
Porpentine

Porpentine is a 3game designer as well as a New Media artist. She is 
known to develop more hypertext games and interactive �ction. The 
way she develops most of her interactive �ction games is by using 
Twine software, which is mainly used for interactive �ction. 



2012
XYZZY Best Writing for Howling Dogs[20]
"Golden Banana of Discord" for Howling Dogs at the 2012 Interactive Fiction Competition, a prize awarded for the highest standard deviation "both the most loved and the most hated."
2013
XYZZY Best Writing for their angelical understanding[20]
Indiecade Special Recognition for Porpentine's Twine Compilation[26]
Porpentine's Twine Compilation listed by the Museum of the Moving Image (New York City) as one of "25 Must-Play Video Games".[27]
2014
XYZZY Best Writing and Best Individual NPC for With Those We Love Alive[28]
Wordplay Festival Award for Most Unique World: With Those We Love Alive[29]
2016
Creative Capital Emerging Fields for Aria End (in collaboration with Peter Burr)[23]
Otherwise Award Fellowship[30]
2017
Prix Net Art, in collaboration with Rhizome and Chronus Art Center[31]
With Those We Love Alive and howling dogs included in the Whitney Biennial[8]
2018
Sundance Institute New Frontier Lab Programs Fellow[32]

https://xrafstar.monster/games/twine/howlingdogs/

Accomplishments



https://xrafstar.monster/games/twine/howlingdogs/

Howling Dogs 

In the game I was expecting a chronological series of events that would change based on player choice. This wasn’t the case as there was no clear story of interrelated events. There is some 
choice as to which links to click on that will a�ect the description of events. At di�erent points in the game, the player is presented with choices ranging from ‘sleep now’ or ‘continue’ to 
‘choosing to help strangle a man to death’ or ‘not’. The player is in a small, dark room with very little food and water. The room is �lthy and quite empty except for a photograph of a woman 
you can’t remember. There is also a sanity room, lavatory room and activity room that the player has access to. These events include a woman trying to kill her sleeping husband, a chaotic 
military battle, exploring a garden, etc. Players can only click on highlighted links of text that either continue the ‘story’ or present details about elements in the world. For example, clicking 
on the photograph link will result in a detailed description of the picture itself that changes as time progresses in game.There is no clear solution or goal in mind; it is simply a game 
depicting escapism.It is argued that minorities don’t have the time or means to create games in the standard, modern way that is demanded of them. Twine is a tool to clear the entry
 barriers to creation and is something that allows a larger group of creators to contribute to the video game world. Why bring up Twine? It’s very accessible and as Porpentine states in Cre-
ation Under Capitalism, “Twine is the invitation to be personal”, which is what Howling Dogs is all about.

Overall I like that her purpose is to create accesible games for low income people. The word escapapism is also a reminder of how dangerous the feeling of entrapment can be 
For example KATE CHOPIN “The Story of the hour”
A book of a wife who believes her husband in the military has gone awol and evetnually is thought to be dead however later on she sees her huband again and relkizes he is not dead. She 
eventually is pronounce dead by a doctor who claimed that she was “killed by joy”  ironically the reader is left to question what she really died from For many years she was forced to be 
submissive in her male dominated life and freedom was �nally before her so it is much more likely that she died from the heartbreak of realizing life would return to the previous state 
rather than her being able to live for herself. The liberation that Louise Mallard was unaware she was seeking came with the death of her husband, but disappears at the sight of him 
coming through the door. In the end, her husband not only controlled her life, but also controlled her death. 
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https://porpentine.itch.io/

https://xrafstar.monster/blog/cunt-toward-enemy/

https://gamesandaslit.wordpress.com/2015/02/20/howling-dogs-a-personal-experience/

https://xrafstar.monster/games/


