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Preparation

Visit twinery.org & download version 1.4.2 of Twine 

Text and resources available at novelalliances.com  

http://twinery.org
http://novelalliances.com


Today’s Itinerary
Introductions 

The rise of Indigenous games 

Why games? 

Introduction to Twine (via Jason Lewis) 

HTML & CSS 

Working with functions (<<set>>, <<if>>, <<print>>)



Today’s Itinerary

Build your own remediation of Lewis 

Start building your own game



Programming is Better with Friends

Organize yourself into groups of 4 or 5













Omeka



Archives at: 
https://www.citr.ca/radio/unceded-airwaves/ 



Annah Mackay



Why Games?



Elizabeth Lapensee

“Done right, games have the potential to be self-
determined spaces, where Indigenous people (meaning 
First Nations, Inuit, Métis, Native American, Maori, 
Aboriginal and similar communities) can express 
themselves on their own terms.”



Upper One Games



Skins 6.0 (Aboriginal Territories in Cyberspace)



Singuistics



Elizabeth Lapensée, Thunderbird Strike



Maize Longboat, Terra Nova 



Why Games? (Anastasia Salter) 
The exploration of content from  a new point of view ( for 
example, inhabiting a character – going through a historical 
process) 

Learning through teaching and simulating: designing a 
game requires enough understanding to express content in 
a way that other will understand it.  

Reinforcement of teamwork and collaboration: demand and 
reward teamwork – systems of clearly defined roles and 
objectives to create better outcomes than individually 

•



Why Games? 
Knowledge mobilization: empowering students (and 
colleagues) to share stories, ideas, histories, etc. 
beyond traditional publishing. 

Privileging storytelling: engaging researchers and 
students in the act of telling, sharing, and engaging 
with stories 

Digital literacy: demystifying programming, code, 
website design—resisting the black box of tech



Building Games  
with 

Twine 



Twine 
Open source, interactive, non-
linear storytelling software 

Developed by Chris Klimas in 
2009 (github, bitbucket)  

Compatible with variables, 
conditional logic, images, 
CSS, and JavaScript 

Poems, games, interactive 
narratives, interactive criticism

https://itch.io/games/tag-twine


Why Twine? 

Narrative driven; social justice oriented



Why Twine? (New York Times)
Twine games look and feel profoundly different from other 
games, not just because they’re made with different tools but 
also because they’re made by different people — including 
people who don’t have any calcified notions about what video 
games are supposed to be or how they’re supposed to work.  
 
While roughly 75 percent of developers at traditional video-
game companies are male, many of the most prominent 
Twine developers are women, making games whose purpose 
is to explore personal perspectives and issues of identity, 
sexuality and trauma that mainstream games rarely touch on.



Why Twine? 
Depression Quest (Zoe 
Quinn) 

Zine Fair Lady 
(MorganSea) 

No World Dreamers 
Porpentine 

Trans Twine

https://morgansea.itch.io/zine-fair-lady
https://morgansea.itch.io/zine-fair-lady


Gaming with Twine

Building out of a “choose your own adventure” format, 
Twine allows you to build narrative-driven games using 
simple markup language, html, and CSS as well as 
expressions, functions, and variables.



Gaming with Twine: Building blocks

HTML (Hyper Text Markup Language): elements are 
represented in tags “<>” 

CSS (Cascading Style Sheets): describes how HTML 
elements are displayed 

Macros: control variables and text: <<if>>/<<else>>/
<<endif>>/<<set>>/<<print>> 



Gaming with Twine: Building blocks

Narratology: a twine game is only ever as good as the 
story you tell with it. 



P.o.E.M.M. 
Project for Excitable [Mobile] 
Media 

Series of digital poems 
designed as installations and 
apps 

Winner of the inaugural Robert 
Cover Award for a Work of 
Electronic Literature 

“No Choice about the 
Terminology” 

http://www.poemm.net/


Jason Lewis (Cherokee)
University Research Chair in 
Computational Media and the 
Indigenous Future Imaginary 

Research Director, Obx Labs 

Co-director, Aboriginal 
Territories in Cyberspace 

Co-director, Skins Workshops 
on Aboriginal Storytelling and 
Digital Media

http://www.abtec.org/
http://www.abtec.org/




Gamifying Poetry 

Narratology (content) 

Ludology (game play, form)



Narratology 

Read the poem carefully with a pencil in hand 

Circle words or phrases that jump out at you 

Consider how the poem speaks to Indigenous identity 
and settler (or academic) practices of naming/
categorizing



Thank you!
@davegaertner 

davidgaertner.com 

Slides available at 
novelalliances.com  

  

http://novelalliances.com

