
If you could ask us anything about AW, development, 

or whatever else, what would it be? 
 

(both) What's the biggest pain in the arse to deal with when trouble shooting?  

Thaum: Probably the hardest thing to deal with is getting unclear or partial bug reports. Some bugs are of course 
tricky to solve and take a lot of investigation to work out the cause. Still, vague reports are the biggest pain 
though, for sure. Rather than just having to fix the bug, you also must figure out what the bug itself actually is. 
We’ll get reports like “breast size jumps all over the place”. Which is useless for figuring out what the bug is, or 
what’s going on. In some of those cases, we can’t even find what the actual bug is it until someone’s nice enough 
to come along and clarify what’s going on. Once we find a bug, it’s a steady process of figuring out the cause, 
and fixing it. (Unless you’re Besty…) 

Besty: Hmm. I'd say it is finding the actual faulty place because we have Twine engine on top of the Typescript 
and error messages can be rather scarce like "Can't read "foo" of undefined in bar.baz()" and then you go to 
bar.baz function to see it tries to read "foo" > 10 times in the code. Then you cry in the bathroom, bang your 
head against the wall, smoke a cigarette and fill the code with console.logs       

[both Thaum] being the avid consumer of content in the same vein as your game, how did you start 
development are you using a game engine for this or is it all handmade goodness?  

Thaum: I started development with a good deal of planning. Looking at other games, figuring out what I wanted 
from my game, and generally how to make things work together in a—hopefully—not-sucky way. Pretty early 
I decided that I wanted to go with standard web technologies (HTML, JavaScript, CSS, etc.) to build the game. I 
felt that would be the best place to make a text game because of the ease of adding new writing/content. If you 
think about it, browsers are basically intended to display a bunch of text and pictures and such. 

At first, I was on the fence about using Twine (SugarCube), but in the end I decided to use that framework. I’ve 
since customized the SugarCube format, and of course added a metric fuck-ton of code on top of it. For all the 
problems it has caused, and limitations it has, it does a really good job of making it easy to add content; 
particularly for people who want to write for AW without worrying about programming. 

[both] Is mayonnaise an instrument? 

Thaum: I feel like mayonnaise can become an instrument, but it isn’t inherently an instrument. Like a bucket isn’t 
inherently an instrument but can be used as one. If Besty gets his way, I’m sure mayonnaise would become a 
standard part of any band. Drums, Guitar, Mayonnaise, Bass, Vocals… 

Besty: Mayonnaise is a whole style of life. I hope someday Thaum will accept it as the only true way to live. 

[Thaum] For making a game what would you suggest learning first? Also, you planned AW out more 
than any other developer I've seen, so for planning a game how do you decide when to start building 
it rather than planning? 

Thaum: Well… First of all, I don’t want to act like some sort of arrogant self-proclaimed expert. There’re probably 
some really good methodologies out there for learning how to develop games, but I really don’t know what they 
are. I learned how to program at a young age, and I’m an IT professional with a pretty good career. I also like 
video games, so I’ve played a lot. I guess we all pick up ideas about what’s fun about those. When I discovered 

http://twinery.org/
https://www.motoslave.net/sugarcube/2/


adult games were really becoming an actual thing (and not just some Flash animations), I really enjoyed those 
as well. Interactive fiction in particular really caught my interest, because the kind of fun and crazy things it 
allows. I started on AW because I found that I really enjoyed the life sim and adventure type games, but that 
the existing fare was sort of missing what I wanted… 

Anyway, long-story-short, I didn’t really have to start learning anything specifically to make a game. If I had to 
recommend a skill to start with though… it’d definitely be programming. It’s a valuable skill to have, even if you 
never make a single game. Just having some basic knowledge about how software works can be really valuable 
in a wide range of jobs. It can be surprising how few people (even people too young to play this game) actually 
understand the very basics of how the computers or programs they use work. Anyway, learning programming 
will give the necessary skills to make some kind of game. From there, the type of game you make will dictate 
the kind of things you need to learn… if that makes sense. 

As for the second question… I’ve had plenty of courses in management, project management, planning, budgeting, 
etc. etc. But really, for a homegrown project I think you can take a much more straight-forward approach. There’s 
going to be a lot of things you can’t directly plan for. Plan for what you can, and then when you start mostly 
running into those things you can’t, it’s time to get to work. Understanding what your game will be, and how it 
will work, will make it much easier to build. Not having that planning in place can dramatically slow down 
development, and lead to making unnecessary mistakes. And frankly, if you lose interest in the project before 
you finish planning… you’ve probably picked the wrong project for you. Either its not interesting enough to you, 
or maybe it’s too big of a project to start with. 

[both] Can I ask for both of you two to have an excellent day? 

Thaum: Asking is free. No, seriously, thanks. I could use some excellent days! 

Besty: My most sincere gratitude to you, good sir 

[both] No questions, just well-wishes to both of you. | Y'all are good, keep it up. | keep up the good 
work to both 

Thaum: Thanks for all your support everyone! 

(Thaum) So, I saw that you guys did a survey earlier for 3d bodies(and Koitatsu won), what are 
your plans with those- are they going to be just for character models and clothing, sex scenes, all 
of the above? While we are on the topic, when do you think this will be implemented? Is it what 
you're working on next, is it far in the future? 

Thaum: So the basic plan is to take the body and create a ton of standardized variations, which will basically 
allow the body portrait to display a lot of detail about your character. There are still limits on just how much 
detail we can display but using pre-generated bodies like this does expand the range of what’s possible. The 
bodies will be displayed strictly as 2D images, initially probably just a frontal body image. They will not display 
clothes, that adds a ridiculous amount of extra complexity that ’s better spent on physical body detail. (also, the 
purpose of the Paper Doll in the wardrobe system is to “show” what clothes look like in general) They won’t be 
used in sex scenes or anything else really, we aren’t bolting a 3d rendering framework onto Twine. It’s strictly 
to show the player what their character looks like. 

For more info on implementation you can check out the Dev Blog post where I released this survey, as that has 
some more info. In general, I’m prioritizing written content first, at least filling out more of the game. But I’d like 



to have at the very least a basic version implemented by the first release of 2020. From there we can slowly 
increase the resolution of character details as time permits. 

[Besty] Remember to stay strong for your family. They definitely need you right now, based on the 
blogpost. I think most fans of the game will stay loyal as long as communications don't break down. 
People who aren't understanding that progress isn't always constant and can be slow at times are 
probably people who would've left over one thing or another anyway. Sooner or later. ...This wasn't 
much of a question in the end. =^-^= 

Besty: I guess this is a question for Thaum, but it is stated "Besty", hmm. I really hope Thaum will get through 
his situation without much scars, and I’m trying to support him as much as I can (actually not much I can do 
keeping in mind we are > 20k km apart). 

Thaum: Thanks. It’s actually been pretty rough the last couple months, though I’ve tried not to spend too much 
time talking about it. For one thing, some people might get the idea that I’m not working on the game, even 
though I have been. For another, I don’t want to be someone who is always complaining to the people kind 
enough to support my work. Last of all, it’s difficult to know how much I should share regarding my family. I 
mean, sharing the crazy stuff that happens to me is fine, but it’s hard to say how this could somehow end up 
impacting my kids in the future. 

Also, you guys are awesome. I have to be thankful that you guys have stuck around despite all sorts of crazy 
stuff happening over the last couple years. Thanks! 

[Thaum] Do you feel like you misjudged the time investment required to get AW feature complete? 

Thaum: Absolutely. I know I’ve posted about it in the past, but it really is true that I underestimated how long the 
game would take to get to “1.0” I don’t think it was bad enough to completely throw the initial schedule out the 
window or anything like that, but it certainly wasn’t as accurate as I had hoped. Unfortunately, one of the best 
ways to estimate the work duration in a development project is to look at your experience with past projects… 
but I’m not a professional programmer. I write code for work on occasion, or modify existing code, but I don’t 
do large projects. The end result is that I failed at estimating things.  

I overlooked the amount of “admin” type work that goes into the process. Stuff that doesn’t directly contribute 
to building the game, but that is otherwise necessary for the project. Writing emails, blog posts, answering 
questions, troubleshooting, hiring people, doing releases, making and maintaining websites, etc. I also 
underestimated the amount of writing required in some area, or realized that people would expect more writing 
than I had planned in some areas. I also expected to have more contribution by this point from the community 
in the form of small events and fun storylines. Basically things that really help “fill out” the world. Part of my 
design process, after all, was to add a lot of things that would support a really huge array of potential content.  

Thanks to putting in way too many hours per week for some time (until my doctors made me quit), and hiring 
Besty, we’re a lot closer to the original schedule than we might have been. I honestly don’t think we’ll hit the 1.0 
by Jan 2021 deadline of the initial plan, but I do think we’ll get there inside of 2021. 

[both] How do you come up with the design concepts? 

Thaum: Graphic design isn’t really my strong suit, so if something looks ugly, it’s almost certainly my fault, lol. 
As far as game design, I’ve been playing video games for a little over three decades now, so my brain is a 
mushy videogame soup. Very few game elements can truly be unique, though we have added some things not 



found in adult games until we tried it. I’ve looked to other adult games, and one thing I’ve found helpful is looking 
at things I didn’t like, and figuring out how I might try to do them better. 

As for the rest, things like art, themes, and the world… I’ve been reading, writing, and doodling since I was young, 
not to mention DMing my fair share of TRPGs. All I know is, my brain is weird, and strange ideas pop out. 
Sometimes I might look at a random porn picture and just come up with a crazy story for it. Some of it was a 
more deliberate world-building effort similar to what you might do for an RPG. Some was me just thinking 
about what would allow for a really free range of potential content. 

Besty: I guess this is a question for both of us. If I understand correctly you are asking about "how to come up 
with ideas about things\events in the game". Well, "great artist steal". I, personally, just compile from multiple 
sources of inspiration such as some of my own kinky life, porn I saw and read, movies, even my granny's 
dementia chatter. 

[both] how has making a sex game affected your lifestyle? 

Thaum: Making a sex game is not great for your life, lol. Not because it’s a sex game though, but just because 
being a game developer is a ton of work. I’m the type of person who can get really sucked into their work, and 
I spent way too long in a sort of workaholic status that turned out to be pretty bad for my mental and especially 
physical health. [Positive note here, my health is doing a lot better these days. Some credit for that should go 
to Besty and some really awesome supporters on discord who’ve helped nag me into taking better care of 
myself.] I think you need a serious amount of dedication (or just be a total scumbag con artist) to be successful 
in this kind of market though.  

Being a game dev usually doesn’t pay much, unless you’re an awesome/lucky person that comes up with the 
right sort of thing. AW is really more of a niche game, especially when you consider that it’s also a text-based 
game. There are a few adult games that make really good money, but most don’t. But thankfully, making money 
or quitting my job was never really my goal with AW. In fact, AW has been a net loss for me financially pretty 
much any way I look at it. (It’s actually been biting me in the ass somewhat as I’m facing the possibility of 
having to relocate away from Guam for my daughter’s health, but I haven’t really been keeping up with 
networking and CV-boosting activities people in my position are usually expected to do.) That said, AW is fun 
to work on (mostly), and has let me meet a lot of cool and interesting people.  

So… it’s a mix. I obviously like it enough that I don’t want to stop… But there are sacrifices, which is honestly 
how it is with just about anything, really. It’s like a really cool hobby, I guess. It’s also pretty fun to see people’s 
reactions when I tell them I get paid to develop a video game. (I usually leave out the “porn” part, lol) The really 
cool part is the occasional realization that “hey, I’m getting paid to look at/write/draw smut. That’s awesome!”  

Besty: Basically, not that much. I spend more time at home because I work in the same room I sleep in now. 
Ah and also, I almost stop playing porn games myself though I still write text smut for my own leisure from 
time to time. My wife is supper supportive and my family is aware of my job (without too much details). For 
my friends I am a "mysterious guy who creates porn" now hehe. 



[Thaum] When you first started making AW, did you ever think it would become this massive of a 
project? Additionally, did you ever think it would receive the following that it has? I certainly 
remember the feeling that this was going to be extremely huge when that first initial release/demo 
came out. I didn't imagine it to grow to what it has though.  

Thaum: Yeah, pretty much from the beginning. I did a lot of planning, so I had an inkling of what I was getting 
myself into. Part of the hard part early on was actually explaining to people the scope of what I was going for, 
or convincing them that it was possible. I’m really happy about the following the game has, and I’m always 
thankful for everyone’s support. I also think I’ve made some good friends during this, which is always something 
great I think. 

When it comes to the following, I’ve felt like we’re in sort of a weird place. There’s a certain name recognition 
with other games out there, and because I’m the developer of AW, it feels like I don’t actually see that for AW. I 
have made some effort to try and figure out how many people actually download the game. People still use 
direct links, and there’s a tendency to subvert the bit.ly links, so I can only estimate the amount of people who 
play the game. It’s pretty cool though to see that thousands and thousands of people download each public 
version. It feels rewarding knowing that so many people are downloading and playing something you put so 
much effort into! (We have somewhere around 5-6,000 people who download the public version each month.) 

[Besty] When you started working with Thaum, at what point did you realize "Oh shit, this is a 
massive project!"? And when you did, did you have anyone to comfort you and bring you back to 
sanity, or are you still insane? 

Besty: I knew the size before starting my work on a project. And yes, I was insane long before, now, and if we 
will ever finish AW I am looking forward to staying as insane as possible indefinitely. 

[both] I'm interested in the bad ends, particularly the ones with tentacles and monsters and the like; 
but I'm more interested in how far these elements can go without hitting the bad end. Can you be 
impregnated by a monster and still carry on? Be fucked by tentacles but still be able to play? I'm 
opting out of being an organ donor, if that helps with your answer any. 

Thaum: It’s definitely possible! The main decision factor for a “bad” end is whether the player’s character 
reasonably has control over their own actions. If you’re brain-dead, there isn’t really much you could do with 
your character… but just getting fucked by some tentacles or getting pregnant with an alien crab baby isn’t 
enough to stop your character from being able to go about their life in Appletree. 

Besty: It is possible indeed. We actually have one monster impreg event waiting to be put into the game (when 
it was written in that writers contest last winter we just had not enough framework ready for such a complicated 
event chain). So it will be a thing eventually. 

[Thaum] Let's say Thaum :D How did you meet Besty and hired him? 

Thaum: I met Besty when he showed up on AW’s discord. He stuck around for a long while, and even spent 
some time developing his own sissy-themed game. He came up with fun ideas, and was interested in learning 
how things worked, and generally stayed pretty interested in the development in AW. He’s definitely the best 
Russian Cat TsarDemon I’ve ever known. When I started thinking that I needed to hire someone to help with 
AW, he was the obvious first choice.       



(both) on average, how much time do you spend working on AW per day? 

Thaum: Shhhh don’t tell Besty. Probably still a little too much. My work schedule is way healthier these days, 
though. I usually work 8-9 hours Tuesday through Saturday, take Sunday off unless someone needs my help, 
and then work about 4-6 hours on Monday. 

Besty: I work full time (8 h/day). Still it is the best job ever! 

[cereal is a salad] Because to me soup has meat added in it, I mean technically tomato soup doesn't 
but again that's way more of a broth than a soup. Whatever happened to good old-fashioned chicken 
noodle, every good dish deserves some meat in it. Cereal is definitely a salad. 

Thaum: Do you think biscuits and gravy also qualifies as a salad? I believe this could be invaluable for getting 
people to eat more salads. 

[Thaum] when will I be able to see body modifications on the "avatar"? 

Thaum: Hopefully by January 2020. 


