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WELCOME
One of my most cherished 
video game memories involves 
Skyrim, some hens, and an 
angry farmer. While wandering 
around a village in Bethesda’s 
classic RPG, I accidentally-
on-purpose killed a chicken. 
Seconds later, a farmhouse door 
crashed open and a screaming 
woman charged at me, iron 
dagger held aloft. 

It’s an example of how complex 
and surprising games have 
become in a relatively short 
period of time, and it’s a flavour 
we’re hoping to capture in 
Wireframe. The games industry 
has grown and matured to 
the point where it can offer a 
diverse range of captivating and 
sometimes bizarre experiences 
– from tiny, jewel-like 2D indie 
games to vast, unpredictable 
sandboxes like Skyrim or Red 
Dead Redemption 2. Behind all 
those games are artists and 
programmers with their own 
ways of working, their own 
design philosophies, and their 
own unique paths through the 
games industry.

That’s what we mean when we 
talk about ‘lifting the lid on video 
games’: Wireframe’s goal is to 
uncover more about the making 
of games and who makes them. 
With our regular selection of 
tutorials and tips from veteran 
developers, we also hope to 
prove that making games is 
now within the reach of just 
about anyone.

So here it is: Wireframe issue 
one. We hope you enjoy it.

 
Ryan Lambie 
Editor
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