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WELCOME
One of my favourite things 
about working on Wireframe 
each fortnight is seeing how 
developers can take established 
genres and turn them into 
something new and unexpected. 
In some instances, it might 
be a case of elevating the 
Metroidvania with gorgeous 
artwork and obsessive attention 
to detail, as Moon Studios did 
with Ori and the Blind Forest 
back in 2015, and are looking to 
do once again with this year’s 
eagerly-awaited Ori and the Will 
of the Wisps. 

Or it might be taking the rotating 
puzzle-piece mechanics of 
Tetris and marrying them to 
the free-roaming 2D critters 
of Lemmings – which solo 
developer Kevin Andersson 
has done to endearing effect 
in TaniNani (see page 24). 
At the further extreme, there’s 
a borderline experimental 
game like SuperMash, which 
procedurally slams together 
different genres to make 
new experiences. Want to 
combine a 2D shoot-‘em-up 
with a JRPG, or a Metal Gear-
style stealth-‘em-up with a 
platformer? Well, you can in 
SuperMash. 

As Andrew King points out 
in his review on page 60, 
these combined genres don’t 
necessarily result in video game 
gold, but I’m genuinely glad 
SuperMash exists. I love a rock-
solid sequel as much as anyone, 
but it’s bold ideas like these that 
make the games industry so 
fascinating to explore in 2020. 

Enjoy the new issue, readers.

 
Ryan Lambie 
Editor
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