
Singular



Singular is a fast top-down action 
roguelike where BLOOD is your only 

resource. You heal and reload by 
bathing in what you spill. The loop 

will never change… unless you 
KILL IT.





Design pillars
Four systems, one idea.

Aggressive 
combat
Heal and reload only by 
spilling blood. Standing 
still kills you.

Combat mastery

Overheat, Trauma, 
dodge-combos. Easy 
to survive, brutal to 
master.

Narrative in 
motion
Cryptic, reactive story 
told between fights — 
never breaking flow.

Hunting bosses

Persistent Entities & 
Skip&Kill: bosses that 
stalk you across runs.

Growth    You, your skill, and Ari grow by failing, dying, and pushing forward.

We love players who like hard, fast and mechanic-deep
games, but we specially love when stories grow even

deeper on them



How everything relates to
some point

Mechanical complexity
allows to attract a lot of
players 

Attack, melee and ranged Dash

OverClockHealing

Mechanics



Combat depth
OVERHEAT
Punishes overcommitting — too much time on 
OverClock damages and stuns Ari. Forces decisions 
mid-fight.

TRAUMA
Punishes mistakes — a percentage of total received 
damage can’t be healed in a few seconds. Errors 
matter. Perfect dodge and melee kills help to reduce it.

PERFECT DODGE
Rewards aggression — a frame-perfect dash and 
activating OverClock into an attack opens a combo 
window. Reduces Trauma and Overheat. High risk, high 
reward.

Three interlocking systems that reward reading the fight, not mashing buttons.



Aggressive combat
Every system pushes you to attack. Standing still is death.

Blood is your only 
resource

Heal and reload only 
by bathing in enemies' 
blood as it falls.

Waves hunt 
passivity

Enemies spawn 
depending on your 
position; camping 
triggers punishment 
waves.

No safe corners

Every wall is breakable 
— nowhere to hide, 
nothing to wait behind.

Speed is survival

Dash + Overclock 
chain attacks into 
relentless forward 
momentum.

Forced forward momentum — stop moving and you die.



Boss systems

Persistent Entities
Roaming super-bosses that can wander into any room. Huge HP 
pools and they leave after a few seconds — so you meet the same 
entity again and again across runs, slowly chipping it down.

Skip&Kill
When a boss room appears, you can skip it to reach harder rooms 
and better loot. Push deep enough, win a special fight, and you 
earn an Oxidizer — the only way to permanently kill that level's 



Boss systems



Lore & 
Storytelling

“Instead of overwhelming players with 
hundreds of modifiers, we focus on a smaller 
number of meaningful decisions that strongly 
define each run.”



Lore & 
Storytelling

Exploration & Ambiguity
Storytelling advances both by coincidences and 
exploration. We want to engage the player with 
ambiguity and to engage WITH the player by 
questioning.

Subtle Delivery
Quick dialogues and small cutscenes in specific 
moments. Avoid constant stops during 
gameplay.

Emotional Impact
Emotional impact through a deep reactive narrative 
that responds to the players experiences.
Every character and boss has a flaw and a 
backstory.

Cyclic Meaning
Story about meaning and growth through failing, 
succeeding, dying and living. Understanding 
everything is cyclic.



Time, space
& change

Tic-tac
Different lightning cycles, character availability 
and special fights give the feeling that time is 
passing. Nobody can escape the pass of time.

Movement
Ari and the rest of the characters are conscious 
of time and things that happen and will react 
accordingly. 

Change as a process
Players will feel not only different room variations 
or storytelling arcs, but they will also feel how the 
different interactions, timings and little choices 
affect the world. 



Art 
Direction



Art Direction
Four pillars that define how the game looks and feels.

World & Mood

A vast, empty, 
abandoned world. 
Melancholy, biology and 
mechanic.

Scale

Huge Bosses. Huge 
Scenarios. Huge amount 
of time.

Style

Handcrafted pixel art

Minimal UI

No regular UIs cluttering 
the screen.

A world you feel before you understand it.



Where we are
Most of the game is already built and proven.

Systems

Combat, enemies, stats, 
rooms and dialogue 
systems — almost 
finished.

Art

First level key elements 
done: player, bosses, 
enemies, environment.

Controls

Fully integrated 
controller. Steam Deck 
compatible.

Lower Risk

Proved systems and 
scalable pipelines 
(enemies, balance, room 
creation, dialogue…) for 
production.

Past the experimentation — ready to scale to production.



What we need money for
Where your support takes the game to the finish line.

Funding of the final 
content

More bosses, levels, 
enemies, guns, full lore & 
dialogues.

Final Art

Funding to deliver the full, 
final art pass.

Go-to-Market

Marketing, wishlists, 
community and key 
illustrations.

Polish

QA, localization and the 
final layer of shine.

Funding turns a proven prototype into a finished game.



The final build
The full game your support makes possible.

~15 bosses

Including Oxidizer fights 
and persistent entities.

14 weapons

7 melee and 7 ranged, 
each with its own 
playstyle.

6 levels

3 full main levels, the final 
level and 2 hidden levels.

4+ NPCs

Each with a story arc that 
unfolds as you progress. 
Bosses will have 
dialogues too. These are 
NPCs with storylines.

Loop and final endings, side quests and a full original soundtrack.



So, why is Singular 
relevant?

Present, future and breaking the loop
Even though the gameplay and rhythm are extremely fast, Singular was born with a sudden 

stop and a question, ‘Where am I and where am I going?’. 

We live in the fastest changing world humanity has ever seen, we don’t know where 
technology is taking us in the next 3 months, and we can’t even guess how is life going to 

be in the next 10 years. And yet, we are more number, lonelier and more trapped in 
ourselves than ever.

Singular talks about technology and its consequences on us, it talks about the purpose a 
lot of us can’t find and how time no longer feel ours. It talks about breaking the loop, 

growing through pain, accepting what we don’t want to accept, falling and fighting back, 
fighting the status quo and the barriers we put in ourselves. 

I could have written a book, but I prefer to give players the chance to defeat the snake 
themselves.

Singularity in the dictionary: A point, event, or condition so exceptional or extreme that the ordinary rules or
frameworks governing the situation cease to apply or break down entirely. 



Thank you

Contact:
diego@iterumcorp.org

mailto:diego@iterumcorp.org


Void is an intense action
roguelike whjere players are 
pushed to take risks
constantly

Void is an intense action
game where players are 
forced to fight and take
risks. Maybe, 

Singularity
sin · gu · lar · i · ty /ˌsɪŋ.ɡjʊˈlær.ɪ.ti/ noun
1. The quality or condition of being singular, unique, or one of a kind; remarkable individuality or

distinction.

2. A point, event, or condition so exceptional or extreme that the ordinary rules or frameworks governing
the situation cease to apply or break down entirely.

3. A point in space-time at which gravitational forces cause matter to have infinite density and zero
volume, where the known laws of physics cease to be valid; most commonly encountered at the center
of a black hole.

4. (Often the Singularity) A hypothetical future point in time at which artificial intelligence surpasses
human intelligence, triggering runaway technological growth and transforming civilization in ways that
are fundamentally unpredictable or incomprehensible to current human minds.

5. A point at which a given mathematical object — such as a function or a curve — is not defined, or
where it fails to be well-behaved in some particular way (e.g., a discontinuity or an infinite value).

Etymology

From Late Latin singularitas, meaning "uniqueness" or "solitariness," derived from singularis ("single, alone, unique") + the suffix -itas (forming abstract nouns).
First attested in English in the 14th century, initially in the sense of "the quality of being separate or unique."

Synonyms & related

uniqueness, exceptionality, peculiarity, anomaly, rarity, distinctiveness · See also: infinity, black hole, superintelligence, discontinuity
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