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Toolbox Rated

Hotshot Racing 
The arcade racer that takes us back 
to the nineties

Mighty Goose 
It’s Metal Slug, but with battle-
ready waterfowl

Mira’s Tale 
An action-adventure hailing from the 
University of Huddersfield

Landlord’s Super  
No such thing as society in this 
eighties Thatcher sim

News 
A month in gaming – all compressed 
into four pages

Letters 
Wireframe’s readers speak 
their brains

Incoming 
A round-up of other fabulous games 
coming soon

Cinemaware 
The long, strange history of  
movie tie-in games

Lottie Bevan 
Why Epic Games is the new  
Philip II of Macedon

Video game Italia 
Inside Italy’s vibrant and ever-
growing industry

Scoring Ori 
Gareth Coker talks exclusively 
about his lush themes

Growbot 
Artist Lisa Evans takes us through 
her debut adventure

System Profile 
The life and tragic demise of the 
Commodore Amiga

Steve McNeil 
The pile of shame and its 
unending tyranny

Star Force 
Make a multiplayer space 
shooter in Unity

Accessibility 
The quality-of-life features 
every game needs

Player Groups 
How using them can improve 
your game design

Source Code 
Code Gauntlet’s four-player 
mode in Python

Final Fantasy VII 
Remake 
Spoiler alert: it’s really rather good

Paper Beast 
Veteran developer Éric ‘Another 
World’ Chahi’s new opus

Vitamin Connection 
A most nutritious side-scrolling 
co-op shooter

Backwards Compatible 
A closer look at the Twin Famicom, 
plus: a bit of soldering

WELCOME
And… we’re back. Like Clark Kent 
disappearing into a phone booth, 
only to emerge moments later 
with muscles bulging through 
his spandex, Wireframe’s 
returned in a chunkier, bolder, 
more monthly format. 

For the past few weeks, we’ve 
been beavering away at the 
task of ensuring your favourite 
games magazine retains the 
unique feel of its fortnightly 
incarnation, but with a little bit 
more of everything: there’s now 
the space for longer features, 
extra reviews, previews, and in-
depth game design guides. Our 
Backwards Compatible section 
has grown in girth, which means 
we can share more of our retro 
gaming and tech antics with you 
every issue. 

We’ll also be showcasing some 
of our favourite art and design 
from the indie gaming realm 
– check out Richard Lems’s 
behind-the-scenes sketches for 
Mighty Goose on page 68 – and 
sharing a regular diary of our 
flailing adventures in online 
gaming (see page 82). And 
if you’re keen to tell us what 
you think of the new, monthly 
Wireframe, then you can let us 
know through our letters page – 
you’ll find details of how to get 
in touch on page 22.

Most importantly, thank you for 
supporting the magazine so far. 
We hope you’ll enjoy Wireframe’s 
new phase even more than 
the last.

 
Ryan Lambie 
Editor
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WINWIN
An iiyama  

gaming monitor
worth

See page 35
£400


