
„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 ...)  

The Book 

„Der Kahuna Modus“,
publ. 2001 at Eichborn
&

www.kahunamodus.de



1.
incarnate KM = MUD

      

               The       
kahunaMUD

telnet kahunamud.netack.de:4096

www.kahunamodus.de/mud.html



1.
incarnate KM = txtadv

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



1.
incarnate KM = game

   Kahuna Mode Fiction Game
www.kahunamodus.de/swave.html 

(free download)

programmed

by Jens Halm

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


1.
ask „concept & cunning plans?“

● Let go of the mouse. 
Completely.

● Create an accessible 
and expandable 
interface for writing & 
playing textadvs

● Incl gaming aspects: 
help & save, intro, rules 
& riddles & other nifty 
special FX



2. 
create game

● Plan game design, structure and genre
● Decide on authoring software & interface
● Choose multimedia content design
● Reduce and transform basic story elements 

(characters, actions, rooms/places) &
● Design new network / hypertext from them



2. create game
-  – ...-  -Mind boggling er mapping



2. create game
 :   Authoring Tool Adobe MM Director

s , ,   ( , , ) , tage score cast members text media config sprites
 :  --- : Scripting Language Lingo Player Shockwave



2. create game

   (4 3 1  )Text cast configuration members



2. create game
 Score View



3. play game demo

/Users/Nika/Desktop/kahuna_shock.htm

(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 

● Publishing digital literature in Germany will 
not improve your status as a „serious literati“ 
- in fact, it could even lessen it

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

● Creating the game was (a)hell(lotofwork)
... and i would never do it again



4. get naked

● Limits of our project
● Future of TextAdv Authoring Progs & Tools

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

● Personal views on ...
● Programmers as code poets
● Digital narratives vs. games
● Hypertext vs. linear stories & books
● Why isn't there more digital literature?



read more ... & THX! 

● www.dichtung-digital.de
● www.gamestudies.org
● 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/

