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W

elcome to Inside Erin.
We’re more or less back
to normal this month after
last month’s “streamlined”
version. Don’t forget that you
have just about two months
left to get you entries ready
for the 2010 Mini-comp. Also
remember that the rules have A Letter
changed a tad this year, so be From the Editor
sure to check them out in last
month’s issue if you have any questions.

Purple Dragon

I don’t have a lot to say this month, and what needs to be explained is explained
later in the issue, so I’ll just let you get right to it. Thanks for reading, and
we’ll see you next month.
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Mission Statement
Inside Erin is written and published by
people who enjoy AIF. It is done for fun,
but we also have some goals that we seek to
achieve through the newsletter:
1. To encourage the production of more
quality AIF games by providing advice
from game developers, and by offering
constructive criticism that is specifically
relevant to AIF.
2. To encourage activity and growth in
the AIF community. We aim to generate
a constant level of activity so that there
aren’t long periods in which people can
lose interest in AIF.
3. To help document and organize the AIF
community. This is done through reporting
on games and events, as well as by helping to organize community-wide activities
such as competitions and the yearly Erin
Awards.

I

was cut off from the internet
for a little while and during
my time away I completely
forgot about the newsletter,
so I’m writing this column
in a bit of a rush. Having
been a little absent from the
community I didn’t notice a
great deal of what was going by
on, but in standard form I get BBBen
the impression that things
were relatively quiet.

This Month
In AIF

I believe this is my first official chance to congratulate the winners of the
Erin Awards last month, so I’ll congratulate the winners here (which mostly
means GoblinBoy… well, was there any doubt that SD3 was going to sweep
the awards?) and I look forward to the next phase in the AIF year, which is the
build up to the mini-comp.
In other news, Chris Cole’s been setting up a new play-by-email game;
I must admit I’m not entirely sure how that all works, but I believe he’s
done it before, so hopefully this will work out well for him. Meanwhile,
over on AIFGames.com, Holet’s been re-examining his Live AIF series and
contributing again, though it seems he still hasn’t settled in too comfortably to
anything in the way that he previously had.
Continued on page 3
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This Month At

TF

Games
Site

Also TinaB has announced an official TfGames game
contest, not as ambitious or as wide ranging as AIF’s contest,
they are only simple five room games, but initial interest By Nandi Bear
seems quite strong.
New Games this month :
Wedding Crasher (RAGS) by Dude
I am Sorry (RAGS) by Fipse
Genie’s Training (RAGS) by Mjrenrutxx
Arena & TG-TADS Remake (Inform) by Redneckdemon
Unmaned Space Project (RAGS) by SquadMonkey
Updated Games this month :
Demon Town (RAGS) by Orcha
Ariman Rebirth (RAGS) by Sorrow (a remake of a ADRIFT game of Decker’s)

F

Collectively
Made...

Lots of things going on in the Collective Games Forum to
talk about soooo…

This Month
at the
Collective...

ebruary and March, and a little bit of April at the
Collective…

Son of Odin posted a game called The Hypnotist.
You can find the game here:
By TeraS
http://hypnopics-collective.net/cpg132/
displayimage.php?pos=-105590
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=16969
ODIN3k posted a game called The Invention.
You can fine the game here: http://games-collective.net/The_Invention.rag
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17026
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his month the group finally woke up from it winter nap
into a flurry of activity. Part of this was the introduction
of a point based system. Basically each time you post to
the group you get points, which can be spent on items to
transform you’re avatar. This has been quite popular and
posts have increased.

April 2010

He also released a game called The Camp.
You can find the game here: http://games-collective.net/the%20camp%200.1.rag
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17068
Continued on page 3
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This Month continued from page 1

New Games
Ziva, by happyguy2311. Released 8th Feb 2010 for ADRIFT 3.9. An “A Night With” style game with Ziva
from NCIS.
Kidnapped, by Udat. Released 24th Mar 2010 for RAGS. A mind control game that gives the player options
to be male or female, dominant or submissive, Kidnapped starts with the inexplicable abduction of the PC’s
sister, and the mystery continues from there.
Battle of the Bitches, by Magma. Released 5th Apr 2010 for Dreampath. A choose-your-own-adventure story
book.
Collective continued from page 2
Dollmistress posted that:
“On a different note, I’ve finally finished creating a new and more fun combat system for the sequel
to Space Ditz so now I am working on the storyline more and starting to set up the new Acts. I’m
using some but not all of the concepts I chatted about a couple of months back and I am reducing
the number of characters so creating pictures is no longer an impossible task. I will use the other
characters as villains or hapless victims, tee hee.”
JohnnyRico posted on a game he is starting on:
“This is my first game and it is more an edited game from an old Adrift game from Chris! First at all,
its only an very early open beta version with a lot of bugs, bad English and so on. But to tell you the
truth I lost the line and so I want you to test it, if you like the way I made it and if there is any need
for me to go with it. The Story opener, is from Chris “Tim’s Mom” and leads you in the story as a
teenager. You make your first sexual experience with Rochelle, later that day you will get MC Guides
from her dead husband and after some years of training the second story begins with you as a grown
up. Depending on how you will finish the teenage mode the story will be different when you play the
grown up, also i will include a transgender story as a grown up and so on so this version is only 0.5%
of the whole game I’m planning.”
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Just while writing this article I discovered the last entry in the “New Games” section below on AIFGames.com,
and that it has been made in a format we haven’t seen for AIF before: a “Dreampath” CYOA book. Not
having experienced this before, or having had any real time to play this, I may have to get back to you on
exactly what this system is like for AIF gaming (and the details of the game will have to wait until I get the
program working…).

You can find the game here: http://www.mobileinfantry.de/downloads/Tims%20Mom.rag
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17076
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Tabico converted her game Escape from the Hexenturm into a browser runable game. PLEASE NOTE!
You need to download the ZIP file, unzip it and then use your browser to open it! It should be playable in
any browser or computer.

Euanthe posted a game called St Luci’s Academy (of hypnotism). He describes it as:
“I made a RAGS game using the free version of the RAGS developer. As this limits the number of
- well the number of pretty much everything you can use in RAGS - the game is very short. I’ve tried
to do a variety of things implemented in a variety of ways, as the purpose of this was as much to
learn to use the RAGS system somewhat as to make something enjoyable and playable. That said,
and my ass appropriately covered, I do hope that what I’ve created is fun. I’d very much appreciate
any bug reports, comments on the story and theme (such as there is of those in this short version) or
the artwork chosen (I’ve used anime style images), or on (as the game isn’t password protected) the
coding I’ve used - though you can probably easily see what was done first, and the learning I’ve done
as I went along...”
You can find the game here:
http://docs.google.com/leaf?id=0BxuUI5g0iVPyNDUzMjM5YzAtNjI0OC00M2M3LTk5YzMtNTUyNzc1
ZmM1N2Zm&hl=en
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=16942
Dizzyj posted a game called Extra-Curricular Practice. It is described as:
“I’ve been working on a game for the last week in my spare time. The basic idea behind this game
is to try and make a semi-accurate simulation of hypnosis; so the player has to pay attention to the
trance depth and suggestibility of the subject and not just tell them to take their clothes off after
swinging a watch for a few seconds! This also is intended to make it more appealing to replay.”
You can find the game here: http://www.box.net/shared/j59b0khc94
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17078
Guts2 posted a game called Dark Land which is:
“You will play a young Girl and she has to save the World as we now it. Or will she destroy it?
You will decide. Here is now the first Beta of my Game. You can do now the first quests. So you can
see how it will work. The Story takes place in Berlin in Germany. You can drive with train and bus
through the City and visit some of the important part of Berlin. But the Story is still very small. So
have fun and send me all the Bugs you can find.”
You can find the game here: http://hypnopics-collective.net/cpg132/displayimage.php?pos=-106039
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17004
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You can find the game here: http://games-collective.net/Escape.zip

Node2 posted a game called Love Divine, Love Potion No9. It is a work in progess so bug reports and
ideas are welcome!
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Entropicemily uploaded a customizable version of You Just Lost.
You can find the game here:
http://hypnopics-collective.net/cpg132/albums/userpics/38241/You_Just_Lost_%28Customisable%29.rar
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=17049
Son of Odin posted a game called Janine - Der Hypnotiseur Teil 2, THIS GAME IS TOTALLY IN
GERMAN. Please be aware of this when you download the game. It is the second part of the HypnotistStory.
You can find the game here:
http://rapidshare.com/files/359705730/Janine_-_Der_Hypnotiseur_Teil_2.1_komplett.rag
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=17092
Detrix posted a game called Guardian of Magic Jessy.
You can find the game here:
http://www.tfgamessite.com/phpbb3/viewtopic.php?f=24&t=1007&start=0
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=17253
Orcha posted an update for his game Demon Town! He noted that:
“Added a couple survivors of the attacks, each with their own short quest Got the alchemy system
working Added a bit of info about the game world to the game Progressed the main storyline (though
probably not as far as you all were hoping for, but it will have to do) Ending is a little abrupt, but I
ran out of creativity at that point. Added several “bad ends” to the game, I think 8 total so far.”
You can find the game here:
http://www.4shared.com/file/252536359/1187d1dc/DemonTown5.html
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=14673
Udat posted a new version of his game Kidnapped.
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You can find the game here:
http://rapidshare.com/files/369760582/Love_Divine__Love_Potion_No.9__V0.16.rag
And the discussion thread is:
http://hypnopics-collective.net/viewtopic.php?f=11&t=17019

You can find the game here: http://games-collective.net/Kidnapped_1.0.rag.zip
And the discussion thread is: http://hypnopics-collective.net/viewtopic.php?f=11&t=17168
And that’s all from the Collective!!!
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Upcoming Game
Announcement

Coming Spring 2010!
British Fox and the Nationalist Conspiracy!
It’s taken three and a half years of my life, but the long awaited sequel to ‘British Fox and the Celebrity
Abductions’ should be on the stands in time for the UK General Election. Unless my beta-testers break it
beyond repair.
Purple Dragon has graciously allowed
me to plug it in these worthy pages, and
since I’ve commissioned some artwork
for it, here is the front cover. The artist
is man called Alatriste whose work and
contact details I found on Pulptoon.com
(a sf/cannibalism art site, perhaps a bit
heavy end even for me). He was interested
in the project and I’ve commissioned a
number of pictures from him to embed
in the game. Since it’s original artwork
the cost of this wasn’t insignificant, this
picture cost me $60 US and the ‘trade
dress’ around it was $10 extra. However,
I think for a complex picture drawn pretty
well exactly to my specifications this
doesn’t seem at all unreasonable to me,
and he threw in the little mini-Fox for free.
You couldn’t illustrate a whole game but
a couple hundred bucks to depict some
important scenes of a project that has off
and on dominated my life for three years
seems a small price. Alatriste himself is
very friendly (by email) and discussed
details with me to ensure he was drawing
what I wanted and that the picture itself
would turn out well and we made a couple
changes to the original conception.
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he following is a news release for the long awaited
new British Fox game by Lucilla Frost. We are only
too happy to allow her to plug the game in the pages of the
newsletter as we would be for anyone who wished to do the
same thing for their own game.

April 2010

I’m coming for you Goblin-Boy!
Xx
Lou
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Group Discussion

Since this discussion actually started last month, but wasn’t
printed when I decided to change the last issue, we thought
that we would continue it with a discussion of the new mini- Comp Rules
comp rules that were announced last month. So what you
have in the following is a discussion of the micro-comp rules, leading into one of the mini-comp rules, with
a few musing of potential future rules thrown in for good measure. I freely admit that all this makes it a bit
of a hodge-podge to read, but you shouldn’t have any trouble following along.
If something in the following sparks an idea, then please feel free to let us know. I would welcome either
e-mails dealing with the subject or a continuation of the discussion on one of the forums. No set of rules is
ever going to please everyone, but if we don’t know what you think, then there is even a smaller chance of
them pleasing you.
So let’s get to it. We’ll start with a little discussion of the pros and cons of the micro-comp rules. Lead us
off Ben.
BBBen: I was one of those who put my hand up as potentially interested in making a game and then I didn’t
follow through. I doubt I would have preferred to make both characters playable as it would have made a
larger workload. I don’t think it was any of the rules that actually deterred me so much as laziness and an
interest in working on other projects, but there was one rule that slightly put me off.
The rule that I didn’t like was the requirement that the NPC be the PC’s “significant other”, and the reason I
didn’t like this rule was that it seemed to take the fun out of the “hunt”, as it were and removes tension from
the character development. I prefer writing AIF stories about characters getting together than about them
already being together. Of course, had I thought about it at the time I could have remembered that effectively
most of the Crossworlds games were about characters that are already together, and perhaps I could have
written something about them, but it didn’t occur to me at the time.
I think a “Christmas” theme in of itself would have probably been sufficient, but then I don’t want to bash the
idea too much. There were more games for this comp than my threesome comp, so it’s not like I necessarily
know better anyway.
ExLibris: I actually liked the ‘significant other’ rule, as I sometimes feel that AIF is a little too focused on
the hunt. Having the PC actually be in a committed relationship with someone he doesn’t plan on cheating on
is a nice change of pace. I can see where you’re coming from from a writing standpoint though. The sources
of drama are a lot less obvious in a relationship, compared to a single person ‘on the prowl’. Guy meets girl
(or whatever combination you prefer) almost writes itself, but with guy already has girl you have to find
something else.
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his month’s discussion is a bit different than the ones
that we have had in the past. Originally it was going
to be a discussion of the two games in the recent Christmas
Micro-comp. Well, as it turned out, the discussion board
seemed much more interested in discussing the rules of the
comp than the games themselves.

April 2010

One possible reason that I thought might have affected the low turnout was the time of year, ie. the last
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A. Bomire: I have to agree with BBBen - I like the “chase” more than the actual sex itself (although that’s
good too!) The “significant other” rule didn’t bother me too much, but I can see how it really took some of
the tension from the game. I originally forgot about that aspect, and tumbled various ideas about meeting
up with an ex (to drop something off, or perhaps try to patch things up), staying with friends, or other ideas
like that. Actually, my original game idea was to have a mother spending Christmas with her daughter and
her daughter’s “good-for-nothing” boyfriend, but the daughter is called away to work. I changed it when I
realized that I had missed the “significant other” rule.
When I changed it to girl and boyfriend, I had to remove the reluctant attraction theme and instead changed
it to doing something special for the boyfriend. I agree that there is less drama that way, less of a feeling of
conquest. But, when done right it can be exciting in its own way. (And, I’m not saying I did it right - I rushed
it a little.
Knight Errant: I had planned on entering the comp and started writing a game of my own, but just got
too busy to finish it. For me, the requirement of the NPC being the PC’s “significant other” wasn’t a major
issue, it was just another plot element to incorporate. In the AIF world, I think we focus too much on
getting familiar with the object of desire as the required hurdle. I think there are many other possibilities
that could work within the boundaries of an established relationship. For my concept, the focus was on the
relationship and the gift, the puzzle being to establish a sufficiently romantic mood before proposing to the
PC’s girlfriend. The “significant other” requirement made me really think about the concept to build, but I
think my game will be better for it whenever I get around to finishing it.
I think the bigger issue with the comp was the short deadline. Let’s face it, the holidays are a busy time of
year and it can be difficult to find time for hobbies. It was great that we got two entries and I’d consider the
comp a success because of that, but I think if we had more time to work on them we might’ve gotten more
entries.
Purple Dragon: As far as the “significant other” rule goes, I think I have already gone over some of my
reasons for putting it in, but I’ll do it again here. It has already been pointed out that a lot of (maybe most)
AIF is about the chase. I realize that’s true of course, and that is actually one of the main reasons I added this
rule. It seems like a lot of times, games become “how complicated can I make the trek toward the ultimate
goal of the player getting some sex.” Before anyone says it, yes, I know that that is not even close to always
true, but it is one of the problems that we have had with some of the mini-comps. People can only have three
rooms, and two NPC, so they have to come up with other things to make the game more complicated.
The main reason I added this rule was to get rid of that requirement. My main goal for this comp was not to
produce a whole bunch of incredible games. I don’t actually think it is possible to produce a ‘great’ game
when you are restricted to this size. No, my main goal was to get a couple of games from new authors. My
thoughts were that if the PC and NPC were already in a relationship, then the author would not be forced to
come up with a whole series of events to get them together. He or she could potentially just jump right into
the sex scene if that is what they wanted.
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minute rush to get everything finished at work, holiday commitments and so on. But I had a quick look at
when other games have been released and actually December doesn’t seem to be a particularly bad month
for AIF. Perhaps its different when you’re working to an external deadline. There were certainly expressions
of interest from a couple of people when the competition was announced.
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The point, as I have already said, was to get some new authors to step in and produce a couple of these
pseudo games, no matter how small and simple they turned out to be. My hope was that this would show
them that writing these things really isn’t brain surgery after all, and that they probably could handle writing
a full sized game. Of course, since the only two entries we received were from already established authors,
I think we can safely say that my main goal failed miserably. But when all is said and done, I still think is
was a good idea, and I’m glad we tried it.
As far as the deadline goes, yes, I knew that the time frame would be a problem, but this was literally a spur
of the moment idea. I was putting the finishing touches on the newsletter when I had the idea. I wrote it up
then, and released the newsletter that day. There might have been a better turnout if there had been more
time, but I don’t think that is by any means a certainty. More likely, more time would have just given people
more time to procrastinate before starting, then realizing that they didn’t have enough time to finish. Okay,
a bit pessimistic there, and if I had thought of it earlier then I certainly would have announced it earlier, but
what’s done is done.
Dudeman: I am in the same boat as someone who planned to enter but didn’t pull through. To me, the rule
that bothered me most wasn’t just the “significant other” part (altough that was pretty restricting), it was
that the setting and basic plot was already determined for you. To be honest, that just took a lot of fun out of
writing the game for me. Trying to come up with a unique, creative, nteresting, and sexy situation/plot is a
lot of the fun of writing to me. I had come up with a few ideas for a game that would have fit into the rules,
but I just didn’t have any enthusiasm for any of them which made trying to write the game feel more like a
chore then an enjoyable hobby.
Also, I think this may have turned off a lot of new authors more then it helped take some of the presure off
of them. I have seen a lot of potential authors start writing games with really unique, grand stories in mind
that fit their personal tastes in games which make them willing to try learning a coding language and actually
write the game they have in mind. While more often than not the scope of these games is way too large for
a new author and they end up giving up (which is something I believe Purple Dragon was trying to adress
with this comp), you can’t ignore that it’s the desire to put form to a unique, creative idea that drives many
new authors to start writing games in the first place and not to just win a comp. The comp was a good idea
and so was restricting the size to encourage new authors, but I was vocally against being so restrictive when
it comes to content.
Though I could be wrong, I can only speak for myself and my own experience after all.
ExLibris: I’d pretty much agree with all of that.
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Now, some will ask (and already have as a matter of fact) whether there is any point in the games in the first
place if all you have in them is a sex scene and little else, no matter how well written. My answer is, no, not
really. Sure they might make for a good read, a little titillation as a Christmas present, and that was one of
my goals as well -- although a secondary one. But ‘games’ like that, really aren’t games at all so what was
the point?

The last couple of minicomps I’ve at least tried to come up with some ideas for an entry (and in one case
I actually got as far as writing something), but with this competition I didn’t even do that. Having such a
specific starting point is good if you’re completely lacking in inspiration, but as soon as you do start having
some ideas they’re going to conflict with that starting scenario. Individually I don’t think that “significant
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After saying that the starting scenario was restrictive, it’s actually interesting that the two games are as
different as they are. In Intimate Encounters the story is primarily driven by gameplay (literally), while in
My Special Gift the story is more of an outgrowth of the relationship between the characters.
Perhaps not unsurprisingly, My Special Gift holds the advantage in terms of characterisation. The opening
gives the player a brief biographical sketch of Derek and Kelly, which establishes them as distinct characters
immediately. That’s reinforced by the implemented conversation choices, and the dialogue within the scene.
They’re really not much more than ‘types’, but that’s enough to give them a spark of life. The first female
PC in three years(?) is a bonus.
The characters of Intimate Encounters have fuzzier outlines for me. I think that’s partly a result of their not
being provided with names at the start of the game. The player does get to name both of them later on, but
player-named PCs have a tendency to be faceless as their prime function is to act as a placeholder for the
player. That coloured my impressions even though the descriptions of both characters make it clear that
they’re individual rather than generic. Overall though, less detailed characters aren’t an impediment as the
story doesn’t rely on any aspect of the characters’ personality or background. Instead, an external object (the
mysterious game) is the catalyst for the plot.
Purple Dragon: Strangely enough, My Special Gift was much closer to what I was expecting the games for
this comp to be like than my own was. The gift was a fairly straightforward catalyst to kick start the sex. If
you know exactly what to do, you can be in the sex scene three turns after starting the game.
As ExLibris mentioned, the characters were very well done in such a small spacree. The setup gives the
game a feeling of reality. I got the feeling that Kelly and Derek were real people, stealing a few moments
along before being thrust back into the hustle of the Christmas season.
I liked the double meaning of the “special gift”. At first, as I’m sure was the intention, I thought that the
video was the gift. Finding out later that it was much more than that was a nice touch. The first time I played
the game I didn’t actually get the anal scene. Did you have that on some kind of timer AB? The first time
through I did a lot of looking around, and tried every possible sexual command I could think of before
moving on to actual sex. I then got a response saying she was going to do it, but they were out of time. My
next time through I got right down to business, and had time to receive her special gift.
The sex was as hot as we have come to expect from you, and even though it is very short, it was a fun little
game. By the way, I also caught the name of the person who sold Kelly her sexy lingerie. Nice touch. :)
A. Bomire: I know quite a few people for whom Kelly and Derek’s day is just what they experience on
Christmas. (Well, I don’t know about the sex part! ;) )
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other” or “opening presents” aspects are too restrictive, but they certainly get that way when you combine
them. As it is, the scenario for this competition strongly suggested a particular storyline (which both entries
followed), but it wasn’t a story I was interested in pursuing. I still think a themed competition could work in
encouraging new authors, especially if the scenario was a suggestion rather than a requirement.

What probably happened is something that I’ve been toying with in my last few games. Instead of making
the male character some sort of sexual superman who has orgasm after orgasm, I’ve been cutting down on
how much sex can take place. In this case, Derek can orgasm 3 times before he is done. Or, in this game,

10

Volume 6 Number 4

April 2010

before Kelly and Derek have to get ready to go. Which means that you can experience 3 sex scenes. And
before you are allowed to have the anal scene, you have to have completed regular intercourse.

Thanks! As soon as I wrote the part about Kelly slipping into some sexy lingerie, I knew she had to pick it
up from Angie!
ExLibris: Generally, AIF deals with the male refractory period in one of two ways. It either ignores it
completely (which gets unrealistic after a certain point), or the arousal system requires other actions to be
repeated before the PC can ‘perform’ (which can be tedious). So giving the male character a limited number
of orgasms strikes a nice balance between realism and playability.
It also forces the player to make a choice, since they can’t ‘do’ everything in a sex scene, rather than
just methodically working their way through every combination of bodyparts (which is my usual modus
operandi). From a story point of view, I’m all in favour of getting the player to make choices. even if they’re
ultimately not that meaningful. It also adds to the replayability.
A. Bomire: In all truth and honesty, for me it wasn’t necessarily about providing verisimilitude (although
that played a part in it). It was more a point of reducing the number of sex scenes that need to be written. As
any author knows, when you allow infinite sex, you need to provide infinite variety (or, as close as you can
get). This means writing multiple descriptions for various sex acts and, in my case, using a random generator
to keep it from repeating. Of course, there’s no way to completely stop it from repeating but writing three or
four scenes and having the game randomly choose which one to display helps a little.
By changing the game so that the male player can only climax a limited number of times, I know going in
that there is a much smaller set of sex acts to write. I still write more than one scene, because players are
going to try to repeat. However, I don’t have to write multiple random scenes - I can write a “first time”
scene, and then a “repeat scene” (with possible randomness if I feel like it).
Purple Dragon: Okay, as talked about we’ll now switch gears in this discussion to the rules for the minicomp. You can also still comment of the micro-comp rules if you wish, comparing them to the new and old
mini-comp rules. Just so that we have them for quick reference, here are the changes I made this year.
v Maximum rooms changed from 3 to 5.
v Maximum characters changed from 3 to 4.
v Cutscene explanation. Although these have been allowed all along, I just wanted to try to define a
little more clearly what they are, and how they can be used.
v We’ll now rank just the top 3 or 5 entries rather than the whole field.
v Discussion of the games will now be allowed during the voting period.
v The last one isn’t so much a rule change, but it might be the one that gets me the most flak. What do
you think about me taking it upon myself to disqualify games in the concept category if I personally
think they step over the line?
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Actually, this is the first time I’ve received feedback on that part. I don’t know if players like or hate it, or
just didn’t notice it. In most of the games like this that I’ve done, I’ve tried to hint at the male character’s
stamina starting to wane as the sex scene goes on. I might have accidentally left that out of the scene with
Kelly and Derek.
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Something that occurred to me as I was walking to work this morning was the idea of getting rid of the
concept category altogether. I’m not sure how helpful it is to have a category that essentially rewards authors
for finding inventive ways to stretch the rules in order to include more content. Perhaps replace it with
something more neutral, such as plot.
I think that loosening the restriction on rooms is a good idea. Finding a story that will fit into three rooms is
tricky. Five is a bit more accommodating. I’m a little less certain about increasing the number of characters,
simply because characters are so much more work than rooms. Rating some of the games is easier than
having to rate all of them, so that should theoretically increase voting. One thing that isn’t mentioned, but
which I would be okay about restricting, is the number of interactive sex scenes. Let’s face it, a game that
includes multiple sex scenes is going to score higher in the enjoyment and sex categories than a game with
only one (although that’s partially contradicted by the results of the 2009 minicomp so perhaps I don’t know
what I’m talking about).
Overall, I think the rule changes would make me more likely to create a game for the minicomp, so I’m in
favour.
Purple Dragon: I actually thought about that, about the possibility of someone purposely breaking the rules,
and accepting disqualification in one category in order to get higher scores in the others. But in the end, I
think it will be okay, since these will be borderline cases. The author isn’t going to be able to include a dozen
characters, or throw in an orgy scene because that would blatantly violate the rules and the game wouldn’t
qualify for the comp in the first place.
Wow, it is very interesting to hear you say that since I have always thought that the point of this category is
to reward just the opposite. The concept category is described as follows.
“Is it a good idea for a mini-comp game? Does it work well with the set limits? Does it feel complete or more
like a game fragment?”
I have always read this as a game that fits well within the stated rules, without pushing them, yet still feels
like a real game. Adding extra content that stretches the rules might raise the score I give to a game in some
of the other categories, but it ALWAYS decreases the score in this one (at least for me). I’d be very interested
in hearing what other people think about this category.
I see your point here, and I actually considered limiting that at one point. I think I even threw out the idea
somewhere of getting rid of nearly all the other restrictions altogether and just limiting the game to a single
sex scene. My reasoning at the time was that few people are going to write a game that has 50 rooms and 10
character, and is a major puzzle fest if it can all lead up to only a single sex scene, mainly because I think it
would be unlikely that many people would appreciate all that work enough to vote for it. I thought that this
one restriction, by itself, might be enough to limit the size of the games in general. I’m still not entirely sure
that I was wrong, but someone brought up a good point that I hadn’t considered. What is a sex scene?
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ExLibris: I’m a bit ambivalent about the idea of disqualifying games from the concept category. If the game
has already been ‘punished’ for stretching the rules, I think players would be less likely to downgrade their
ratings in other areas, so you might end up with a situation where being disqualified would be balanced out
by a higher rating in the other categories (ie. higher because of how the rules have been broken). But I don’t
know the details of the scoring system.
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A. Bomire: I’m with you on this one, PD. I had always read this category as how well the game fit into the
concept of the rules. This would include 1) Not violating the written or intent of the rules, and 2) How well
the author fit the concept of the game to the restrictive nature of the rules.
An example is the 3-room limit. Does the author have a logical and natural method of restricting the player
to just 3 rooms, or is there an artificial “There is more to see but you can’t go there” limit? As an example,
a game that takes place on a boat. Is the boat a small fishing vessel, in which case you would have the deck,
the control cabin and below deck? Or is the boat a luxury passenger liner where the player is unnaturally
restricted to his room, the bathroom and possibly a hallway? The former is a much better concept for a minicomp than the latter. But the latter could be done right as well.
I usually don’t think of rewarding a player for coming up with some neat way of skirting or bending or
stretching (or, in some cases, just blatant breaking) of the rules. I do reward a player for coming up with some
neat way of restricting the player to just 3 rooms that doesn’t feel artificial.
There is one problem: people have a tendency to grow to fit their constraints. Move from a 2 bedroom house
to a 3 bedroom house? At first you’ll marvel at the extra space, but it won’t be long until you are marveling
again at how quickly you filled it! Change from $36K a year to $40K a year? Again, at first you’ll be happy
for the extra cash, but it won’t be long until you are spending that extra cash just as quickly as before, and
trying to figure out how you ever lived on $36K!
Saying that, it stands to reason that no matter what limits are placed upon the mini-comp (3 rooms, 5 rooms,
7 rooms, etc.) there are ALWAYS going to be people who complain that they need more rooms. I, myself,
experienced this. I had an idea for the Christmas Comp that for a bunch of reasons didn’t fit. It was a oneroom idea. I decided to try it out for the mini-comp. I was ecstatic that I now had 5 luxurious rooms to
stretch out in, but then discovered that as I stretched my game I suddenly needed more rooms! 5 just weren’t
enough! (I’ve since re-worked the idea again.)
I actually had to go back and read the mini-comp rules again, as I thought it *was* limited to a single sex
scene. But looking at the relative portion of the rules, it clearly states “sex scenes”, in the plural.
I’m with PD on this: how do you define a sex scene? For reference, consider GoblinBoy’s SD3, or NewKid’s
“Ideal New England High School”. In both, the player can have interactions with female characters that I
think anyone would define as “sex”, but no intercourse takes place. (In SD3, I am thinking of the dates you
have with Molly, and in “Ideal High” I am thinking of the interaction with Laurie in the woods.) In general,
you could classify a “sex scene” as any scene in which one or more participants achieves orgasm - but you
will still have nit-pickers. What if you start a blowjob, but get interrupted before you climax? Does that
count? I say “yes” - you are having “oral sex”, it has the word “sex” right in the name! But, if you define it as
“achieving orgasm” then the answer is “no”. So, PD is correct - it is simpler to limit it to interactions between
two characters and let the author code as much (or as little) sex as he wants.
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Do we call it a sex scene when the characters actually have intercourse? Or when they are both naked? How
about rubbing body parts through clothing, is that okay? What about kissing? There are so many ways to
look at it, that I have a hard time imagining a way to define it that would please even a decent number of
people, much less most or all of them. I’m still open to discussion about this, and in a future comp we might
give it a try, but for this one I think we’ll leave it as is.
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I think, and this is just one man’s opinion, that this is the crux of all of the rules discussion: are we attempting
to create a “level playing field”? The original intention of the mini-comp was to provide a place for new
authors to “get their feet wet”. This is an old discussion, but it always seems that established authors are the
ones who end up as top vote getters. So, every rule we put in place would seemingly cripple these authors
and restrict them from submitting what may be a much better game. It would also, theoretically, give unfair
advantage to authors who aren’t very good. If a boxing match were limited to only fighting with the right
hand, a left-handed heavyweight boxer could easily be beaten by a rookie, featherweight right-hander - but
is the featherweight actually a better boxer?
I pose these questions, but I don’t have an answer. To tie these two discussions together, I enjoy the challenge
of trying to fit a game into the limits of the rules in a way which is seamless and natural. I don’t consider it
a disadvantage, nor do I find it crippling. It is simply another challenge to face in creating the game. But I
understand the authors who do have a problem.
Knight Errant: When I’m grading minicomp games, I tend to look at the “concept” category in three
different ways. I think of it in terms of “is this an interesting idea for a game?”, “how well does this fit within
the rules?”, and “how well does this fit the spirit of the comp?”.
“In Darkness”, for example, is an excellent and original idea for a game. It fits the letter of the rules but
seriously stretches the spirit of the comp ... there’s only one intercourse scene, but a second “heavy petting
almost-sex” scene, and although there are only three rooms, one of them is visited in three different time
periods making the game feel like it actually has more rooms. It fits the letter of the law, but it’s so big
that it breaks the spirit. However, it was such a good game and well-written that the positive aspects of its
“concept” outweighed the negatives, so it scored highly with me for “concept”.
I’m not sure about this argument. When it comes to small games, some plots just have a minimum number
of rooms in order to function properly. Sure, raising the limit allows you to take your 1-room game and
turn it into a 5 room game, but scaling an idea back can be extremely difficult beyond a certain point. “Last
Minute Gift”, for example, could be cut back to a 2-room game without losing much, but you can’t turn it
into a 1 room game without seriously destroying the game.
I think limiting it to one scene would make a huge difference in keeping the size of games down. It would
cut out some not-so-mini-comp games like “A Goblin’s Life”. Don’t get me wrong, that was an excellent
game, but it’s just not a mini game.
In my opinion, minicomps should be about creating a place for new authors to get their feet wet, but also a
place for experienced authors to create a short and limited game. It’s no coincidence that I’ve written and
finished two minicomp games but half-wrote and abandoned at least three full-length games. :)
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But, ExLibris has a good point as well. Someone who takes the time to code up a long, involved, rambling
sex scene in every one of the 5 rooms allowed will automatically get higher votes in “Hotness” and
“Enjoyment”, assuming, of course, that they are well-written scenes.

If we want to create a level playing field for new authors, one option would be to split it into two comps. One
could be for first-time authors, the second could be for experienced authors. Same rules, same voting
structure.
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The Girls of Normville

Lin, Janey, and Debbie from the Crossworlds series by BBBen
Pictures by GoblinBoy
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I was attempting to say that no matter what size you make it, some authors will fill it up and then demand
more space.
Two comps might not be a bad idea as it may encourage more new authors. We’ve seen a lot of new authors
show up for the mini-comp as it currently is but perhaps knowing that a new author was guaranteed to win.
We do have a special category for the Erins for new authors, so it isn’t without precedence.
Dudeman: I agree with A Bomire in that this is probably the most important question to answer when
talking about any changes to the mini-comp. Is the mini-comp primarily to encourage new authors to write a
game? Well that would seem to be it’s origional intent and is important since we need a influx of new authors
to keep the community going. However, you can’t deny that in the last 3 years or so, the mini-comp has
evolved into something a lot more than this. It’s become a central focus of the AIF calander where most of
the games get released, even by established, well respected authors. If you primarly focus on the origional
purpose, limiting the characters/rooms/sex may help new authors compete. However, looking at the new
role of the minicomp, then loosening the restrictions would be better IMO to give some of the better authors
some freedom to create some really good game that I’m sure we would all enjoy playing. I think we should
look at it as a balance act between these two purposes of the comp. Don’t restrict the better authors (new or
established) too much, but still try to keep the games on the smaller side to not discourage new authors from
trying there hand at writing a game. I think the new rules do a pretty good job at this.
I would personally be against putting restrictions into the comp based on the number of sexual interactions.
Yes, it would probably help new authors compete, but I think it would hurt the enjoyment of some of the
games quite a bit. Some of my favorite mini-comp games have been ones with multiple sexual interactions,
whether full blown sex scenes or just mini teasing sexual scenes building up to a full blown sex scene.
Atleast thats my opinion on it.
ExLibris: Thinking about this a bit more, I’d say that there’s a line between what merely “fits well” and what
actually stretches the rules, and that line is in a different place for each person. Personally I tend to give a
high concept grade to games that tell a good story without the restrictions feeling restrictive. Second Guest
and Winter Break are good examples of what I mean, where the story is a linked series of small events rather
than one big event. But at what point does a game start to stretch the rules? That’s subjective and I think some
people would give high category marks to a game for something that other people might deduct marks for.
Anyhow, it was just a random thought. I was a little concerned about the start of a concept ‘arms race’, where
authors find more and more inventive ways of fitting in more content without breaking the letter of the rules,
but I think that the risk of disqualification should effectively nip that in the bud.
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A. Bomire: Oh, I agree on that point. I didn’t mean to put forth the argument that a 5-room game could be
made into a 3-room game. In most cases, you can’t, although I agree that “Last Minute Gift” could be done
in 2 rooms.

Purple Dragon: If you will recall, this idea was suggested before. Actually, I was the one who suggested it
and I was shouted down. In that case we decided to go with a “best game by a new author” category instead
of a separate comp. Of course, dudeman ended up winning that one with his first game out, so the new
category didn’t come to anything.
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I don’t know if anyone has thought about this, but one of my reasons for only rating the top 3 or 5 games
(apart from making voting easier) is that that way we don’t have a last place. In other words, If we get 10
games, then there would be a 1st, 2nd, 3rd, 4th, and 5th place, and the others wouldn’t be rated further than
that. I thought that this might make it a bit less intimidating since not winning is one thing, but coming in
last is something else.
ExLibris: I think the major risk in splitting the minicomp into two ‘classes’ is that there might not be enough
entries to fill both. Based on the last four minicomps, I would expect three or four new authors (ie. authors
who have never released anything before) to enter. So if you were ranking the top three, chances are there
would still be someone in last place. Another issue is how would you handle games like A Goblin’s Life?
That might be averted if having a new author only competition did encourage more first-time authors to
enter, but I think that’s really uncertain. Yes, they have a better chance to win, but what they’re winning is
a second-class prize so that kind of cancels itself out. In any case, established authors don’t dominate the
minicomp all that much. Authors who haven’t released a full-length game appear in the top three about half
the time, which would seem to suggest that inexperience isn’t a huge handicap.
Overall, I think that reviving “best game by a new author” is a much better idea. However, perhaps this
question should be revisited next year if relaxing the restrictions doesn’t improve participation.
A. Bomire: I agree. If history has shown us anything, it is that the AIF community is really behind the minicomp, but is not quite ready for additional comps. At least, participation in any other competition has up to
now been exceptionally low.
BBBen: As a host of a comp that got only one entry I have to agree also, and add that I think that the more
we try to push extra comps the more we might take away effort and enthusiasm that might otherwise be spent
on the mini-comp. At least the mini-comp works. Even at its worst we’ve managed to pull together enough
participation to make it a valid competition.
I think the “best game by a new author” prize is probably a good idea, and I don’t think the fact that the
winner of that award happened to be the winner of the comp overall should undermine that. But the main
reason I favour this award is to reward those that participate, not because I think it would motivate new
authors.
The truth is, I don’t think much that we’ve ever done has helped to motivate more people to engage in the
comps. The original rules worked well, and the closer we’ve stuck to them the better success we’ve tended
to have in getting participation. I doubt small rule changes here or there make much difference, but I also
doubt that the authors that always complain about the room limit being too low will ever be satisfied (as was
said above). No matter what limits we set, some will want to go beyond them, but we don’t usually see those
authors write anything anyway, and they could always write their game however they want it and have it
compete for an Erin Award instead.
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Has something changed where this might now be a good thing to do? If I was sure that it would produce
even an extra game or two then I’d say go ahead and do it, but I just don’t know. It’s hard to get potential
new authors to speak up and say whether or not this would make a difference or not. Maybe the only way to
find out for sure would be to give it a try.
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In response to your last point, PD, I have actually thought about the “last place” problem, and I agree with
you. I just haven’t had a lot of chance to put that theory into practice so far. I think it’s actually worse than
you suggest, as while people obviously don’t want to be, say, last in a field of eight, I don’t think anyone
really wants to be sixth or seventh either. A number of fairly good games have failed to impress the voters
and got ranked quite low on the final scoring.
As far as the disqualification subject goes, there was originally an implication, I think, that the mini-comp
organisers would be arbitrarily disqualifying anything that wasn’t at least in a “grey area” but outwardly
broke the rules. It’s never been done, to my knowledge, but I think it’s a reasonable extension. I think,
however, if you’re going to legitimately threaten to disqualify, you should also change the concept category
to a “plot” category or some such, because voters will assume that the “adherence to the rules” thing has
already been sorted out.
What’s more, once a game has been finished and submitted, there’s nothing stopping it from being released
and much loved even if it isn’t entered into the mini-comp, and you could easily point this out to rejected
authors.
Purple Dragon: I’m not sure I know what you mean here or why we should change the category. Yes, if the
game blatantly breaks the rules then it wouldn’t qualify for the comp and would be disqualified. What I’m
really talking about are games that sneak in under the letter of the law, but break the spirit. I don’t think they
should be disqualified, because they do, after all, adhere to that letter of the law. However, I do think they
should be penalized, and that is more what I’m talking about than disqualification. Automatically ranking
them last in the concept category would be our way to penalize the game, while still allowing it to participate.
At that point, the “adherence to the rules thing” would have been taken care of, and people would be free to
vote for the game as usual in the other categories. Of course, if the author pushes it too much people might
start ranking it lower in other categories anyway, but that would just be a risk they would have to take.
If we change the “concept” category to “plot” (or whatever) then we wouldn’t have that option and we really
would have to come up with something more arbitrary to penalize the game (if we were going to do that).
BBBen: Ah, when the word “disqualification” came up I thought you were going to be disqualifying games,
not simply raking them last automatically in concept.
Knight Errant: I’m really looking forward to the widened restrictions for the minicomp. In my mind, the
best minicomp games are the ones that built a better world and plotline in a small game. Hopefully, having
a slightly bigger “canvas” in terms of rooms and non-sexual NPCs will allow for better and more varied
stories.
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Back to the topic at hand, I think the best thing we can do to get people engaged in the mini-comps is to just
get the word out. Once everybody likely to be interested knows about the mini-comp, we’ve probably done
all we can. However, if someone’s going to put their effort into a game as a first-time author we should give
them the chance to get an award that acknowledges that even if an established author wins it.

Purple Dragon: That was always one of my main reasons for loosening the restrictions. If people can just
avoid abusing it too much I think it could make for some much better games overall, while not significantly
increasing the size of the games.
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Back on the topic of restricting the sex scenes in the game, and let’s be clear that this will NOT effect this
years comp. I’m interested in hearing some more thoughts about this for possible future years.

My feeling is that kissing, and light petting (through clothing) would not be enough to make it a sex scene.
Probably the easiest way to put it would be to say that a sex scene starts when any character touches (or licks
or fucks of course) any uncovered sexual body part belonging to another person. For females this would be
the big three (tits, ass, pussy) and for males, his cock (and ass if he is lucky enough to have one).
Before anyone brings it up, let me note myself that I realize that this would allow masturbation by either the
PC or NPC as well as being able to see the other naked and still not count as a sex scene. This leaves a lot of
room to build sexual tension in the game, although the potential for abuse is obviously there as well.
Like any other set of rules, this one certainly has problems. So what are they, and do you think that enough
good could come out of it to offset them?
BBBen: It’s tricky to define what should constitute a sex scene. It feels like trying to define pornography
- we know it when we see it. We know when a scene qualifies, but we don’t know the exact point it crosses
over a line. I think the general guideline should be that people shouldn’t try to bend this rule too much. A
bit of petting over the clothing is probably fine, so long as there’s no orgasms involved. Peeking on others is
probably okay, but I don’t know about it if both are watching each other and jerking off to each other.
A. Bomire: I don’t necessarily find a problem, but a situation that isn’t covered by the above. In particular,
you mention “light petting (through clothing)”. Then you mention interaction with uncovered body parts. This
leaves out heavy petting through clothing, which can include reaching climax (for the male or female).
I tend to agree with your definition that a sex scene involves bare skin, which would mean that such heavy
petting would be OK as a “non-sex scene”, even if it does involve reaching climax. What do the rest of you
think?
Now for the shady middle ground: what about underwear? Pardon the crudity of the example, but if it is
OK to fondle a girl through her sweater and skirt, is it OK if she is wearing a bra and panties? (The same
would, of course, apply to male characters and their Y-fronts.) I’m not sure if I can come up with a logical
reason why, but for some reason this strikes me as being more intimate and therefore out of bounds. The
same would go for anything like reaching under a skirt or into a blouse or other such descriptions (or down
a pair of men’s jeans). And the same would hold true, for me, for things like swimwear (bikinis, speedos,
swim trunks, etc).
I’ll be the first to admit that I am nit-picking, and as has been posted before (I apologize as I cannot recall
who made the suggestion), it is more of a case of following the spirit of the rules than the letter.
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The biggest problem with this has already been brought up. What actually constitutes a sex scene. For our
discussion here, let me just throw out a preliminary definition.

Purple Dragon: You certainly have some good points there, and I agree with you that my preliminary
definition didn’t cover them. Although a girl wearing a bra technically still has her breasts covered, it does
indeed feel different than touching them through a sweater (pun intended). It looks like we need a bit more
discussion on this one, but this one is already longer than most people are likely to have read all the way
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through, so I think we’ll close for now.

E

ach month we will be bringing you a new top ten list.
You should not for a minute believe that the following
represents the newsletter’s official view on the matter (we
don’t have one). Rather, this is one person’s personal list
of favorite games. Speaking from personal experience, it’s
hard to narrow the list down to ten games, and even harder
to rate them in order so you should probably consider any
game on any list to be well worth playing. If you don’t
agree with something, then by all means feel free to write
up your own list and send it in. I’ll be more than happy to
print it.
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This month’s list is by Kronn. I would like to publicly thank him for being the very first non-staff member
to submit one of these lists. I don’t know how the rest of you feel, but I certainly enjoy reading them, and
hearing what other people think are the best games out there. If you like them as well, then you should
probably consider the fact that there are only a couple of staff members who have yet to submit a list.
After those are done, the only way for this feature to continue is if we get some lists from some of you
out there. I realize that it can be very hard to rate the top games of all times, but I know you all have your
favorites so why don’t you follow Kronn’s lead, write them down, and share with the group? And now, on
with this month’s list.
Here is my take on the top 10 stories out there but not in any particular ranking order. I find it impossible to
rank the stories in any order. The styles, experiences, puzzle solving, arousal, the stories.... everything!...are
all uniquely different. But again, in my opinion, these stories rank among the best I have experienced todate.
How could someone possibly rank them??? It’s just impossible! For example, if we were to talk about WWII
planes...how can one prefer the sleek, American P51 Mustang with it’s Merlin Rolls Royce engine and all
around versatility and performance, to a British Supermarine Spitfire with the Rolls Royce engine with it’s
superb turning rate or a German FW-190 with the superb BMW 801 Engine and its awesome climb /desent
rate and firepower ? Or the liquid cooled ME109 ????? All superb planes, all with their uniqueness and
characteristics, all admired ...all classic, all really historic having made their mark for decades and centuries
to come. All disputed... I challenge you! Go on the internet... there will be no resolution to which was THE
best plane...or the best pilot. You’ll find thousands upon thousands of intelligent arguments praising the
virtues of their favorite.....
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So that’s it for this month. If you have something to add to the discussion, please do so. You can either to it
on one of the forums, or if you have something that you feel would benefit from the (slightly) more formal
setting of the newsletter then feel free to send it to me and I’ll print it next month.

In the same frame of mind, how could I possibly compare Goblinboy, to Bomire, or to Ninny, or
Dixon, Moriarty, or to Cole/Sir Gareth???
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Camping Trip by GoblinBoy

I find that what makes this story so exciting is that there’s actually an antagonist, your friend Mike, who
makes a bet he can sleep with your girlfriend before you do and that is what really sets the tone! As a player
you really have something to loose; you have an antagonist...make the wrong move(s) and you lose your
girlfriend to Mike! How exciting and stressful!
This simple story along with the fantastic sex really sets itself apart from the majority of other stories
out there. Goblinboy really has the right recipe....make sure there’s an adversary and that the player has
something to lose and you have the basis for an exciting arousing story.
School Dreams 3 by Goblin Boy
My first ever AIF story! .... I had read the reviews, downloaded the game, figured out at the same time how
TADS worked. On my first try I “lost.”....Gary screwed Molly and all I did was get to watch! That really set
the pace for me.... I played and replayed, read discussion groups on this story and I must have (and still do)
about 10 or more save points. I knew at that point I was hopelessly addicted to AIF :-) As in Camping Trip
what makes this story awesome, is again, the presence of antagonist (this time Gary) and again that the player
has something to lose (Molly being de-flowered by Gary instead of you). Also, the complexity, the multitude
of branches and directions to go and decisions to make. As well the many many subplots (As an example:
Charlotte for physics, Yuki’s fantasys, and the cinema). The writing and sex are, as usual with Goblinboy,
excellent and the addition of the 3D drawings just wonderfully adds to the arousal.... The drawings are
generic enough not to distract or divert you. What I mean by that is that for those of you out there that have
played RAGS games, the down-loaded photo of a porn star and pasted into the story just doesn’t cut it. Just
as the way ‘Trix, in your December newsletter described Moist having made a profound impression, School
Dreams had that effect for me.
Sex Artist by A Ninny
This story was just simply well ... fantastic. As a player I got completely immersed in the world of arts
and artists. The puzzles were great and I do have to admit that there too, I had to on occasion resort to
walkthroughs when I was stuck. There were a couple of sticky points in terms of puzzles but, by consulting
some internet walkthroughs, got by them. The character (Buzz) and his girlfriend Claire were very well
written and character development was really, really excellent. The character’s task of rapidly sketching the
couple in the slow process of making love... slowly undressing.. and with client’s initial hesitation and giving
them “suggestions” was very voyeuristic and arousing because It was nicely realistic.
The player’s task was to set the right mood for his clients otherwise sex would not happen. The sex was
fantastic and the story was really solid and stuck together well.
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As in all GoblinBoy’s stories, Camp Trip is another well written story. This story is not really focused as
much on puzzles as many of the other stories out there, but rather on the player choices, the path and actions
he chooses to follow.

The Reunion by Moriarty
What a story!!! It’s just so well written. The puzzles were relevant and added to game enjoyment. some
puzzles were whacky, but certainly humorous and fit very, very well in the context of the game (remember
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the administrator at the tent? Remember your girlfriend’s friend! - and what about the coconut and the beach
ball?)....memorable....

Tomorrow Never Comes by A Bomire
Truly a story so well done, so luxurious, soooo James Bond. Bomire if you’re reading this, why aren’t
you writing the next 007 movie? This story was intense, involved, and tight. Highly realistic in the James
Bond setting, the story, plot, sex ....everything was fantastic....I really loved the farm chapter. I just have to
wonder how many hours did this author take to write the submarine cat and mouse game hiding/go forward
episode??? Furthermore, the farm...ahhh to start the old tractor and start the widow <wink>...was just
fantastic. Although the puzzles were not always easy they made sense and truly contributed to the story
Unfortunately, so many other authors out there make puzzles just to get to the sex. Hear me out: I like authors
where resolving puzzles adds to the character development or to the plot or to the story. I don’t like authors
where solving puzzles “unlocks” the game whatever kind of sex he wants. So many stories (like in my
example below) are a dime a dozen:
You want to fuck character A but A needs you to get rid of character C and C wants you bring item D back
to him and then you get sex...... BORING!!! Bomire.... this story along with your other one (I like the short
and sweet office series too) are just fantastic!!!
Rogue Cop by Choices
Unlike so many other stories, as a player I was immediately immersed into this story. How could I not be?
.... My brother DEAD! Who did this ? Why? where is everybody?? ..from there, the puzzles were relatively
straightforward BUT the sex was truly awesome. Most importantly. a realistic parallel with real life choices
(and consequences) as a cop versus - like so many other games - where sex is just the result of tedious
puzzles being resolved...
The film clips in the story were disturbing but most certainly- added layers/dimensions/depth and meaning. I
find that the characters had life, and personalities, and depth to a degree and made the story really remarkably
enjoyable. Really well thought out...well written...and exciting.
Dexter Dixon: In Search of the Prussian Pussy by A. Bomire
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When I started the game and found out that my girlfriend wanted to “explore” her past....I felt betrayed and
that really set the tone for the game. The many paths, the substories (ie The Pirate Captain - ah what a definite
turn-on!) all really made this another classic in my opinion. Finally the multiple endings just oh... put the
proverbial cherry on the sundae. To resume, I’d say that The Reunion was a luxurious, full, satisfying, and
fantastic story. This author can really write and write realistic stories...I got quite immersed into Moriaty’s
world!

Again really nice, tight, short and sweet.....wonderful you know 50’s and 60’s dark detective novels. Dixon
is truly a great author...just immersing the player into the 50’s and 60’s Bogart genre of films. The dialoge is
superb; the characters actually have depth, the puzzles really fit and enhance compliment the game. the sex
scenes are not necessarily easy and gratuitous. This story is another “must have.”
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Prom Night by Christopher Cole and Sir Gareth

Sam Shooter I: Graduation Day by One-Eyed Jack.
A great story. The relation between the player and his sister is just so well thought out and gradual and
teasing......The player versus his sister...her “no” attitude in juxtaposition with her yielding body is truly a
delicious and exciting and arousing feat. The forbidden fruit of blackmail for incest is just delicious. I also
enjoyed the second game in his series, but definitely thought that the first game would truly qualify as a
“classic” from my point of view.
In Darkness by Goblinboy
Well this is not a story that I would play over and over again BUT, I found it compelling, intense, and
intelligent. As the player who basically wakes up in a mortuary dozens of questions arise immediately. How
did I get here? Who/what are these corpses? What are these items? As the items fade away and the clues
become more apparent the story certainly takes a chock hold of the payer’s throat. It’s intense/compelling/
disturbing. Goblinboy is the undisputed master when it comes to creating conflict and stress through
antagonists....This is really a dark story, an intense story....in my mind a “ must play/must have” classic.

The Gambling Shop
A Review by A. Bomire
Game Info:
Author:
Release Date:
Platform:
Size:
Content:
Type:
Length:
Reviewed:
Extras:

The Gambling Shop
Jules Constene
June 1990
DOS
32k
mf
T&AIF
(very) Short
February 2010
AKA: Gamble, Gambler

Game
Reviews

Basic Plot/Story
You have entered a gambling shop/brothel. You gamble with the owner, Vido, for sexual favors with the
various girls in the shop. If you win enough credits, you can buy their favors. If you lose, then Vido gets to
have his way with you (he’s gay). You gamble by playing various games of chance: Blackjack, Poker and
Aces High.
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Again a really nice, tight well done story. I was immersed in this story. I thought the characters were
believable and the plot and twists and turns went very, very well. The puzzles were great and added to the
story/plot. This writer is excellent... If you haven’t tried or played this one you should.

Overall Thoughts
This game was just recently brought to my attention, although it has been out for almost 20 years (at the
time of this writing). Although the game was written long before Windows, in the days of DOS, it ran
fine on my Windows XP system. I ran into a couple of technical issues which I’ll review later under the
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Technical section. The game isn’t very interactive - you simply choose your actions from a menu. Overall, it
is interesting only because I hadn’t heard of it before.

Since you don’t really play the games, the only puzzle is figuring out how to beat Vido, who cheats. Once
you find that solution, you can win every time and the game is pretty much over except for viewing the
individual sexual scenes. Speaking of which, let’s talk about the...
Sex
The sexual scenes in this game aren’t bad, they just aren’t very good. There are six different scenes, and
each scene takes different amounts of credits. However, the scenes never vary, so once you’ve seen the
BLOWJOB scene once, it will be the same every time you select that scene. And, one of the scenes is a
combination of oral and intercourse which includes scenes from other choices. So it won’t take very long at
all to see everything that this game has to offer.
Technical
There weren’t any technical glitches in this game, or even any typos, misspellings, grammar errors, or
anything like that. That’s good. What is bad is that the game is written for DOS, which some players may
have trouble playing. As I said, I had no trouble running the game on my Windows XP system, with one
slight problem. If you “double-click” on the game to run it, when it ends it closes the window which doesn’t
allow you to see the final description of you losing the game. So, it appears as if the game simply crashes or
closes. If you open a DOS prompt and run it that way, then it runs just fine.
People who use other than Microsoft for their OS may want to look at something like DOSBox to emulate
a DOS window for the game. I used DOSBox Portable (from PortableApps.com), and the game executed
flawlessly. DOSBox Portable allows you to run DOSBox without installing it onto your computer, but I
believe it is designed to run under Windows. For other operating systems, you may need the DOSBox
installation which can be downloaded from www.dosbox.com.
Final Thoughts
I played this game mainly because you rarely hear of a “new” game that was written almost 20 years ago. I
thought I knew of all of the old games already. When this game was brought to my attention at the Yahoo!
AIF Archive discussion group, I immediately wanted to try it out. Some of the old games are actually pretty
good. This one was not. The puzzle, if you want to call it that, is either extremely frustrating or (once you
figure it out) extremely simple. The sex scenes are pretty basic, and pretty limited. When compared against
other games which were released at or around the same time, which include games such as Badman’s “XTrek” (1991) and “A Night With Troi” (1991), it is just not in the same league. I would recommend playing
this game only if you are an enthusiast.
Rating: D+
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Puzzles/Game Play
There is only one puzzle in this game - playing the various card games. And as you’ll soon discover if you
play The Gambling Shop, even that is simplified. The player is presented with a menu of 5 choices: Use your
credits to buy sexual favors, play Blackjack, play Poker, play Aces High or quit. When you select one of the
gambling games, you aren’t presented with additional menus indicating how you want to bet or play. You are
simply presented with the results (Win/Lose). When you select the option to use your built-up credits, you
are presented with a menu of options there. When you select one (BLOWJOB, for example) you are given a
brief (1-2 paragraph) description of the sexual act and then the game goes back to the original menu.
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If you can write game reviews, articles, opinion pieces, humorous essays,
or endless blather, we want you. Contact the Editor for suggested content
or just write what you want and send it to us.

Please direct all comments, articles, reviews, discussion and art to the
Editor at aifsubmissions@gmail.com.

AIF
Wants
You!

Editor:
Purple Dragon has written several AIF games including
Archie’s Birthday - Chapter 1: Reggie’s Gift, A Dream Come
True, and Time in the Dark. He has received one Erin award
and been nominated for several others.

Staff:
A Bomire is the author of several TADS AIF games,
Staff
including Dexter Dixon: In Search of the Prussian Pussy,
Tomorrow Never Comes and The Backlot. His games have
won numerous awards and Erin nominations. He was the co-recipient of the Badman Memorial Lifetime
Achievement Award in 2006.
A Ninny is an AIF player, author of four AIF games and frequent beta-tester. His Parlour received an Erin
for Best “One Night Stand” game in 2004 and his most recent game, HORSE walked away with three Erins
at the 2007 awards show.
BBBen is an author of a number of Adrift AIF games. His games have received numerous Erin awards and
nominations and first place in A. Bomire’s 2004 mini-comp. He was also the recipient of the 2007 Badman
Memorial Lifetime Achievement Award.
Bitterfrost is a longtime IF/AIF player working on his first (and last) game, How I Got Syphilix.
Dudeman has released one game and is working on a second. He has also released an impressive Inform 7
sex extension to help make it easier for others to write games of their own.
Knight Errant is an AIF player who has released two games and is currently working on a couple of
others.
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Submitting your work to Inside Erin:

’trix has released one game, Casting, which was written in Inform 6, and is sporadically working on another
in TADS 3.
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