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WELCOME
There are all kinds of skills 
that go into making games, 
from programming to design 
to music and dozens more 
disciplines besides. But the skill 
that overarches all those other 
ones is – as I’ve concluded 
after talking to a wide variety of 
developers over the past few 
months or so – perseverance. 

When former Ubisoft and 
Rockstar artist Luis Antonio 
embarked on his time-loop 
adventure 12 Minutes in 2013, 
he spent hours of his spare 
time reworking and refining 
the concept. From there, he 
worked on the game for about 
three years before publisher 
Annapurna Interactive spotted 
its potential; thanks to their 
funding and expertise, Antonio’s 
now able to complete his game’s 
motion capture and voice acting. 
What began as a comparatively 
small solo venture has, through 
six years of hard work and, 
yes, perseverance, grown into 
something far more cinematic 
and unsettling. 

Similarly, German student 
Kim Seitner spent three years 
working on his platform-
puzzler Alien Escape, fitting its 
development around his studies. 
After being picked up by an indie 
publisher, the game’s now on 
Steam and the Nintendo Switch 
eShop, giving it a potential 
audience of millions. Technical 
ingenuity, design flair, intuition 
and luck all played important 
roles, but without their creators’ 
drive to see them through to the 
bitter end, those games would 
never have existed.

 
Ryan Lambie 
Editor

C
on

te
nt

s

6

10

44

18

58

05wfmag.cc  \  

06.

10.

12.  

16.  

18.

24.

44.  

50.  

28.

30.

32.  

40.  

56.

58.

60.  

63.  


