,Stranger than Fiction"

The Making-Of of the
Kahuna Mode Fiction Game
and its afterlife ...

- Nika Bertram -



look at topics

1. First incarnations, concept & cunning
plan of the Kahuna Mode Fiction Game

2. ,Behind the scenes”-tour through the
game's creation stages & code

3. Game Demo (short)

4. Personal experiences & views on a
possible future of digital storytelling



1.
incarnate KM = book

(FIrSt’ there was ) der Kahuna modus

The BOOk nika vectram

,Der Kahuna Modus",
publ. 2001 at Eichborn
&

www.kahunamodus.de




1.
incarnate KM = MUD

You enter a small, warm Café. There are several shelves with books and books, a b
ar, some tables and chailrs and the nice saell of Fresh brewed cofFfee. To gour lef
t, there is a door.

Cantents:

Bicherreqgal , Buch, Blumenstrach, Saxophon, Tierchen, Tasse HaFfee, soviseau, nika
Uisible Exits:

aut, leFt

help rabbik

help rabhit

The
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1.
incarnate KM = txtadv

(only started, but never finished.. maybe someday..)

Ever wWanted to enter [he fictiomal realms of a novel
and play or talk to i1to characters or seet them 1n the bar?
Bell, here you can do ik

THE KAHUNAR MODE
An Interactive Fiction = copyright (c) 2000 by Hiks Bertras
Releace 1 / Sorial number B@B4TT S Inform we.15 Library &/7 O

systerious writing chamber

In front of you there's a mixing desk and a wall of monitering screens. Each of them 1s nusbered and showing a
different sovie, some obscure independent stuff, you suppose. You got absolutely no idea how you got here or why
you're supposed to be here. Gnd noone bold you

*look At monitor
Which do you mean, the sonikter 1, the meniter 2 or the monitor 37

+look &t monaikter 2

How you we [uned inte the boss” stabion Interesting stuff here. Some story aboukt a Mormon DEGﬂliﬁg & Parn star.
Sure, you remember Orgazmo from last yeasr's Fanktasy Film FeskEival, but Ehis seems to be the director's cul




1.
incarnate KM = game

Kahuna Mode Fiction Game

www.kahunamodus.de/swave.html

(free download)

@
@ Q)
S0 - &
_*iﬁib
prog rammed Please unplug {_

- yOour mouse. 9
j 14 Id be in d
by Jens Halm 5 o o7
vicious orea tures.
| You won't need it
! ENyWay.


http://www.kahunamodus.de/swave.html

1.
ask ,concept & cunning plans?"

| et go of the mouse. |
Completely. ©

e Create an accessible
and expandable
interface for writing & — "
playing textadvs ‘__J ; (4
e

Please unplug i
your mouse. '

It would be in danger
in a world full of
vicious creatures.
You won't need it

anyway.

e Incl gaming aspects:
help & save, intro, rules

& riddles & other nifty
special FX




2.
create game

e Plan game design, structure and genre
e Decide on authoring software & interface
e Choose multimedia content design

e Reduce and transform basic story elements
(characters, actions, rooms/places) &

e Design new network / hypertext from them



. Create game
Mind-boggling - er...- -mapping
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. Create game
Authoring Tool: Adobe MM Director

Stage, score, cast members (text, media, config), sprites

Scripting Language: Lingo --- Player: Shockwave

‘&main - Director 8.5

Il main Stage (100%)

You haven't slept for hours. Or so you think. You find yvourselfin a strange

ou stare atthe yellow wallpaper and. suddenly hundreds of little pixies jurmp out of it, each
one ofthem coming right for you, clinging toyour legs, trying to drag you down with them. A

AR,

kahuna level

They look hungry.

There's one particular screen in front of yvou you find very appealing.




2. create game

Text cast configuration (431 members)

iEle|

.:-:t| ab E:-:trun:IE:r| B |

even a G4 and a 3G Workstation, a Linux-cluster, 3-D-printer, CD-hurn
internet-flatrate! Be careful, though. Athur does not like peaple fumibling
ith any his stuff orwitness his rather strange experiments.

au have to be a somewhat natural geek ar ahle solve this riddle befars
Exits: sea, prague, undergraund, final_exit, heach - astral plane

ou see some freshly made coffee, some cans of jolt_coke, and o2
userfriendly comic and The Lost Treasures of Infocom ko
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Unload:




2. create game

Score View

E main Score
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3. play game demo

(offline link, only working during the presentation -
fo the ,real” online version or download of the game
go to www.kahunamodus.de/swave.html)


file:///Volumes/Untitled/camp07_vortrag/kahuna_shock.htm

4.
get naked

e Publishing digital literature in Germany will
not improve your status as a ,serious literati”
- In fact, it could even lessen it

e Creating the game was fun
... and i would always do it again

e Creating the game was (a)hell(lotofwork)

... and i would never do it again



4. get naked

e Limits of our project

e Future of TextAdv Authoring Progs & Tools

e For MM: Flash/Flex/AIR, Java FX (Sun)

e For classical txtadv: Inform 7 or (almost) any
prog lang, like Python, Ruby ....

 Ren'Py (visual novel games, very pop in Japan)



4. get naked

e Personal views on ...

e Programmers as code poets

e Digital narratives vs. games

e Hypertext vs. linear stories & books

e \WWhy isn't there more digital literature?



read more ... & THX!

e www.dichtung-digital.de
e www.gamestudies.org
e blog.cyberfiction.ch

Nika Bertram > elek.troNika.org
Jens Halm > www.spicefactory.org


http://www.dichtung-digital.de/
http://www.gamestudies.org/
http://www.spicefactory.org/

