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Two opposite approaches to activist game making : 
decolonial and eco-feminist methodologies

“The Master’s Tools Will Never 
Dismantle the Master’s House”

LORDE Audre, “The Master’s Tools Will 
Never Dismantle the Master’s House”, in Sister 

Outsider, Penguin Books, 2007 [1984], 187p

Ecofeminist «reclaim» :

- reappropriation of a place and of 
a content

- recycling of what’s already there 
- low-tech 



Plenty of game development tools: the C64 (and 
microcomputing) as a hobbyist game development 
platform



A hobbyist history based on hobbyist work

- Archive websites 
(general or 
specialised) 

- Inventory, playtest for 
classification, 
quantitative and 
qualitative data

- Game development in 
consequence of the 
data

- Discovery of 
anomalies

Gamebase64, since 2000, http://gamebase64.com/ 
Girls of ‘64, since 1997, http://girls.c64.org/ 

http://gamebase64.com/
http://girls.c64.org/
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Games about gender, 
sexuality and ecology



Praxis of microcomputer development with 
Graphic Adventure Creator

- Graphic Adventure Creator, Incentive 
Software, 1986

- text adventure games
- for a hobbyist / amateur audience 
- possibility to add visuals

- Developed by Sean Ellis in assembly 
language 

- goal to make game development 
accessible

- Guides in magazines
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- goal to make game development 
accessible

- Guides in magazines
Zzap 64, Issue 17, Septembre 1986, p71



A parallel with Twine: rooms and passages
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Spatial approach 
to text 
adventures

- Rooms are the building block of 
adventure games 

- a room is the spatial unit, 
but it doesn’t have to be 
an actual room

- players type the direction 
they want to go from one 
room to the next (can be 
N, S, E, W, up, down, 
left, right…)

- Genre built for exploration, 
object picking, doors 
unlocking… 

- not a very dynamic 
gameplay

Hunt the Wumpus (Yob, 
1974) guide and map

Adventure (Crowther and 
Woods, 1976-79) map

“YOU ARE STANDING AT THE END 
OF A ROAD BEFORE A SMALL 
BRICK BUILDING.

AROUND YOU IS A FOREST.  A 
SMALL STREAM FLOWS OUT OF 
THE BUILDING AND

DOWN A GULLY.” 



GAC Stats: 256 
units of data (8 
bits or 1 octet)

- 256 rooms 
- 256 characters

- 256 verbs (possible synonyms)
- 256 nouns
- 256 messages
- …

- Documentation available
- official manuals
- non-official manuals 
- magazine creation 

guides 
- interview with creator



Toolkit to make a GAC 
game

- A rom of GAC 
- csdb.dk

- Your favorite C64 emulator 
- I use Vice

- Your favorite spreadsheet
- with a function counting your 

characters 
- A sheet of paper

Picture by Ian Andrew



Game development process





Let’s take a look !

https://miramar.itch.io/low-tech


Un baiser 
d’eau salée
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0
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Did you 
just…

20
43
0
70
21
0
0

From AYCOCK John and Katie Biittner, “LeGACy Code: Studying How (Amateur) Game Developers Used 
Graphic Adventure Creator”, FDG '20: International Conference on the Foundations of Digital Games. 2020.


