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Punchline behind the Hotspot
Structures of Humor, Puzzle, and Sexuality in Adventure Games

(with Leisure Suit Larryin Several Wrong Places)

Introduction

Back in the late 1970s and early 1980s, duringetmbéryonicera ofcomputershackers, and all
the digitalized punk that 7z, who would have guessed thae ofthep e r i juehifesarrative
arts2fii nt er act it was cdlledcat the tirdéewould som lead to apopcultural
revolutior? A young scholar namet¥lary Ann Buckles did. Having spent yeamsalyzing a
piece of software thdhe present history knosvasthe mat influential of all computerized text
based playthingsAdventure in 1985 Buckles eventually completedher doctoral dissertation
with a firsteverfocus on something thdiadthus farbeenstruggling to be taken seriously by
cultural critics: storygamesunning on computersPerhaps with slight flamboyanc®uckles
foresaw
| view interactive fiction in its present stage as an immature medium capable of artistic
development[We] are at the beginning of what could be an explosive development of
interactive fictionfand while] games liké&dventuredo not yet have a generally accepted
name[é |]AiAdventure gameso might win out in

I nst e aidltissu® (Bidkles 98561 9)

And so, n thelate 1980s and earli©90s,adventure games entiére mainstrea first in plain

text from, led by companies like Infocom and Level 9, and later with graphic adventures from
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Sierra Online and LucasArtsin the late 1990s and theubsequen2000s, the normalization of
gaming becomes a fact somewhat globaganwhilethe notionfi a d v e mrhed r © esgsa i n
a signifier fora distinctgenrethat Bucklesdescribed as &ind of decipherabldi c o mi @ st r i p

thusbeingcareful to distinguislit from videogams proper:

[adventure games] do not resemble games like Donkey Kong, Space Invaders, or Pac
Man, which require good harel/e ceordination and quick physical reactions. There are

no flashing lights, beeps, origding noises. The reader enters words into the computer to
communicate with the narrator and generates a story; (s)he does not press buttons to aim

electronic projectés or fire simulated weapo(Buckles 19856)

Insteadof asking players to compete, resamdstraegize(asvideogamesisuallydo), adventure
gameplayersacceshumorfilled storiesthataresystematicallb | o c k ed bowhileBfhes z z | e s
signifying function offiadventureg a mbag since widenetharkedly we her@n focus onthe

above harrowerconceptualization set forth by Buckles.

Through the widganging catalogue of textased titles in the 1980s, the graphic adventure
boom in the 1990s, and ultimately thep@pularization of the genre by recent independent
developers, the comic element rel®aysbeen central to the adventure gaBonello Rutter
Giappone 2015)Nowadays, the premise also stands on empirical evidence; for instamce,
Marie Gronroo8 (2013) study of videogame humanalyzed659 gaming magazine reviews
written between 201012 and found that a quarter of tfeviewed titles contained explicit

humor.Of those, the adventure gamegenrewdsear | y t he most humorous
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the adventure games were primarily comedic, and the quality of their jokes wascaftmssed

i n t he Groereoos 2008d8). For further evidencenve conducted a systematic review of

the ATop 100 Advent ur a le&Gagn@mnunit/Adverture Ganses.mb | e d
Despite the fact that hight at us cr i ti cal rankings | i ke this
thosewi h Aicomi co appeal (to employ a problematic
the titlesto beexplicitly humorous For contextmany ofthese titlesbelong topopularseries

such asvionkey IslandsinceLucasfilm Games 1990%imon theSorcerer(sinceAdventure Soft

1993) andDiscworld (sincePerfect 10 Productiork995)2

With the above as a startippint, our goal is to solve thepersistent metpuzzle that has
troubled critics, scholars, amabpular cultureexperts within the field since Buckles: wiap
adventure games, asligerary form with a historyextendingover sevendecadesmake use of
humor as their means of expressiorsuch a remarkable extenflie answer we submienters
on acomparativeanalysisof two conceptuatrajectories humorandpuzzles, thasynthesize in
the adventure game to a degree that m@asadays reached the statussobstantialcultural
convention.We argue thahumor andpuzzlesoperate on similar struatal principles and thus
run onexplicit enigmaticsynergythat functions as onéyet not the sol¢ explanation for the
advent ur e ¢ a todréasits diversethemesthtough tie comic. Methodologically
our argumentrelies onan analyticalclose reashg of a weltknown adventure game series,
Leisure Suit Lary (1987 1997) thatwasselected for itglearthematic frane of sexuality which
we suggestesonate with humor and puzzle§ghe analysis mapout howLeisure Suit Larrg s
humor and puzzles operate togetard serve its thematicthus, exemplifing the mechanisms

of enigmatic synergy thagovernadventure gameesign in general
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The first sectionintroducesthe interdisciplinarytheory of riddles and (fiction) puzzles. The
second sectioonnects the above to humor thedsyperiority, relief, incongruifyand close
reads the thematic structuring of sexualityLisure Suit Larryseriesthroughexamples ofts
enigmatic synergy, i.e. the cooperation of humor éiation) puzzles To further clarify and
recapitulateour argument in the contexf the case tsdy: operationalparallelsin humor and
(fiction) puzzlesin the Leisure Suit Larryseries typifyenigmaticsynergy which is onereason
for the adventur e ¢ aaardlethemaslgke sexualitylaylmeansnot | | nat

laughter.

1. Riddle, Puzzle, Fiction Puzzle

We perceive the puzzle as a macro concept that incorporatgsnaultitude ofvariantssuch as
chess problems, crosswords, jigsaws, mechanical mjzelsudokus. Whilghe study of such
phenomenaan betraced back tat leastA r i s t Rhetdrieitbwas the mieROn centurywhen
folklorists like Archer Taylor(1943) Robert George and Alan Dundles(1963) uncovereda
structuralfoundationof riddlesvia systematic analysian Pagisa poet and riddle scholar,

offers an apt summary

Every riddle contains two parts of unequal length: the encoded text and revealed solution.
These parts are opposites that seek to unite, thus eliminating the tension of opposition

between them. The riddlaowever, exists for the sake of that very tension, which reflects
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the social tension, the contest between riddler and riddldeThe moment the riddle is

completed,tialso ceases to exi§Pagis1996,83i 84)

The abovestructural dualitystill persists at the center plizzle analysis todayseeKaivola-
Bregenhgj2018 fora review). For the present purposes, a further note of theoretical relevance
comes from Mar c explicdianroihe prdcess thr@ughOwhich the duality of

puzzles, including that of the riddles opened up in the act of solving. Puzzles, he argues,

are notsolved by the use of accurate reckoning alone [but] also (and above all else) by a
substantial use of insight thinking ] In a phrase, insighthinking does not emerge
fortuitously or haphazardly. It comes about only after the observation and contemplation

of recurring patterns. l nsight thinking ca

eye the inner nature of some specific thifikanesi 200227 28)

In this way, Danesi initiates a phenomenological bridgeetween the twsided structure of the
puzzle and the human mind vkarg to connect them. Latene further points out that the process

is comparable to

what might be called our instinct for humor. No one knows exactly why we are impelled
to laugh or why anything that is perceived as funny should cass® make such
peculiar noisgé ] Similarly, when we are given a puzzle to solve, our mind sharpens,
our logica utensstarts working, and we set out to find a solution, as if by instinct, until

we ae satisfied catharticallfDanesi 200235)
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Building on Danesi and his folkloristic predecessokgeli-Matti Karhulahtd s(2015)
reformulation ofpuzzletheoryin the field of videogme research characterizes the most recent

structuralupdates Karhulahti identifies the puzzles a challenge which, due to its immobile

nature, lacks thkineticand strategic depth on which the majpof videagames rely:

puzzles are best theorized as conceptual, immaterial demands the overcoming of which
happens outside the empirical; in contrast to strategic demands that can never be given a
stable conceptual form due to their opmrdedness; thad, strategic demands exist only

along with the pl aye(KabulahtieddaBd)si ve empi ri ca

Accordingly, it is the immaterial conceptualitthat separates the puzzle from othedic
challenges in videogame culture in particulaheneas the physically and strategically oriented
challenges that dominat®ntemporarygaming arepotentially neveiending loops of cybernetic
rediscovery(recall Buckles)the structural binary of the static puzzle entailshaightful process

of meaningmakingthat has its own aesthetic and rhetoric:

puzzle solving can thus be considered a genuine hermeneutic act more or less: a circular
process of solution seeking via scanning parts in terms of the whole and the whole in
terms of its parts. In this sece, perhaps for thrst time in its history, the hermeneutic
process is useful in its origahsens& the text does indeed hide an unquestionable word

of God (Karhulahti 201531)
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In adventure gamem particular thesepuzzles tend to occur as spemffiction puzzlesi.e.

problemsi nt egr ated as actions and events,rdather t he a
than mere logicanathematical brainteasers or other abstract dilenfaatulahti 2013; 2014)

As such, fiction puzzles surface #&sdo-semiotic construcisthe solving of whichis an
hermeneutic meaningaking process that may (and often does) involve insight thinking,

eventually leading ta pleasurable epiphanic surprise.

To a large extent, the hermeneutic (fiction) puzzle solyraress and itpivotal momentof
insightare strikingly comparabl® the way in whichjoke fisetups 0 fackiground pattesd
areturned aroundy punchlines. Theoretically, the latteis often divided iio threeanalytical
threadstraditionally identifiedasfisuperiority9 fincongruityp andfireliefd (e.g. Morreall 2009).
While none ofthethreetheoreticalcategoriesan account for all instances of comic effeébey
appearto supplement each oth&eeRaskinin Morreall 2009 7). As such and despite their
limitations, the theorieshelp us comprehend the relationship between the puzidle and the
humorjoke domainstherebyaffording a valuabldoundationfor enigmaticsynergy We take all
threetheoriesinto accountrespectively as weexploretheir caoccurrence in adventure gasne

here represented lour case study dfeisure Suit Larry

2. Enigmatic Synergy

To recapour premisepuzzles andfiction puzzles in particularsharea structural similarity wih

humor (and jokes in particularThe two structurally similar sides, we argagemplement each

otherin a way thatsparksenigmaticsynergy which often materializes in adventure games that
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challenge their players with fiction puzzles in thematically digestory contexts. In practice,
enigmatic synergy can be considerasla certain coincidingtension betweerikenessand
incongruiy (of puzzle and humor) thagirovokes laughter.Most prominently the satisfying
closure of a puzzle solutighbe it reached@&identally orby strenuous deductiéareopens onto
vibratoryreleaseakin to thepattern that occurs in the productiohlaughter. Such resemblances
suggest thathe puzzle and/or jokenay sometime®e read througleachother; for instancea
sdution to a puzzle oftedepend onii g e titd asnf gt were a joke osome other instance of
humor. As we nowmnove to analyzé eisure Suit Larrythrough the abovpresented framea

brief introductionof the seriess fitting.

The Larry serieswas coneived by the software artist Al Lowe in 1987 along with the first
episodeleisure Suit Larry in the Land of the Lounge Lizanaisblished by Sierra Gime (later
Sierra Entertainment)As such Larry represents perhaps the most popular franchise of
adventure games that expresdlyals withsexualityT next to similarly themedtitles such as
Leather Goddesses of Phohidsfocom 1986) 2064: Read Only MemorigdlidBoss 2015)as

well as multipart seriessuch asLes Manley(Accolade, Inc., 1990991) and Spellcasting

(Legend Entertainment 1990992).

Story-wise,Larry centersonthe antiherd_arry Laffer. awannabeCasanovavhose one and only
goal inlifeisit o f i nd a wo maline wdhnttte canwentions & thel geo(still n
being consolidated at the timegaching this goakquiresthe player to solvéiction puzzlesthat
areintegrated in the stgr thuspresenting rhostly hetero)sex and sexalitiesasmysterieso be

deciphered in a very litel sense.
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Despite(or due to)its adult thematics, thérst Larry episodewas a commercial success. It
eventually sold more than 300,000 copies and led Lowe to write five direct sému®ierraby
1997, altogether selling millions of copies and becoming likely the most popular series of erotic
videogames in Westn history In one quantitativestudy (n=281) on computer useb®rn
between 1960 and 98, no less than 99% of the respondents were famivith Larry
(Reunanen et al. 2011). While the mentioned study likely involved some response bias due to its
specific method of collection (via IRC, Facebook, and gaming forumgstry experthave
also repeatedly recognized Larry0 s I nf | ue nlarig/“2inaludithg the cogcasional
estimationthat a significant pportion of Larry players wereactually female (Rosen 2014).
With this context in mindpur analysis delves into the specific mecharictibn puzzles) and
thematic (sexual humogynergytha, according to our argument, makes adventure games like

Larry exceptionally suitable for expressitmwoughlaughter.

2.1. Larry through Superiority Theory

Laughing at the misfortunes of othecan befun. This is the assumption underlg the

superiority theoryof humor, whichis more specificallypbased upon perception of discrepancy

that seems to satisfyingly confirthie| augher 6 s superi olecttdgemedn r el
worthy of contempt Hence the superiority theorwould appear tgresuppose a degg of

cruelty, whichwas alreadyentertainedby Platowh en he s ugge s[éspptbasireaught e
wi t h mafliicdkion g ns o me t imitha misfditunesd otlers(b859, #9h50a).

ThomasH o b b €165&)betterknown formulation of this viewloct es 1t s cause i n t
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fiapprehension of some deformed thing in another, by comparison wheamofsuddenly

appl aud t(h28)nMore regently, @iThe Game of Humdl997), Charles Gruner gives

the superiority theory a less negative spin, noting a fundamental similarity between humor and
games in a shared dynamic of competition, striving for victory and overcoming. He suggests that
Apunning ri ddl es t @deffiad their mngetfpulplidcs ewith bailiam verbal
exhibitionisn® (145). Along the same lines, one of the leading riddle theorists Aniikkiola-
Bregenhgj2017)d escr i bes riddles as a | eql®0.mhrough @ humi

theseframes, the superiority effect gains a function that is both comiclaaid at the same time.

In Leisure Suit Larry 6: Shape Up or Slip Ouierra Entertainment, 1993) the expected
outcome of each encounter is Bmactic sex sceneThe scenes tie tdarryd s  qta wirs t
womenby giving theman item they desireor by performingtasksthat please thebaa pattern
established by the firsepisodes Yet, the expectation of sexual satisfaction fomrky is
overturnedthe woman in each case (apart from It is only a step on the way to obtaining a
piece of the overarchinfiction puzzlethat will yield resuis with the final, ideal woman. In this
way, the promised sexual encounterliarry 6 is deferred,replacedby one that caters to the

w 0 ma deire andatisfaction when it is revealed that her understanding and expectation fail to
correspond witlthat ofL ar r y 6 s . This out c oameumilasng foroLany i st ent
His degres are repeatedly frustedt, but sincéhe events areomically framegthe consequences

are not severe or lasting and Larry simply bourfeesh downfall to anothem the manner of
slapstick (Figure 1). In Heni Ber g s(@90® $, 29, 35, 49yview, this capacity for
ArebouMei ngo r ul eadoppogedotiehrairy ifremdpast mistakesontributes to

the comedy and the wmpression of Ainelasticit
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(Wwell, you ARE quite
the bitch!)
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Figure 1. Through the series, Larry gets frequently hurtelih but eventually reaches his goal. It is worth paying attention to how

L ar r y-nmge gleft) i$ represented via distinct visualization; his own ideal conception of self while being dominated in
petplay (AYoudbre the puppy Atogt hmends d men ttihme ,Molmanryr ydbosg ! toh o
pl ayer (AYouo) with the controversial pun (LAsutelSyit Lrrg 6@ ARE
Shape Up or Slip OufSierra Entertainment, 1993).

In Larry 6, the lack ofcorrespondence betweenthe woneead Larryos interpre
governing respective situatiomggenerates an incongruity that thblayer may come to expect

Thus, he player derives pleasure not simply from the answer, bu(tAteugha kind of comic

dramatic irony)f r om L ar r y 0 Blindeess@mpveelt asftom &z e rsriywd ongo yet n
entirely unjustifiedunderstandingL ar r yd6s per si st entpedrodgwdossimnd ef
this light, aswe areopenlyinvited to lau@p a't L ar royvoesr eaxnpde nsveer agai n
own words,fil used sex to laugh at Larry amded to make a game where you laughed at sex

rather than being excited byiin Fraser 2012)This laughter is not without crueltjhowever,

forthepl ayer &8s i sucaeesci s e unyil the last ficyodpszzld vath theufinad
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woman through whichLarry finally receives his gratificationyet, with the frequent habif
Larry 6 constantlyaddressing the play and Larry simultaneously @y @ there is also an

invitation to selfdeprecating humor andraluctance to allow full indulgenae feelingsuperior

As a whole, thd_arry seriestends tatease the playesy delivering or denying explicit graphics.

At strategic momentsf Larry 7: Love for Sail!(Sierra Entertainmentl996)the player shares
Larryods pnefosepagnpleéjn ovdertor e v e a | ADrew Baringmoreos
mustl i terally (by means of the verbal .e¢Tmismmand i
command must be guessed and typedaavailable regular commandll do to provide eay

and immediate gratification. In this walarry 7 addressethe player with a specifienigma

whereludic satisfactionsynergizeswith that of (diegetic excited Layy moving the titillating

pesky brancliFigure?2).
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Figure 2. Drew Baringmore and the pesky brariciyry 7: Love for Sail(Sierra Entertainment, 1996).

In the history ofadventure games more broadlyd text adventure in particuldahis vein of fun
in riddling failure lines with their specifici f r us t r at ibythe fiaat ®fsetrdr méssageo

desigd (Douglass 2007)Such courting of failure on the way to unlocking tiec or r ect 0

=)

interpretation isalso typical of sexual riddless KaivolaBregenhgj (1997/n.p) o b s ©mev e s :
thing all sexual riddles have in commps thaf the right answer is always in a sense the wrong

o0 n eTheadventure gamen turn, has always relied on players needing to try out every single
option andcollectinguseless objectgdathological kleptomandathat generatesonstant failures

and erors, typically making a fool out of the protagonishkin to this lineage, xploring
conversation option®y directly asking for sex imny Larry often resuls in scorn being heaped

upon himand his overreaching aspirations. Tiaion puzzledesign however,allows for and
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anticipaes such experimentation, dsdic errorsusually reward ta player withcomic drama

andor successful progression

In the second episod# the series from 1988 eisure Suit Larry Goes Looking for Love (in

Several Wrong Places)f the player decides to make Lardirectly approach his romantic
interest ABarbied by ent éilaiomsgendbye beingctarthredntg Lar
deat h by B aimclmedeétler wBdipobteds to have her way wiour e peat edl y o
(our emphasis)While thefunction of B a r b igesl insethertas a violation of sorfsn terms of

assumec ul t ur al standards of des.italse yervesshplayfol t er mi
experimenffail-experimemsucceed formulathrough which thesuperiority effect emergeas

part of testingand teasingtarry receives his punishment as tileeregoscapegoatso thatthe

players can claim their erot{to a degreednd ludic rewardgFigure3).

But who, in the end, gets punished and feels supeherplayeror the protagonist? As noted

earlier, theLarrys er i es (and Si er r a6 s teraddovireplicate theeplagea me s
throughsecondperson addresalong with the protagonisiThis, neverthelessis not cleaicut;

and of course, walwayswat ¢ h L iaful hunifiasiongaad fregent violent deathffom a

safe distanceyerhaps with a touch afchadenfreudestill, along with progress,
past errors that turn into a gradual epiphany of cana®lpuzzle get solved, Larry and his

partners get demystified and expdgaal distinct superioritgomes into being throughe ludic-

comig disarmingL a r rfiydéesa ¢f their initial danger and turninghem into something to

laugh at.

2.2. Larrythrough Relief Tieory



Score: 118 of 588 Bank: Hoser

Figure 3. Larry and Bar bi é&dsare Snibltaiy@oes; Look&ing flogLave én Seweral Wrong Ptades)
(Sierra Entertainment, 1988).

Adventue games let uexpect thatheir ficionpuzz|l es can be overcome,
surprise might equally involve cinnvention or substitution. This ties in witklief theory(aka

release theory which is bestepresented bgigmundF r e ud 6 s dpprdachNamely, hea |
build-up tolaugher, for Freud(1905 98), is geared towardome kind of release assacially
acceptable outlet forhe fisatisfaction of a drivgée ] (be it lustful or hostile) inface of an
obstacl e . This diversien ofweaeygy is most loadedthe case of what Freud calls

At en de jokes, whick davigate and circumvent taboos and inhibitions, thuslifigifia

pumpose andusually having an implied (more or less indiretayget. This, again, echoes

KaivolaBregenhd) €2017 200 n ot e o0 n When detichte reattersiare dressedhumor,

youngsters learn to speak of them inaywhat is socially acceptalxde
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Along theselines, adventuregmes and humgsrovide asafeenvironment for the exploration of
provocativethemesWhile explicit sex inLarry (not that commorihough the allusns are overt)

is itself conveyed in a way thas not fulkblown pornography andhat is limited by the
audiovisual technologygf the time thesynergyb et ween Larrydéds aim (sex)
(solving sex)denotesexbeingclearly part of the joke. We may recall héxmved assertion that

Larry is not simplyabout se¥~2and indeed, seper seis raré4but it would bedifficult to
imagineany Larry without sex governingits thematics. Thisnseparability alsapplies toits

huma.

In theLarry series comicrelief tend to surface througlthe contrastingeamworkof punishment

and liberation. Infact, moderation and cautioare necessgrin various lethal encounterghe

player learns something that a new-lgaded)Larry fresh off the pvduction line will benefit

from. In one sceneunprotected sex Larry 1 leads to the contraction of a venereal disease
followed by death. At the time (1987afe sexwas notwidely tackled in popular mediand

condom ads were bann&om television untilthe proliferating HIV epidemic in the late 1980s

Larry 1 integrates this serioussuein a way that encouragesflection L ar r y 6 sdeahs e ud o

influences h e p achoys @ réten

The framing of the sceraso targets the way condoms calisecialanxiety, for Larry is forced

to go through increasi ngl y ugsememtiacdulélight) o pickpat i on s
ficustomized condom at taseriepadi eéhoicesaticay thevohaemacist then loudly
announces to everybody in the shépey, everybody This weird-o just bought a spearmint

flavored,striped, rougkcut, coloredsmoothl u b b éhelannbuacemerd greeted by shocked
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gaspsfrom themor e Ar e systencetsand wWhileL ar r y6s embarr assment

commentary on harmful socialgeptions may be read into it

On amore problematioote,hos i1 | ity and | ust may al s)dthatmombi ne
Fr e UIb@s9%98) view replaces the desired twhing of an inaccessible persand makes

useof speeclrather than actioit pr e s b me svo fmansigerc® i but al so | ays
this and may also functionsapart of a soliciting approach; or, as Kaiv8lgeegenhgj(1997)

observes ofexualriddles,as a way of flirtatiously bringing erotic tensiottsthe fore.Playful

diversion, as in the Freuda n it e njakee my imask sl channel desies well as

hostility. In a typical smut scenari@as per Freud, he intended targetf the joke (usually a
woman)tends to be supplanted by a third partythe role of a primary listen&rthe targetis

objectified andpresented to the third partyassh e i nhi bi tobeg Ao bvishtthe e ld ® 0 (

joke) thereby gettingi u n ¢ | thtolgke wodds.

In the Larry series female characters are frequently the goal anchthsteryto be solvedin

Larry 6 progressoccasionallyinvolves clicking on the desired bodieimcludingone character

who soon reveals hersati be transgendgeprovoking excesive disgust from LarryNo doubt,

L a r rreadbianis problematicallyin line with the cultural cis norms of femininity that work to
Aframe trans womends bodies as fascinatingly
At the same time, & coul d r e c adadiallytolbservatiorealg uep oo ds Larryo0s

crossdressingn Larry 2:



Aut hor sdé ver si onlfortiefoehaosmimg officadversion.e j our n a
Karhulahti, V. & Bonello Rutter Giappone, Kn(pres3. Punchline behind the Hotspot: Resonance Structures of Humor, Puzzle,
and Sexuality in Adventure Games (with Leisure Suit Larry in Several Wrong Pldaes)al of Popular Cultue.

You slip back into your leisure suit and toss the bikini and soap far over the cliff. Too

bad, as you were beginningtogoeny weari ng womendés cl ot hing!

While it would be inaccurate tequateLar r y6s winjlbymwemends ¢l ot hi
identities, footnotes like this remind us that the heteronormativity of diey series isa puzzle

without a straightforward solution Despite the sexism,alighter at the overturning of
expectations sometimes encounters the normalizgamd implied acceptance)f different

sexualpractices and identities.

In the Larry series, sexualization is thus not only integrated via respective fiction puzzles and
huma, but alsobecomesthematicallymechanically fusedEver yt hing i n Larry
potentially sexualizedand everything sexual may also be potentialhpueposed.The player

can order a A @ocktal)nntlLarry 7, &d the ambiguibg@aracbxical as it may

be to apply thisterm to something so expligftalso allows for amusing misuterstandings

between charactei@d becoms an opportunity to flirt with Drew Baringmorénd yet, it is

alsostill a means to an endrdering a Giganti€rectionforces the bartender to leave his post

(thhat 61 | & akey auwmdgrantsacéess)o the negkplorabldocation

The mixing of comedy with the sexual and the mechanical extends also to the very basics of
interaction:the cursod a p | angams d access taarry 708 is a condomHat fills out and
extends o ma esmétib antesdment to the form thddesnot essentially alter the
conventional poinrtindclick interface but makes overta possibldink between the theme and

the verytechnicsof the adventure gangenre(i.e. ation, literally, is phallocentrically styledia






