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WELCOME
It goes without saying that 
we love video games here at 
Wireframe magazine, but we 
also love the stories behind 
games almost as much. 

In this issue alone you’ll find 
several fascinating ones: how 
a young French student started 
coding a 2D platformer for fun 
in his spare time and wound 
up at the Tokyo Games Show 
and catching the eye of an 
independent publisher. 

How the director of BioShock 2 
is finally realising a game idea 
he first had over a decade ago 
with The Blackout Club. How 
a solo designer’s affection for 
3D platformers inspired him 
to spend years making one of 
his own. How Alien vs Predator 
was coded for the Atari Jaguar 
in a small terraced house 
in Yorkshire.

You’ll find all these personal 
stories and more in Wireframe 
issue 2 – and, unsurprisingly, 
we’re hungry to hear more 
of them. So whether you’re a 
solo developer working on a 
tiny passion project or at the 
helm of a huge triple-A game 
at a major studio, we want to 
learn more from the people 
behind the code: how they got 
into the industry, what inspires 
them, and what their individual 
experience of making games 
is like. 

If you have a story to tell, then 
drop us a line at wfmag.cc/hello. 
We’d love to hear from you.

 
Ryan Lambie 
Editor
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