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Where would video games be
without H.R. Giger? Whether the
late artist's work appealed to
you or not, his fingerprints are
all over our favourite medium
– this issue of Wireframe alone
features two long-running
game series that took direct
inspiration from his art. It's
no coincidence that R-Type
and Contra first emerged in
1987 – precisely one year
after the release of director
James Cameron’s sci-fi movie
sequel, Aliens. Giger's dark,
biomechanical art style was a
key part of the franchise's rising
horror, and his work evidently
left its mark on the makers of
R-Type and Contra.
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But while Giger's art has
informed everything from Contra
to Duke Nukem to Halo, the
artist's direct interaction with the
games industry was all too brief.
In the early nineties, Californian
developer Cyberdreams licensed
Giger's artwork for their pointand-click horror, Dark Seed.
The game was far from perfect,
but there were moments –
either in its dream sequences,
or where its mullet-and-jacketwearing hero stepped through a
mirror into an alien dimension –
where it really felt as though we
were trapped inside one of the
artist's disturbing landscapes.
Giger died in 2014, having spent
the last years of his life setting
up a museum in his native
Switzerland. If games like SOMA
and the forthcoming Scorn
are anything to go by, though,
Giger's work will continue to
lurk in the minds of video game
artists for many years to come.
Ryan Lambie
Editor
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