macOS -- 5 April 2023 

Genre: Interactive film 

Mode: Single-player 

TiTi Rating: 7/10 
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After nearly 30 years, Fischer hands the negatives of Ambrosio over to John in an effort to free himself from his deathbed regret. The nostalgia 

makes The One think fondly of Marissa and takes on her form at the same time as John's, virtually existing in two bodies simultaneously. At the 

same time, actress Amy Archer sees footage of Carl’s death, allowing The Other to take on her form. 

 

John, Marissa and Amy start working on a new movie, Two of Everything. It stars pop star Maria, who allows her coincidentally identical body dou-

ble Heather to replace her at a billionaire’s birthday party. John stars as the director and Marissa stars as both Maria and Heather, paralleling The 

One’s attempt to live as two people. Amy stars as the billionaire’s wife, who has Heather murdered (thinking she is Maria) to cover up her hus-

band’s attempted rape of her. 

 

During production, Marissa is unresponsive at times and suffers from nosebleeds. She and John both collapse in exhaustion. John is often absent 

during the filming, suggesting that he disappears when The One can no longer sustain both forms. 

Amy begs Marissa to stop filming, but she refuses. In the movie’s final shot, Marissa bleeds out of her head. The One demands that the Other help 

her to die onscreen, just like The Other, so that she can truly be immortalized in the film. Then, Amy sees herself burning an immovable Marissa’s 

body. Two of Everything never completes filming. 

As the game ends, the grid containing all the clips they’ve collected in the game fades away, revealing The One’s face. 

They tell the player that they are “part of you now,” suggesting that they are their new host. 

 

Cast 

Manon Gage as Marissa Marcel 

Hans Christopher as John Durick 

John Earl Robinson as Arthur Fischer 

Cesar D' La Torre as Fabio 2nd Camera Assistant 

Jocelin Donahue as Amy Archer 

Charlotta Mohlin as The One 

Timothy Lee Depriest as The Other 

Ty Molbak as Carl Greenwood 

Katarina Morhacova as Diane Willis 

Michael Otis as Andrew Hessenberg 

Jascha Slesers as Sofia Morgana 

Brooke Anne Smith as Agnes/ Jane Smith 

Justin Sorvillo as Artist 

Miles Szanto as Robert Jones 

Daniel V. Graulau as Detective Walker 

Eric Evans as Eddie 

Julian Goza as Monk 

 

 

Development 

In 2020, Barlow announced Immortality as “Project Ambrosio” and blogged about the game’s development throughout the year. In his blog, he 

wrote that the game might be more horror-focused than his previous work, and there were several passages marked as “classified” or “redacted.” 

 

Barlow brought on three additional writers for the game: “Allan Scott”, “Amelia Gray”, and “Barry Gifford”. 

The game’s casting took place over Zoom at the beginning of 2021. It was Manon Gage’s first starring role in three years after graduating from 

Juilliard. The three film-related scripts were shot chronologically and amounted to 400 pages. Filming took place over 10 weeks in Los Angeles’ 

Arts District in August 2021. 

 

The game was officially revealed at E3 2021 in June 2021 for Microsoft Windows/iOS/Android. In March 2022, it was reported by Half Mermaid 

Productions that the game will also have an Xbox Series X / S version at launch. At PC Gaming Show 2022 it was revealed that the game will be re-

leased on 26 July 2022 but later on 30 August 2022. 

In August 2022 it was reported that the mobile ports will be released by Netflix. 

 

Release 

Immortality had its world premiere at the June 2022 Tribeca Film Festival. It was then released on August 30th, 2022 on August 30th on Xbox Se-

ries X / S, Xbox Game Pass and Windows via Steam / GOG. The film also made its Netflix debut via Google Play / iOS in November 2022. 
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Citizen Sleeper 
Jump Over the Age's 2022 role-play video game, Citizen Sleeper, was released on May 5, 2022, for Mac OS X, Windows, and Nintendo Switch. It 

was later released on Xbox One, PlayStation 5, and PlayStation 6 on March 31, 2023, by fellow traveller, Fellow Traveller. 

 

Gameplay 

In order to advance the story, stay alive, and get away from the Eye, you roll a certain number of dice every day in the game. Your dice are then 

randomly assigned to different tasks, with higher numbers indicating better results. Lower numbers are good for the station's data-cloud, which al-

lows you to collect information about the actions of the different factions. The higher the number, the better the results for the rest of your game. 

You have to constantly work to feed yourself and take care of your decaying robot body, which requires special materials to maintain. 

 

Plot 

Citizen Sleeper is a first-person shooter in which the player character (Sleeper) is a human whose consciousness is digitized and placed in a robot 

body for the sole purpose of being controlled by an artificial intelligence known as the Essen Arp corporation. 

 

Citizen Sleeper begins with the player’s Sleeper escaping from a life of servitude aboard a freighter to a space station known as the Eye. There, they 

fight for their lives and freedom as they attempt to survive. 

Throughout the game, the player interacts with a wide variety of characters, each representing a different faction and interest. There are multiple 

endings to the game depending on what the player chooses to do. 

 

Development 

Gareth Damian Martin created and developed Citizen Sleeper through his one-person London-based game development studio jump over the age. 

The character design was done with Guillaume singelin. 

When Martin first started his career as a game developer, he had two games in mind: In Other Waters and A game about a thief in an urban fanta-

sy world struggling to survive hardship and squalor while engaging in the political life of the city. The former then shifted to a science fiction setting 

and became Citizen Sleeper. 

 

During the development process, Martin’s focus was on the closeness of community, and his own experience of working in a gig economy city as a 

‘non-binary’ person struggling to support themselves. When playing sci-fi games such as Mass Effect, Martin found himself drawn to side charac-

ters. “As sci-fi stories move towards these epic quests, I really want to stay in these people’s lives in these unique environments,” he said. “I want to 

stay in those people’s normal lives in these unique settings.” They cited the sci-fi story ‘Diaries of a spaceport janitor’ as one of the examples of the 

type of story they wanted to tell. “It showed me that sci-fi could be a really great place to play slice of life games.” 

 

The game was inspired by Martin’s current experiences with Uber, other gig economy, and debt experiences. “I wanted to write a story at the edge 

of capitalism, where so much of us has learned how to live,” he said. “I also wanted to explore how precarious life can be for people living on the 

fringes of capitalism.” Drawing inspiration from Anna Tsing’s “the Mushroom at the end of the world,” Martin said. 

The developers also announced three additional downloadable content (DLC) packs. The first one, “Flux,” is available for download in July 2022. 

The second one, Refuge, is available in October 2022. The third one, “Final Chapter,” is scheduled for March 2023.  
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Developer: Jump Over the Age 

Publisher: Fellow Traveller 

Designer: Gareth Damian Martin 

Artist: Guillaume Singelin 

Writer: Gareth Damian Martin 

Composer: Amos Roddy 

Engine: Unity 

Platforms: macOS, Microsoft Windows, Nintendo Switch,  

                    Xbox One, Xbox Series X/S, PlayStation 4, PlayStation 5 

Release: macOS, Windows, Switch, Xbox One, Series X/S -- 5 May 2022 

               PS4, PS5 -- 31 March 2023 

Genre: Role-playing video game 

Mode: Single-player 

TiTi Rating: 6/10 
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2023 Lucid Air 

$83,900 



The future of electric vehicles 





All the information 

you need is just a 

touch away 





Looks so good, no matter the angle 





Make a statement when you drive 







2023  Lamborghini Urus 

$260,676 





Bold performance SUV 





Why wait! Take control right now 



A beast with a name... 



A rare combination of beauty and performance 



Always ready to take up new challenge 







Lykan Hypersport 

$3.4 million 



Speed needs no translation 



Crafted to dominate 





Eyes like a wild beast 



Aggressive from all sides 



Say Hello! 



The beast of all beast 





Dominate the roads 
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Genre: thriller, drama. 
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Genre: thriller, action. 
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Genre: horror. 
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Genre: horror. 
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Genre: horror. 
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Genre: horror. 
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Genre: adventure, fantasy. 
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Genre: thriller, superhero, action. 
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Genre: horror, thriller. 
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Genre: thriller, horror. 
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Genre: thriller. 
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Released:  13 October 2023 

Genre: thriller, horror, adaptation. 
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