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Monthly Editorial

isuals, visuals, visuals – they are
known as some of the biggest troubles that have to be gone through
in order to finish a visual novel.
They include graphics, such as sprites, backgrounds, and CGs, but are not limited to them.
Even things such as resolution, aspect ratio, user
interface, the size, colour, and style of the text, and
whether the game is ADV, NVL, or a combination of
them have an effect on the visual outlook of a
game.
So why is the visual side of an interactive
novel so important that it has been chosen as a
part of the medium's very name? To answer this
question, we have to think about the purpose of
the graphic side of our stories.
The first use of visuals is to be informative.
As you show a paperdoll image of that cute, purple-haired girl, you no longer have to explain her
long, wavy twintails and the changes in her expression in the text, so the writer can get away with a
lot less description of how things look. As a picture
can tell more than a thousand words, this can be
used to great advantage in VNs – thanks to sprites
and BGs, the reader always knows where and with
whom the main character is.
Another purpose for graphics, particularly
CGs, is to create structure. CG moments are usually
memorable yet few in number, which gives the
reader the feeling that the depicted events are important. Many VNs also have CGs in their endings,
for example, and a regular hobbyist might even
feel a little confused if a game is casually concluded
with a sprite and a background. You could also say
that backgrounds that vary depending on the time
of the day fall into this category as well, as they
give the reader a sense of the time passing and the
scenes changing.
Perhaps the most important use for visuals
is to create atmosphere. This is something basically
every aspect of visuals contribute to, and you cannot escape from it even if you wanted to. Atmosphere can be built in very many ways and levels,
from colour choices to symbolism and the style of
the text window. Depending on the skill and creativity of the creators, this can result in both good

and bad things, but it must not be forgotten.
It is easy to focus on the technical side of
the process and forget that every touch and difference will have an effect on the reader, which may
result in a bland-looking game or even one in
which the text and image contradict each other. In
the best case, well-planned visuals can make up to
half of the experience the reader will experience.
They tell you what the text does not, they build the
timeline of the story in your mind, and they can
help you experience the strongest of emotions.
This is why visuals should not be considered as just
one ugly and uncomfortable side of the job or
something that can be simply taken care of by recruiting a talented artist.
Visuals do matter, and the love, effort, and
personal touch put into them will show – as will the
lack of them. Nonverbal messages that can be contained in the mere appearance of the game have
tremendous potential, and it is up to you, the
maker, to choose whether or not you will make use
of it.
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This month, FIA highlights an oft-ignored aspect of visual novel graphics that can make or break a VN. With
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To My Friends
Transcribed by Maria Elisa Cruz

M

y earliest memories of my bout against Leukemia are from when I
was about three years old. Life wasn’t fair. I hated being cooped
up inside a drab, white hospital room all the time, but... I
really don’t want to talk about depressing stuff like that.

It happened at a time when the battles with the disease had long been
won – a less troubled, more idyllic moment from my past. Our town was a
simple place. There was an old church in the middle, a park with a sparsely
equipped playground with just one slide and three swings, and a single
shopping mall, which was really just a small building with one diner and a
variety of stores. My favorite part of town was the amusement park, Enchanted City. Mom and dad had taken me there a few times before, but it was
always just to go for a leisurely walk.
It was on that day sometime in April five years ago; when I was finally
allowed to actually try some rides. I was giddier than usual. It was hard
to contain my excitement – not that I ever thought about restraining myself. The skies were partly cloudy, but it was hot enough that you could
easily tell that it wasn’t going to rain. I hated the rain. It meant being
forced to stay indoors again and play lousy old board games with the family, like Snakes and Ladders. I didn’t even pretend to enjoy them. It was a
perfect day for a visit to the amusement park. There were lots of people
around already when we got there at about eleven in the morning.
It was rather noisy with the distant blare of trumpets and thundering
drums from the park’s parading band mixed with the happy squeals of children and adults alike and the sounds from the various attractions. Enchanted City was a pretty big place with different themes for each area.
There was a jungle area, a space area, a horror area, and a silent movie
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themed area. For the first ride, Mom
chose a tame one to start things
off. It was a rumble seat movie
ride. The screen showed a segment of
an exciting car chase from some
movie that I hadn’t seen before
while the seats shook continuously
to mimic the action on-screen. It
was kinda fun, although I didn’t
really pay that much attention to
it. My mind was already on the rides
after it. Mom wanted to choose the
first ride to start things off, but
I’d get to choose all the other
rides thereafter. Of course, there
were some limits. I was only allowed
to choose one “dangerous” ride.
After the rumble seat ride was
over, it was time for me to choose
our next destination. I decided to
go for my one dangerous ride. I knew
exactly where it was located in the
park. I'd seen it a few times on our
occasional walks through the place.
It was the log drop; a water ride
built for three people on each carriage. I excitedly hopped on the
front portion of the log. Dad
stepped into the back part and mom
reluctantly stepped into the seat
behind me. There were metal handles
on each side of the log. It was like
a water-based roller coaster ride;
just that there were no seatbelts.
My heart was pounding with anticipation as the currents from the manmade river dragged our little log
boat around the course and up the
first elevation. The boat stopped at
the apex for a few seconds – just
before sliding down at heartwrenching speed. I was totally
caught by surprise. I expected it to
feel like flying through the air,
but what I got was something completely different. The drop was so
sudden and so long that it literally
took my breath away. I couldn’t
breathe for the whole two to three
seconds that it took to reach the
end of the slide. It was extremely
scary. I couldn’t feel anything underneath me, and it felt like I wasn’t holding onto anything even
though I was gripping the metal handles as hard as I could. The splash
at the end of the fall came as a
welcome relief to me. Still, that

was only half the
back at dad, and
from ear to ear. I
it! Don’t tell me
joyed that?

battle. I looked
he was grinning
couldn’t believe
he actually en-

While I was still trying to recover, our little log carriage mercilessly wound across the river for
the next and final slide. This one
was three times higher than the
first one. The ascent was agonizingly slow. I dared not look behind
me as our carriage climbed slowly
but steadily up the slide. I was
scared, totally scared. I would have
cried and asked to get off if the
fear hadn’t frozen my tongue in
shock. We reached the summit. This
was it! There was no escape. I felt
whatever mechanism that had been
holding the log in place slowly give
way.
“I’m going to die,” was what I
was thinking at that time.
And then it happened. I was certain that we’d be thrown overboard
at any time – no, we had been thrown
overboard. I tried to scream, but
the speed and fear just literally
sucked the air out of my lungs. I
remember emitting a weak yelp, like
a hiccup. There was definitely something wrong. We’d been falling for
three – maybe four seconds. It never
looked that high when I was watching
other people on this ride. No, something had gone horribly wrong. We
were going to die, and it was all my
fault.
With a resounding splash, the ordeal was finally over. I was shivering, but too awestruck – too panicked to say a word. I felt drained.
I just wanted to get out of there
quickly.
“Hey look, guys. They took a pic
of us sliding down,” dad said excitedly.
On the TV screen in front of the
exit was a picture of us just before
the big splash on the last slide.
Surprisingly, there was a huge smile
on my face for some reason. Mom
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looked like she was about to die,
though, as I later realized, the fuwhich was how I felt. As expected,
turistic outer-space decorations
Dad was sporting a
were
nothing
more
carefree grin. He dethan gimmicks. I had
cided to buy the pic
“Space Burgers” and
as a souvenir, which
“Martian Fries.” At
They say that we all
was a good thing. It’d
that
time,
I
was
lose the innocence
serve as a reminder
really drawn in by
of childhood at some
for me never to try
the
whole
outerthat ride again.
space scenario. Even
point in our lives,
the
waiters
wore
and then we begin to
I chose only calmer
colorful space suits
form the selfrides for the rest of
or were dressed from
the day. I remember
head
to
foot
as
consciousness that
this nice little boat
aliens – the kind
we nurture for the
ride on some duckwith huge eyes and
rest of it. For some
shaped cycling boats
pale-white bodies.
inside a medium-sized
people, it comes
artificial pond. Dad
Mom wanted to ride
earlier than usual.
did the pedaling while
the
giant
Ferris
me and mom just sat
wheel after eating.
back and relaxed. It
It was really tall.
would have been a boring ride on any
Even though it was a pretty tame
other occasion, but it was a welcome
ride, I still felt a slight tinge of
break at that time. After our 15
fear when I saw how high our car had
minute rental time was over, mom
actually risen. Far below, the difsuggested that we get something to
ferent areas of Enchanted City
eat. It was a lot of fun trying to
looked like little toy models, and
figure out where they put the resthe people looked like ants. The sun
taurants. Luckily, I remembered that
was already beginning to set by the
our tickets came with souvenir cartime we reached the highest point of
toony maps. I took mine out of my
the ride. It was eerily quiet way up
pocket and looked for anything that
there. The wind blew a cool, gentle
resembled a restaurant in the drawbreeze through the car, and I felt a
ing. I found one just a few blocks
nostalgic atmosphere slowly begin to
away from us and proudly revealed my
envelop us.
discovery to my parents.
I turned to my parents, and, as
“Lead the way, navigator,” Dad
if some unseen hands were guiding
said in an exaggerated space-captain
me, I spontaneously embraced them
like tone.
both in turn. Normally, I would have
thought such a thing to be embar“Roger that.”
rassing, but I felt absolutely no
hesitation at that point. There was
With thoughts of the awful ride
a faint glow – an aura of gentle
from earlier all but forgotten, I
happiness slowly seeping into me afmarched towards the general directer we got off the Ferris wheel.
tion of the restaurant as indicated
Hand-in-hand with my parents we
on the map with my parents following
strode up to a sort of wide, mana few steps behind.
made cliff at the edge of the park.
It was darker now. The sky had
I saw a huge, swinging pirate
turned into an eerie shade of purple
ship ride on the way to the restauas night slowly descended on Enrant. I kept a mental note of the
chanted City. Then, with a sudden
place for later. Though, I wasn’t
whoosh and a sprinkle of multisure if I’d actually want to try it
colored lights, the fireworks disafter the log ride fiasco.
play signaled the different areas of
the park to light up in sequence.
The restaurant was nice, alThere’s no better word to describe
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that moment, it was simply magical.
They say that we all lose the innocence of
childhood at some point in our lives, and
then we begin to form the self-consciousness
that we nurture for the rest of it. For some
people, it comes earlier than usual. However,
I don’t like to think of it as something ugly
like the end of my life as a child. That moment felt like a transition phase for me; a
series of seemingly unrelated events that led
me to think about myself and the people
around me for the first time. Who was Alyssa
Cruz? What kind of girl was she? Did I love
my parents? What was it that I truly wanted?
My mind constantly drifted into a tidal-wave
of similar thoughts after that trip to the
amusement park.
And then... life went on. I can’t say for
certain how much I’d really gained from that
experience. When we got home, I immediately
went for the TV to catch my favorite show.
Later, I’d still whine for the latest transforming robot toys even though mom keeps
telling me that they’re for boys.
The me
that was born on that day, is the me that
lives on today. I want to keep living life
for as long as I can as Alyssa Cruz – as the
cheery, neighborhood tomboy who isn’t afraid
to get her knees scraped. I want to be with
everyone and take my cat Rin-Rin along for
more of our mindless get-togethers.
By the time you read this, I’ll already be
in Germany or elsewhere. This is something
that I chose on my own. I want to keep on
living my life without regrets, so I’ll face
things head on. I am scared. I don’t want to
die. I’m afraid of pain. Still, I pray that
you will be there with a smile when I return.
Thank you for everything.

A Taste of Honey
By silentfred
“a light fantasy/romance, all-ages
appropriate, about a photographer who stumbles upon something unusual at a country fair.
Comments welcome. The original
text-only story is at Residential
Aliens online magazine.”
- silentfred

Gaming Buddy
By Taroku
“Gaming Buddy is a short 5 minute Kenetic Novel that was finished in about two days.”
- Taroku

Best wishes,
Alyssa Cruz

One Week of Eternity Concludes in BTW #6

EVN List is not comprehensive. Check http://www.renpy.org/wiki/renpy/Ren%27Py_Games for more.
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I

'm pretty sure you've heard that you should
backup regularly - to keep your project safe,
so you don't lose your hard work when your
disk crashes. But maybe they didn't tell you
how to do it, or it was too complicated. And you might
keep a copy of your project on a flash disk or burn it
from time to time to CD.
This probably looks like good idea to you, and it's
pretty easy. But it has one important disadvantage - it's
not automatic. If you wonder why the automatic part is
so important, the answer is quite easy: so you don't
forget about it. The thing is, if you make your backups
weekly, then you almost surely would lose a few days
of work if something broke. And I'm pretty sure you
don't want that to happen, so I'm going to show you
how to prevent that.

What is Dropbox?
I'm going to show you an online backup service
called Dropbox. They provide an application that keeps
your files synchronized with the web, and it is available
for Windows, Mac, and Linux. You can also access it
from the web using your browser. There's also a free
account that offers 2GB of storage, which should be
more than enough for most projects. But of course, it
has its disadvantages, too. Obviously, you need an
internet connection to keep your data synchronized
with the Dropbox storage. When you aren't connected,
the changes you make can't be uploaded, and that
means it wouldn't work as backup at that time. And of
course, you might not trust them enough to let them
have a copy of your data.

How do I install it?
Now, let's install the Dropbox application. I will describe the process for Windows, but for Linux and Mac,
there will probably be differences. First, you need to
register at the site (https://www.getdropbox.com) and
download the app. After starting the installer and clicking "Next", the application is installed and started. Then

you can choose whether you want to create new account or use an existing one. We have just created
one, so we pick the second option and enter our login
information on the next page. You can also enter your
computer name there, and if you plan on using Dropbox on multiple computers, I recommend that you do
so. This way, you will know which computer the last
backup came from. On the next page you are asked if
you want to upgrade your account for more space. We
don't need that yet, so let's just click "Next" again.
Then a short tour of the Dropbox features will follow feel free to look at it or skip it as you wish. And on the
last page, you can change the location of your local
Dropbox folder. You can always change the location
later, so don't worry about it. Just note that if you decide to change the location, a new "My Dropbox" folder
will be created there. When you click finish, two folders
will open: "My Dropbox" and "Sample album". We don't
need the album, so we can close that one.
Now all you have to do is copy your projects folder
to "My Dropbox". After you copy your files there, Dropbox will automatically start synchronizing it with the
online storage.

How do I use it?
Now that we have it installed and configured, it's
time to learn how to use it. The backup part is easy you just work as usual, and Dropbox takes care of
keeping your files in sync with the online storage. You
just need to have the computer connected to Internet.
Now, let's say you accidentally deleted a file, but then
realize you didn't want to. Nothing is lost - you open
the Dropbox web interface, click the "Files" tab, click
"Show deleted files", and go to the folder where the file
was. Now just point mouse cursor at the file, and at
right, you will see a small triangle. Click it and then
choose "Undelete" from the menu that appears. If you
want to restore multiple files at the same time, then
just tick the checkboxes at the left of the files, and
from "More actions", choose "Undelete". But what if
you had overwritten the file with something else? UnVolume #5 September 2009
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delete obviously won't help with this. Again, just go to
the place where the file is in the web interface, click the
triangle, and then click "Previous versions". A list of
how the file changed over time will open, so just pick
the state you want return to and click "Restore". If you
don't like the result, you can restore another state.
That would be all the most important things, but
there's more that you can do.

How do I share my project with other people?
You can use Dropbox to collaborate with others.
You can share the folder you want with other people
that have a Dropbox account. They don't need to have
the application installed - they just need the account.
When you decide to work together with someone,
you have to decide which folder you want to share or
you can create a new one. Note that you have to share
a whole folder - you can't share just a few files. Then
just tick the checkbox at the left of file and from "More
actions", choose "Share this folder". Then you will be
asked for the e-mail address of the person you want to
share the folder with. You can enter multiple addresses
if you want to share it with multiple people, and you
can also write a message for them. After you click
"Share folder", they will receive your invitation, and it
will be visible in their "Sharing" tab where they can accept or decline it. They will also be able to look at some
details and your message by clicking the plus at the left
of your invitation.
If you click the "Sharing" tab and then some folder
in the list at the left, you will be presented with a list of
people who you share the folder with and some actions
you can do. "View contents" will transport you to the
"Files" tab of this shared folder, so you can see what's
inside. "Invite more people" is there to let you share
this folder with more people. "Leave this folder" is there
if you want to stop using a shared folder. You can decide if you want to keep the data or not. If you change
your mind, you can rejoin the folder again at a later
time, as long as the owner will let you. Then there's
"Unshare this folder". This will be only visible if you are
the one who created the folder - use it when you no
longer want to share this folder with other people.
Again, you can decide if they can keep the data or not.
If you want to remove a person from a share, use the
triangle menu and click "Kick Out". The difference between leaving and unsharing is this - when you leave,
the other people in the share can still share the folder
with each other. They won't see your changes, and you
won't see theirs. With unshare, there will be no more
shared folder.

Dropbox in action
backup - when you change something it gets uploaded.
But then it's also uploaded to the Dropbox of everyone
else you share the folder with. And the same will happen when someone else changes something - the
change will be sent to your computer and you will be
able to see the change. For example, when your artist
finishes a new background and saves it in the shared
folder, then the picture will appear on your computer,
too. No need for a complicated way to send files to
each other.

Other Options
And that would be all I wanted to show you. Obviously, there are other ways to create backups
(Wikipedia has a list of them - link below). There are
also other - and in some ways, better - tools to collaborate with other people in your team. But I think Dropbox is great tool for people who want to backup their
stuff.

Links:
https://www.getdropbox.com/ - website where you can
download the Dropbox application
https://www.getdropbox.com/referrals/NTIwMTUyNDc5
- if you use this link to register, you will get 250 MB
more space (but I will see your email, so don't use it if
you don't want me to know your email address)
https://www.getdropbox.com/help - here you can find
other helpful informationfor Dropbox
http://en.wikipedia.org/wiki/
List_of_online_backup_services - list of alternative
online backup services and tools

It works in the same way as when you use it as

Software and Logo© 2009 Dropbox . BTW is not affiliated with Dropbox.
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T

o most people, visuals in visual
novels automatically boil down to
the character sprites, background
art and occasional CG. Of course,
objectively, what else is there in visual novel
graphics? Well, there is a lot if you’re willing
to look beyond the extrinsic qualities of the
graphics.
For those who have been schooled in the
visual arts or have gained similar knowledge
through other mediums, it is inevitable that
they will, at some conscious or subconscious
level, make mental assessments of the quality
of any particular drawing based on preestablished standards. Flaws which might be
unobtrusive to the average person might appear as glaringly obvious for the well-trained
artist’s eye. Even the minutest details can
spell the difference between a professionallevel work and that of the aspiring amateur.
While this is a valid way of looking at art in
visual novels and at artworks in general, I find
that graphics in amateur doujin VNs in particular are best appreciated when one views
them with certain expectations - or a lack

thereof - in mind.

Less than professional
Over the years, there have been several
EVN and translated Japanese titles with less
than stellar art. Some works even go with
completely no character art or black and white
sketches and filtered photographs. I am not
going to deny it: I wouldn’t waste time on a
commercial title with poor delivery of visuals –
not on the merits of its graphic anyway. However, for a free title, I can be more forgiving.
Rather than focus on the technical aspects of
a free EVN’s artworks – I tend to mentally
shift gears and focus more on the consistency
of the visuals. Thus, the only amateur VN
graphics that I have ever found disturbing are
those whose visuals have wildly varying
styles; most often from using stock graphics
from different artists and hastily slapping
them together without even properly attempting to make them look similar with simple image filters.
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Lack of polish
Not all EVN games are created equal –
okay, that sounds terribly cheesy. Nevertheless, it is true that the technical qualities and
style of art in EVN can vary wildly from one
game to another. Of course, this is to be expected from amateur works with creators from
all over the world and from all walks of life.
Generally, there is a noticeable lack of polish
in most EVN graphics, including those that
come with a price tag. If you download a random VN from renpy.org’s list and start it up
with preconceptions of what a visual novel
should look like based on commercial bishoujo
game or popular Japanese doujin circle standards, you will be sorely disappointed. With
notable exceptions, most EVN visuals are not
even at the level of ZUN’s character art for the
Touhou games, which is considered pretty bad
even by the fanbase. However, appreciation
of EVN graphics - or at the very least, a strong
tolerance for them - is not an acquired taste.
All it takes is the right mindset. Just think of
EVN as short stories presented in a fancy
package. You’ll be able to appreciate the
game and its visuals for what they are as well
as spare yourself of unwarranted stress.

should do it yourself, being aware that they
are in fact not Japanese VNs? Think of it this
way: while the graphics in visual novels can
barely approximate the shiny JVN art style
they attempt to emulate, they don’t look quite
as bad if you think of them as accompanying
illustrations in a normal novelette or children’s
storybook.

EVN are not Japanese VN
Hello! Thank you, Captain Obvious. The
very term, English Visual Novel or Original
English Visual Novel implies that it was obviously made by “gaijin.” Undeniably, there is
an apparent westernized touch to the way the
graphics are drawn in many EVN, including
those with anime-inspired art. A skilled observer might be able to note several key signs
in a particular EVN that tells of its nonJapanese origin. Still, this “gaijin” feel to the
visuals in EVN need not necessarily be looked
upon with scorn. While originality is always
preferred, there is no strong reason to hate a
piece of work for attempting to emulate the
anime style apart from pure hypocrisy and
elitism. Yes, it is inevitable that comparisons
will be drawn since EVNs are derived from
their original Japanese counterparts. But can
you think of any compelling reason why you

Because EVN graphics are personal
“EVN visuals are brilliant works of art!”
Whether taken mockingly or seriously, this
statement best sums up the gist of this article.
All it takes is for the reader to drop all preconceptions of visual novels and take the work as
it is. Thus, in conclusion, before you start
forming mental rebuttals of how this concept
will never work for you, try to take note: aesthetics is not a quantifiable concept.
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VN Graphics were made for their
creators
This is the most important point to keep in
mind when perusing your average EVN game.
The character art, whether mediocre or nearprofessional quality and regardless of the skill
level of the artists, were typically created to
satisfy their creators. Certainly, this does not
apply to all EVNs, but it does apply to a large
chunk of the releases in the list on the Ren’Py
homepage. What this means is that unlike
commercial titles, the typical EVN does not
attempt or even pretend to cater to the tastes
of the masses. While this does not necessarily
justify using lackluster artwork for a public release, it does pose a valid reason for the author to also act as the artist for his own project.

Thus, dear reader, the choice is yours. You
could engage in an endless back and forth debate in a vain attempt to disprove my assumptions, or you can take my advice and
perhaps even enjoy yourself.

Original concept by
Red “KiRa_YaMaTo” Mendoza
Written by
Benedict “Moonlight Bomber” Villariaza

DISCLAIMER: If you are a die-hard ka*censored*,
DON'T READ THIS! (cue savage beatings of Kapuso/GMA
fanboys/fangirls)

P

REVIOUSLY: Kira knew from the two mechanics that a new mecha by the name of
Voltes V is making a big move to the ABSCBN garage. Will he say his grievances to his
commanding general, Gabby Lopez?
Meanwhile, Katie Minami has gone late to her work
as a senior PA to Ms. Korina Sanchez's RATED K. Will Ms.
K scold her?

Katie: MS. KORINAAAAAAAA! I'M TRULY TRULY
SORRY!
Korina: What took you so long, Katie? You're already
late! You know your grandma's almost upset with you!
You know when AAAHHH, NOT MY HAIRBRUSH AGAIN!
(angry)
Katie: (sweatdrop) Your brush? IT'S LOST?!
Korina: Yes, my lucky hairbrush! I'm really infuriated
because SOMEONE STOLE MY PRECIOUS THING AGAIN!
Katie: Uh, uh, ma'am, what should I do?
Korina: Naturally, YOU MUST FIND IT! OR ELSE!!
(Katie hurriedly gets out of Korina's DR) Where is she
now? Madonna! Ready my car!

On with the show!
Back at the CEO's office...
Kira: Uhm. Why is Voltes V here?
Mr. Lopez: We accepted it here becuase Elder Gozon
ignored it.
Ms. Charo: The Yaoi Fanatic! (shuts mouth with her
hand)
Kira: Does this mean?! (shock)
Mr. Lopez: No, it's not that (waves hands) we'll axe
you. The script of Gundam SEED Destiny is in our hands.
However, we're finding a new director, as Mike
(Punzalan) is about to leave. We're considering Joyce
(Bernal) or Rory (Quintos).
Ms. Charo: Wenn (Deramas) is fine, too. (sips coffee)
Mr. Lopez: Not Wenn, please. He might mess up the
storyline. Joyce, Rory, or Jerry (Lopez-Sineneng) are our
viable choices.
Kira: When's the taping, sir?
Mr. Lopez: We still don't have a taping sked. All of
our OB vans are preoccupied with other tapings and live
telecasts!
Kira: Really? And sir, when will our story con start?
Ms. Charo: I'll contact Malou (Santos) and Olive
(Lamasan). If all is fixed, we'll finally start.
Mr. Lopez: Don't you worry, Kira; you'll be granted
special treatment here in this network. Once we are done
with the taping of SEED Destiny, we'll pamper you with
launch and press support! (taps Kira on the shoulder)
Kira: Really? Okay sir, over and out! (salutes and
leaves Mr. Lopez's office)
Mr. Lopez: (Approaches his table) Gracious, that kid's
hard to please.
At Korina Sanchez's dressing room...
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Secretary: (intercom) Rei and Sachiko are at the front
door, sir. (Gabby Lopez opens the door and accommodates Rei and Sachiko)
Rei: Thank you, Mr. Lopez.
Mr. Lopez: Tea? (sits down at his desk)
Sachiko: No thanks; Yumi and I already had tea down
at the DLC (Distance Learning Center). (Sits down)
Rei: Me too, but in my case it's at the Starbucks at
the ELJ. Thanks anyway (sits down also).
Mr. Lopez: Let's get down to business. I expect that
you won't be angry at me about the cancelling of your
show. Elder Gozon, along with Much Elder Mike and Much
Much Elder Joey, called the FAT GUARD and then... she
cancelled MariMite! (tears fall down)
Rei: We already know, Mr. L.
Sachiko: That's why the Mountain Lily Council and the
Roses and Boutons, in coordination with the folks at Lilian
High and even the guys at the Distance Learning Center,
are devising a way to bring back the people's trust in you.
We were almost ignored in blogs and in posts at the ABSCBN forums, especially the MariMite thread, wherein
many demanded the return of the show. It is because
Pokwang hogged more attention...
Rei: Rosa Chinensis, it's Eugene Domingo.
Sachiko: Oh, sorry, hehhehe. By the way, as I was
saying, about the returning of the show, Mr. Lopez...
Mr. Lopez: I know I've wrought so much pain to you
and even to myself. (crying) SO MUCH!!
Sachiko: We know, Mr. Lopez (hugs Mr. Lopez). We
know your pain.
Mr. Lopez: If my dad, ELJ, wished for ABS to be the

ANIME NETWORK, then I wish to make ABS the YURI
NETWORK!! (still crying)
WHY IS Mr. LOPEZ CRYING?
WHAT IS KATIE FINDING OUT ABOUT KORINA'S
HAIRBRUSH???
WILL I STILL CONTINUE THIS FANFIC??? (again,
that's Kira's line, not mine)
--Stars Introduced So Far
None

Episode 3: "Hello, Henry?" / When
Outside Forces Get In
The HELLO HENRY SCANDAL
Legend: A-Emily Abrera, G-Felipe Gozon
Conversation on 26 22:13 March 2006
G: Hello, good evening ma'am.
A: Hello, uh, our plan's ready.
G: What, ma'am?
A: Our plan to block off MariMite.
G: Ah, yes, yes, Wilma (Galvante)'s prepared; she
just talked to Laguardia. And by March 31, the order will
be sent.
A: Yes, yes.
G: If that succeeds, we can then prepare a list of
other shows to be suspended.
A: But how about Gundam... (line cut)
Conversation on 31 09:43 March 2006
A: Hello... Henry.
G: Hello, ma'am, good morning. The (suspension)
order's been sent.
A: So will I expect MariMite to be axed?
G: More or less, it's the advantage, ma'am. The result'll be all the same.
A: But will MariMite be removed by tomorrow?
G: We'll ensure you, ma'am. But as of the other day,
uh, nada.
A: That's why...
G: So what now?
A: Not done yet?
G: Already done! It's sent.
A: Ah, ok, ok.
Conversation on 1 10:42 April 2006
A: Hello, Henry? Good work!

G: Ma'am?
A: Good work in axing MariMite.
G: Ah, thank you ma'am. The reward?
A: I'll give it to you via Marvin (Agustin); Jimmy and
Wilma will also have a piece of your pie.
G: Ah, OK; but any more work for me?
A: Yes, it's... (line cut)
A few days have passed since The Buzz (ABS-CBN's
Sunday afternoon showbiz talk show)revealed the contents of the "Hello, Henry?" tapes (which are a complete
ripoff of the "Hello, Garci?" tapes that sparked issues of
electoral fraud against President Gloria MacapagalArroyo)...
In an abandoned house near the ABS-CBN compound...
A bevy of girls are standing around, semi-puzzled and
semi-muddled.
Mizuki: Where'd we go?
Arcueid: Mind you, in another den of vampires like
me.
Ayu: Uguu... I'm lost...
Misuzu: Gao... Me too...
Asa: As well as me...
Saber: Worry not. If there is a sword that guides Panday, I also have a sword that guides me... even though
Shirou is not with me.
Misuzu: Yukito's not here, gao...
Asa: Rin's not here.
Ayu: Yuuichi's not here, uguu...
Arcueid: Shiki's not with me...
Mizuki: And I know that Kazuki is not on my side. But
why are we sent here in the first place?
Misuzu: Looks like someone summoned us, gao!
Asa: Ah, yes. That summoner must've been a fan of
ren'ai-based anime. That's why he's campaigning for the
airing of them on TV, especially on ABS-CBN.
Mizuki: Correct. We're indeed near the ABS-CBN compound. Alright, let's all apply.
Rest of the group: OK!
Meanwhile, at the Angeles residence...
Hero: Oh, man. Sandara and Joseph are in the brand
new dub of Voltes V. I just wanna dub even once there at
Hero TV. That channel's my namesake, after all.
After a moment of silence, Hero angrily confronts
Henry.
Hero: Henry, you worthless elder brother! Because of
you, I missed the opportunity to dub in Voltes V! You always enforce your whims, and that's the reason why I'm
removed from Channel Two! I was once under your coer-
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cion... but now it's different! You'll pay!
Henry: (pause) You're betraying me now, Hero, as a
brother? Too bad. I had much better plans for you.
Hero: Better?! Better if they're rotten! Because of
what you've done, I was forced to break up with Sandy!
You're like a pea-brained god who enslaves someone like
me!
Henry: Hm, hm, hm, hm, hm... hahahahahahahaha!!!
If you want to fight me now, then it's fine by me. But
you'll be my slave forever!
Henry transforms into... SAFER SEPHIROTH.

Tenyu - Star of Bravery
(Guan Sheng, the Great Sword)
Hero Angeles
Teni - Star of Majesty
(Hu-yan Zhuo, Double Rod of Iron)
Asa Shigure (Shuffle!)
Tenan - Dark Star
(Yang Shi, Blue Faced Beast)
Pritong Kandule (Ragnarok Online - The Legend of
Pritong Kandule series)

(BGM: One Winged Angel)
Tenken - Dagger Star
(Ruan the Second, He Who Ghouls Avoid)
Ayu Tsukimiya (Kanon)

Henry: Taste my power!
A BATTLE COMMENCES!
Ally: Hero Angeles
Enemy: Henry Angeles Safer Sephiroth Version
(HP: ????)
[Background lyrics]
Henry Angeles naging si naging si
Henry Angeles naging si naging si
SEPHIROTH!
SEPHIROTH!
[/Background lyrics]
(Note: The Tagalog lyrics are meant to replace the
original FF7/AC One Winged Angel Latin lyrics, and they
can be translated as "Henry Angeles becomes Sephiroth!")

Tenzai - Star of Sin
(Ruan the Fifth, the Reckless Brother)
Misuzu Kamio (AIR)
Tenbou - Savage Star
(Xie Zhen, Double Headed Snake)
Arcueid Brunestud (Lunar Legend Tsukihime)
Tenkoku - Wailing Star
(Xio Bao, Double-tailed Scorpion)
Saber (Fate/Stay Night)
Chikyu, Intelligent Star
(Hu-la Niang, the Ten Foot Green Snake)
Mizuki Takase (Comic Party)
---------------------

Hero chooses to attack Henry. But Henry dodges the
attack!
Henry chooses to cast Supernova on Hero. After a
very long animation sequence, Hero receives 99999 damage.
Hero is KOed.

Super Network Wars continues in BTW #6

BATTLE ENDED.
Henry: Hahahahaha!!! Wayward insect! You're my
slave! Slave! Slave!
Hero: This... can't... be... (faints)
But even though Hero lost his consciousness, a voice
talks to him. He's none other than... Pritong Kandule.
P. Kandule: I'll give you power... if you can say the
magic word that starts with the letter B...
--Stars Introduced So Far

All works mentioned in this story belong to their respective owners
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isual. That is pretty much what differentiates visual novels from the
there are also background musics and voice-overs, but they tend to
being the latest addition to the group. While you can exclude the last
turning the said visual novel into a sound novel or a regular novel.
when you take out the word "visual."

usual novels. Now, some might argue that
serve a secondary purpose, with the latter
two, you cannot dismiss the visuals without
After all, you cannot have a "visual novel"

Being one of the words that form the very term, visuals play an important role in telling the story together with the writing. What the writing fails to portray, the visuals can cover. Visuals consist of character sprites, backgrounds and also the CG
scenes. But to me, the CG scenes are what really define the visual element.
Before some get dismayed and voice that both character sprites and backgrounds are all a visual novel really needs and
that CG scenes are just extra, keep in mind that this extra is what brings life to a rather static medium. They imprint a better
memory for us, whether it is a shot of eating ramen with a maiden during Christmas or a girl with a winged backpack rubbing
her nose with teary eyes or even one with the student council taking a short nap in a classroom. They allow us to recall our
favorite moments much easier than with writing. It is refreshing to see what the CG scenes can do with the characters by creating dynamic poses and views. They help erase the illusion of overall stiffness the character sprites tend to suggest.
How do we start using CG scenes in our visual novels? Below are a few situations that benefit from having them.

Introduction
A character's introduction only happens once, so instead of using just a passive standing
sprite...

we can use a CG scene, like the one panning from bottom to up as shown on the left
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Ending
Not only does it serve as a treat to the readers for reading till the end, a CG scene also
serves as a sign of conclusion to the story.

Other actions not practical with sprites
On the left is a girl that is struck with a fever, and the main character is spoon-feeding her.
Now logically speaking, the character should be lying on the bed instead of standing straight,
and in some other VNs, they do not even show a standing sprite.

Do this as a solution. You might as well add more stuff to personalise the character.

Naturally, you are not limited to a character on a bed. You can also use CG scenes to portray a character sitting on a chair
if the situation calls for it. The choices are limitless.
Of course, sometimes you might be concerned whether the text box would cover up the extra details you put onscreen.
But let's not forget - most VNs nowadays allow you to hide the text box. If not, there is always an option for a gallery mode.
So why does there seem to be a lack of CG scenes in EVNs in general? Aside from EVN community being young (yes, it
still is), one of the reasons I can assume is that there is yet a set price for working on these CG scenes. A piece of CG takes
more time and effort to set up as well.
To put it shortly, CG scenes shouldn't be left out. Who knows, maybe your games need that little something to further
enhance them?
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Do you agree/disagree with any of the articles featured here? Do you want
your game featured in next month’s issue? Would you like to submit an article of relevant interest to the English Visual Novel Community? E-mail us at
baka_triad@yahoo.com for your submissions/comments
Kikirin Character Art by Yvanc

