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I lecture and speak at universities and conferences.

Academic roles

e University of Fine Arts Essen (HBK Essen): Faculty DESIGN: Dekan (Faculty Dean). (January
2024 - ongoing).

e University of Fine Arts Essen (HBK Essen): Game Art and Design: Faculty Lead (July 2022 -
ongoing).

e University of Fine Arts Essen (HBK Essen): Digital Media Design: Search Commission
Chairman (Winter Term 2023/24 -- ongoing).

e University of Fine Arts Essen (HBK Essen): Game Art and Design: Search Commission
Chairman (Summer Term 2021).

e University of Europe Hamburg: Game Design: Search Commission Member (Summer Term
2021).

e University of Fine Arts Essen (HBK Essen): Game Art and Design: Professor (Winter Term
2021/22 - ongoing.

e University of Fine Arts Essen (HBK Essen): Game Art and Design: Staff lecturer (Winter Term

2020/21- Summer Term 2021)
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Talks and lectures

TH K6ln — Cologne Game Lab: Game Development and Research: MA Thesis Examination.
Winter Term 2023/24. (thesis examination, 2nd examiner)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 1. Winter
Term 2023/24. (seminar) -- ongoing

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling. Winter Term
2023/24. (seminar) -- ongoing

University of Fine Arts Essen (HBK Essen): Game Art and Design: Sound Design. Winter Term
2023/24. (seminar) -- ongoing

University of Fine Arts Essen (HBK Essen): Game Art and Design: BA Kolloquium. Winter
Term 2023/24. (thesis colloquium) -- ongoing

University of Fine Arts Essen (HBK Essen): Game Art and Design: GAD Output Archive /
Library Project. Winter Term 2023/24. (seminar) -- ongoing

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 2.
Summer Term 2023. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Serious Games: War.
Summer Term 2023. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling 2. Summer
Term 2022. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Video Game Analyse: Play
& Talk. Summer Term 2022. (seminar), w/ Tobias Kreter, Patrick Rau, Felix Groll, Patrick
Schnorbus

University of Fine Arts Essen (HBK Essen): Game Art and Design: BA Kolloquium. Summer
Term 2023. (thesis colloquium), w/Patrick Rau, Felix Groll

University of Fine Arts Essen (HBK Essen): Game Art and Design: BA Thesis Examinations.
Winter Term 2022/23. (thesis examinations)

University of Fine Arts Essen (HBK Essen): Game Art and Design: BA Kolloquium. Winter
Term 2022/23. (thesis colloquium)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 1. Winter
Term 2022/23. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling. Winter Term
2022/23. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Sound Design. Winter Term

2022/23. (seminar)
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Internationale Filmschule Koln (ifs): Digital Narratives: MA Thesis Examination. Summer
Term 2022. (thesis examination, 2nd examiner)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 2.
Summer Term 2022. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Serious Games: War.
Summer Term 2022. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling 2. Summer
Term 2022. (seminar)

TH KéIn — Cologne Game Lab: Non-Linear Adaptation: Frankenstein. Summer Term 2022.
(seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 1. Winter
Term 2021/22.

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling. Winter Term
2021/22.

University of Fine Arts Essen (HBK Essen): Game Art and Design: Sound Design. Winter Term
2021/22.

University of Fine Arts Essen (HBK Essen): Game Art and Design: Interdisciplinary Project.
Summer Term 2021. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 2.
Summer Term 2021. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Serious Games: War.
Summer Term 2021. (seminar)

Internationale Filmschule Kéln (ifs): Digital Narratives: Storytelling & Dramaturgy 2:
Conspiracy Theories. June 2021. (seminar)

Internationale Filmschule Koln (ifs): Digital Narratives: Storytelling & Dramaturgy 1. Theory
& Practice. November 2020. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Entwurfsprozesse 1. Winter
Term 2020/21. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Storytelling. Winter Term
2020/21. (seminar)

University of Fine Arts Essen (HBK Essen): Game Art and Design: Sound Design. Winter Term
2020/21. (seminar)

Internationale Filmschule Koln (ifs): Digital Narratives: Master Project Preparation. August

2020. (Tutor)
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Internationale Filmschule Koln (ifs): Digital Narratives: Scattered Remains. Environmental
Storytelling in Theory and Practice. November 2019. (seminar)

Internationale Filmschule Kéln (ifs): Game Writer’s Lab: Playing God/Creating Humans.
Narrative Design for Mad Scientists. September 2019 - October 2019. (seminar)
Internationale Filmschule Koln (ifs): Digital Narratives: Branching Narratives for Lovers. April
2019 - June 2019. (seminar)

Bundesakademie Wolfenbiittel — Performing Arts Department: Games@stage: theatric
games. March 2019 (Workshop Instructor, w/Birte Werner)

UE Berlin — Game Design Dept: Nahtoderfahrungen. Talk, November 2018 (Speaker)

HdK Ziirich — Symposium Ludification in Theater: Unmdéglichkeitsréume. Talk, May 2018
(Speaker)

Bundesakademie Wolfenbiittel — Performing Arts Department: Games@stage: theatric
games. April 2018 (Workshop Instructor, w/Yves Regenass)

TH Koln — Cologne Game Lab: Playing With Serious Games: War. Summer Term 2017.
(seminar)

Bundesakademie Wolfenbiittel — Performing Arts Department: Games@stage: theatric
games. December 2016 (Workshop Instructor, w/Clara Ehrenwerth)

Clash of Realities — International Computer Games Conference: Reality is lying in shards:
Visual narrative in State of Mind. November 2016 (Talk, w/Stefan Wacker)

Clash of Realities — International Computer Games Conference: Aesthetics of Play.
November 2016 (panelist)

Quo Vadis Developer Conference: The Future of Storytelling. April 2016. (panelist)
Respawn — Gathering of Game Developers: Mechanics vs Narrative. August 2015. (panelist)
FH Ko6ln — Cologne Game Lab: Playing with Serious Games: War. Summer Term 2015.
(seminar)

FH K6ln — Cologne Game Lab: Game Design Theory Il. Summer Term 2015. (seminar)
Internationale Filmschule Kéln (ifs): Play & Talk: The Stanley Parable. May 2015. (panelist)
Internationale Filmschule Kéln (ifs): Interactive Media: Narrative Design vs. Game Writing.
May 2015. (Workshop, w/Csongor Baranyai)

FH K6In — Cologne Game Lab: Collaborative Project: Ludic Games. Winter Term 2014/2015.
(seminar)

FH Koln — Cologne Game Lab: Game Design Theory. Winter Term 2014/2015. (seminar)
FH K6In — Cologne Game Lab: Master Thesis Preparation I. Winter Term 2014/2015.

(seminar)
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FH K6ln — Cologne Game Lab: Playing with Serious Games: War. Summer Term 2014.
(seminar)

Internationale Filmschule Kéln (ifs): Play & Talk: Gone Home. January 2014. (panelist)
Internationale Filmschule Koln (ifs): Interactive Media: Storytelling: Zwei Perspektiven.
January 2014. (seminar)

FH Koln — Cologne Game Lab: Playing with Video Games: Love. Winter Term 2013/2014.
(seminar)

Heinrich-Boll-Stiftung Berlin/nachtkritik.de — Konferenz Theater im Netz: Interaktion als
Konzept. May 2013. (panelist)

FH K6In — Cologne Game Lab: Master Thesis Preparation Il. Winter Term 2012/2013.
(seminar)

Internationale Filmschule Koln (ifs): Audiovisuelle Kunst und Kommunikation in der digitalen
Epoche: Interactive Storytelling. Dezember 2012 (seminar talk)

FFT Diisseldorf — Games On Stage: machina eX Barcamp. November 2012. (panelist)
Westdeutscher Rundfunk — Horspielforum NRW: Teilchenphysik fiir digitale Erzdhler.
September 2012. (Talk)

FH K6In — Cologne Game Lab: Master Thesis Preparation I. Winter Term 2012/2013.
(seminar)

FH K6ln — Cologne Game Lab: Non-Linear Adaptation. Summer Term 2012. (seminar)
Internationale Filmschule Koln (ifs): Interactive Storytelling. January 2012. (seminar)
Freie Universitadt Berlin — FB Angewandte Literaturwissenschaften: Interactive Storytelling.
December 2011. (seminarvortrag)

Frankfurt Book Fair — StoryDrive Conference: Transmedia Storytelling. October 2011.
(panelist)

Frankfurt Book Fair: Collective Storytelling. (w/Falko Loffler). Oktober 2011. (panelist)

FH Koln — Cologne Game Lab: Master Thesis Preparation. Winter Term 2011/2012.
(seminar)

FH K6ln — Cologne Game Lab: Non-Linear Adaptation. Summer Term 2011. (seminar)
Munich Gaming Conference: Game Writing. Haus der Kunst Miinchen. March 2011. (Talk,
panelist)

Internationale Filmschule Kéln (ifs): Mobile Media: Interactive Storytelling. Winter Term
2010/2011. (seminar talk)

Kinofest Liinen: DIALOG: Film und Games. November 2010. (panelist)

FH K6In — Cologne Game Lab: Zur Methodik und Metaphysik von Design Documents. Winter
Term 2010. (seminar talk)
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o FH Koln — Cologne Game Lab: Interactive Storytelling: Film vs. Game. Winter Term
2010/2011. (seminar talk)

e Quo Vadis Developer Conference: Adventure 2.0. May 2010. (panelist)

e Clash of Realities — International Computer Games Conference: Spieler vs. Figur. April
2010. (Talk)

e Akademie der Wissenschaften Berlin/Brandenburg: Medien, Computer, Content 2.0. July
2009. (Talk)

® Museum Ludwig Koln (Filmforum NRW): Digitale Lektionen. May 2009. (Talk, panelist)

e Akademie der Kiinste Berlin: Symposium Zukunft Kino. 2008. (Talk, panelist)

e Quo Vadis Developer Conference: Das abenteuerliche Quartett Il. 2007. (panelist)

e Quo Vadis Developer Conference: Das abenteuerliche Quartett. 2006. (panelist)

I write and design interactive projects.

e Cognitive Bias Simulator — HBK Essen, Google Doodle. Browser-based Jump-and-Run

Experience, 2022. (Self-perceived Expert). https://g.co/doodle/5fjyvdp

e Deep Talk — HBK Essen, OpenAl GPT-3. Browser-based Al Dialogue Experience, 2021.

(Creative Lead, Narrative Designer, Coder). https://martinga.itch.io/

e Unannounced Project — 2019-2021.
(Narrative Design Lead, Lead Writer)

e State of Mind — Daedalic Entertainment. Story-driven Game, PS4/Xbox/PC/Switch, 2018.
(Creative Lead, Story & Script, Game Design)

https://www.youtube.com/watch?v=0INc_35W6PI

e Endgame — machina eX. Interactive Stage Play. Theater Hebbel am Ufer Berlin, 2017. (Script,
Co-Designer) http://www.hebbel-am-ufer.de/programm/spielplan/machina-ex-endgame
e Toxik — machina eX. Interactive Stage Play. Theater Hebbel am Ufer Berlin, 2015. (Script,

Co-Designer) https://www.hebbel-am-ufer.de/programm/pdetail/machina-ex-toxik/

® 39 — Interactive Audio Play. Westdeutscher Rundfunk, 2015. (Script, Design Consultant)
https://www1.wdr.de/radio/wdr3/lets-play-hoerspiel100.html
e Right of Passage — machina eX. Theatric Open World Game. FFT Dusseldorf, 2014. (Design

Consultant) http://machinaex.de/project/right-of-passage/

e Galaxy on Fire 3 — Fishlabs. Mobile 3rd Person Shooter, 2013. (Initial Story Draft)
http://www.gof3manticore.com/release
e Galaxy on Fire 2: Supernova — Fishlabs. Mobile 3rd Person Shooter, 2013. (German Script

Version)
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Galaxy on Fire 2: Valkyrie — Fishlabs. Mobile 3rd Person Shooter, 2012. (German Script
Version)
To the Moon — Freebird Games. PC Adventure RPG, 2012. (German Script Version)

http://store.steampowered.com/app/206440/To_the Moon/

Nox Mortis — Rough Sea Games/Gameforge. MMORPG (Browser), 2010. (Backstory)

15 Days — House of Tales/dtp. PC Adventure Game, 2009/2010. (Script, Game Design, Voice
Direction, Game Scripting) http://store.steampowered.com/app/342990/15_Days
Overclocked: A History of Violence — House of Tales/dtp. PC Adventure Game, 2007/2008.
(Creative Lead, Story & Script, Game Design, Voice Direction, Game Scripting)

http://store.steampowered.com/app/339850/Overclocked A History of Violence/

Verliebt in Berlin — House of Tales/dtp. PC Adventure Game, 2006. (Creative Lead, Story &
Script, Game Design, Voice Direction, Game Scripting)

The Moment of Silence — House of Tales/various publishers. PC Adventure Game,
2004/2005 (Creative Lead, Story & Script, Game Design, Voice Direction, Game Scripting)
http://store.steampowered.com/app/339840/The_Moment_of Silence

X-Files: The Deserter — House of Tales/elkware/Warner. Mobile Adventure Game, 2004.
(Creative Lead, Story & Script, Game Design, Game Scripting)

http://www.mobygames.com/game/x-files-the-deserter

The Black Hole — House of Tales/elkware. Mobile Adventure Game, 2003. (Creative Lead,
Story & Script, Game Design, Scripting, Game Scripting)
http://www.mobygames.com/game/j2me/black-hole

The Paper Menace — House of Tales/elkware. Mobile Adventure Game, 2003. (Creative
Lead, Story & Script, Game Design, Game Scripting)
http://www.mobygames.com/game/j2me/paper-menace

Secret of the Lost Link — House of Tales/elkware. Mobile Adventure Game, 2003. (Creative
Lead, Story & Script, Game Design, Game Scripting)
http://www.mobygames.com/game/j2me/secret-of-the-lost-link

D-Tools WebDesigner — Buhl Data. PC Application, 2002. (Application Design)
https://www.amazon.de/Buhl-Data-Service-D-Tools-Designer/dp/3935722338

The Mystery of the Druids (The Mystery of the Druids) — House of Tales/CDV. PC Adventure
Game, 2001. (Script, Game Design, Voice Direction)

https://en.wikipedia.org/wiki/The Mystery of the Druids

WISO Bookware Web-Business — Schachte/ZDF/Buhl. PC Application, 2000. (Application
Design) https://www.amazon.de/Buhl-Data-Service-WISO-Business/dp/3933412579
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e WISO Geld-Tipp Homepage — Schachte/ZDF/Buhl. PC Application, 1999. (Application
Design)

e WISO Geld-Tipp Excel Profi — Schachte/ZDF/Buhl. PC Application, 1999. (Writer, Application
Design)

e WISO Geld-Tipp Briefe — Schachte/ZDF/Buhl. PC Application, 1999. (Writer)

e WISO Bookware Home-Office — Schachte/ZDF/Buhl. PC Application, 1999. (Writer,
Application Design)

e WISO Geld-Tipp Vertriage — Schachte/ZDF/Buhl. PC Application, 1998. (Writer)

e WISO Geld-Tipp Bewerbung — Schachte/ZDF/Buhl. PC Application, 1998. (Writer,
Application Design)

e Terra-X: Das Blut der Azteken — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1997. (Writer,
Game Design)

e Terra-X: Der Schatz der Tempelritter — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1997.
(Story & Script, Game Design)

e Terra-X: Todesfalle Ayers Rock — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1997. (Story
& Script, Game Design)

e Terra-X: Das Mallorca-Komplott — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1997.
(Story & Script, Game Design)

e Terra-X: Die Suche nach Atlantis — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1996.
(Story & Script, Game Design)

e Terra-X: Der Fluch des Pharaos — 4punkteins/ZDF/Buhl. PC Infotainment Game, 1996. (Story
& Script, Game Design)

back to top

Every now and then my work earns some recognition.

e German Computer Game Award 2019
Nominee: Best Staging. (State of Mind)

e German Computer Game Award 2019
Winner: Best Serious Game. (State of Mind)

e FS Play Festival Award 2018
Finalist: Best Indie Game. (State of Mind)

e German Developers Awards 2018

Winner: Best Story. (State of Mind)

Martin Gantefohr at a glance - Page 8 of 15



German Developers Awards 2018

Nominee: Best PC/Console Game. (State of Mind)
German Computer Game Award 2015

Nominee: Best Mise en Scene. (39)

Aggie Award 2008

Winner: Best Writing - Drama. (Overclocked)
German Developers Awards 2007

Winner: Innovation Award of the Jury. (Overclocked)
German Developer Award 2004

2nd Place: Best Story. (The Moment of Silence)
German Developers Award 2004

3rd Place: Best Game Character. (The Moment of Silence)

back to top

| co-founded House of Tales Entertainment and led it for 12 years

House of Tales Entertainment GmbH — Co-founder & Creative Director. 1998-2010.

(German Wikipedia: https://de.wikipedia.org/wiki/House_of Tales)

HOUSE OF TALES

back to top

Sometimes, people write or talk about my work.

Videogamer.com: The Alternative Games of the Decade. 14. 12. 2019 (Featured: State of

Mind) https://www.videogamer.com/features/the-alternative-games-of-the-decade
Frankfurter Allgemeine Zeitung: Was ist Realitdt, und wenn ja, wie viele. 23. 8. 2018
(Interview)

http://www.faz.net/aktuell/feuilleton/medien/gespraech-ueber-das-computerspiel-state-of-

mind-15750793.html

Comicbook.com: Digital Neverland. 13. 8. 2018 (Review State of Mind)

Martin Gantef6hr at a glance - Page 9 of 15


https://de.wikipedia.org/wiki/House_of_Tales
https://www.videogamer.com/features/the-alternative-games-of-the-decade
http://www.faz.net/aktuell/feuilleton/medien/gespraech-ueber-das-computerspiel-state-of-mind-15750793.html
http://www.faz.net/aktuell/feuilleton/medien/gespraech-ueber-das-computerspiel-state-of-mind-15750793.html

Die Zukunft: Fragile Dystopie. 18. 8. 2018 (Review State of Mind)

https://diezukunft.de/review/game/fragile-dystopie
Variety: Elon Musk and ‘State of Mind’s’ Transhumanism Philosophy. 15. 6. 2018 (Feature)

https://variety.com/2018/gaming/features/state-of-mind-philosophy-1202847303

WDR 5 Scala: Informationskrieg spielen im Netz. 20.4. 2018 (Review Endgame)

skrieg-spielen-im-netz-100.html
Siiddeutsche Zeitung: Wie starb Frau M.? 23.10. 2015. (Review Toxik)

http://www.sueddeutsche.de/kultur/theater-wie-starb-frau-m-1.2703739

nachtkritik.de: Schuften in der Knobel-Zone. 2015. (Review Toxik)

http://www.nachtkritik.de/index.php?option=com_content&view=article&id=11598

Medienkorrespondenz: Mit dem Radio iiber das Radio hinaus. 2015. (Review 39).

http://www.medienkorrespondenz.de/hoerfunk/artikel/achim-fellmartin-gantefoehrtim-staff

el-39-2-teiliges-hoerspielnbspfuernbspmobile-devices.html
nachtkritik.de: Die Ritter der Interaktivitét. 2012. (Article)

rspiele-und-theater-wie-die-neue-medienkunst-die-buehnenwirklichkeit-veraendert&catid=1

0l:debatte&Itemid=84
Siiddeutsche Zeitung: Kopf der Woche: Martin Ganteféhr. Nr. 96, 2011 (Short portrait)
boersenblatt.net: Strukturelles Denken und Kreativitét. 2011 (Interview)

http://www.boersenblatt.net/457784/

buchreport: Wenn der Nutzer die Geschichte bestimmt. 2011. (Interview)

http://www.buchreport.de/nachrichten/verlage/verlage nachricht/datum/2011/09/21/wen

n-der-nutzer-die-geschichte-bestimmt.htm (Interview)

WDR 3 Resonanzen: Martin Ganteféhr. 2011. (Studio guest),

Adventure Gamers: Martin Ganteféhr. 2009. (Interview)

http://www.adventuregamers.com/article/id,1028/p,2

Blickpunkt Film: Film und Games: Auf der Suche nach Konvergenz. 2008. (Article)

Adventure Classic Gaming: Martin Ganteféhr. 2009. (Interview)

http://www.adventureclassicgaming.com/index.php/site/interviews/347

The Washington Post: Unlock Eerie Memories. 2008. (Review)

http://www.washingtonpost.com/wp-dyn/content/article/2008/04/24/AR2008042401132.ht
I
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http://www.washingtonpost.com/wp-dyn/content/article/2008/04/24/AR2008042401132.html

Wikipedia (EN): Overclocked: A History of Violence. 2008. (Article)

http://en.wikipedia.org/wiki/Overclocked: A History of Violence

Adventure Gamers: Martin Ganteféhr. 2008. (Interview)
http://www.adventuregamers.com/articles/view/18145
Bremen Vier Intensiv: Martin Ganteféhr. 2008 — (Studio guest)
MTV Game One: Storytelling Special. 2008. (Studio guest)

http://www.gameone.de/tv/69?part=2

Neue Ziircher Zeitung: Die grofsen Erzihler des Computerspiels. 2007. (Article)

Telepolis: Computerspiele sind fragmentierte Erzdhlungen. 2007. (Interview)
krawall.de: Spielepersénlichkeiten: Martin Ganteféhr. 2007. (Feature)
Adventure Gamers: Martin Ganteféhr. 2005. (Interview)
http://www.adventuregamers.com/articles/view/17688

Wikipedia (DE): The Moment of Silence. 2005. (Article)
http://de.wikipedia.org/wiki/The_Moment_of_Silence

NBC Giga: The Moment of Silence. 2004. (Studio guest)
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Sometimes, | publish other writings.

INPUT #3: Evaluationen. Texte zu Erfolg, Scheitern, Bewertung. GAD Theory Reader 2023. --
(Editor, Lead Writer) -- upcoming

INPUT #2: Manipulationen. Texte zu Mechanik und Kontrolle. GAD Theory Reader 2022. --
(Editor, Lead Writer)

INPUT #1: Weltentwiirfe. Input Channel Picks. GAD Theory Reader 2021. -- (Founder, Editor,
Lead Writer)

Dreizehnter Stock. This was an ongoing column in WASD, bookazine for game culture
(wasd-magazin.de).

Es konnte schlimmer sein. WASD#17, July 2020 — (Column)
https://medium.com/@mtgantefoehr/es-k%C3%B6nnte-schlimmer-sein-e19cb158fe5a

XY ungeloscht. WASD#16, December 2019 — (Column)
https://medium.com/@mtgantefoehr/xy-ungel%C3%B6scht-ce9869669111

Ein Monster. WASD #15, June 2019 — (Column)
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http://en.wikipedia.org/wiki/Overclocked:_A_History_of_Violence
http://www.adventuregamers.com/articles/view/18145
http://www.gameone.de/tv/69?part=2
http://www.nzz.ch/aktuell/startseite/die-grossen-erzaehler-des-computerspiels-1.580149
http://www.adventuregamers.com/articles/view/17688
http://de.wikipedia.org/wiki/The_Moment_of_Silence
https://wasd-magazin.de/
https://medium.com/@mtgantefoehr/es-k%C3%B6nnte-schlimmer-sein-e19cb158fe5a
https://medium.com/@mtgantefoehr/xy-ungel%C3%B6scht-ce9869669111

https://medium.com/@mtgantefoehr/ein-monster-83eb2222931c
e How To Defeat Cannibals in the Past, and Return as an Astronaut. Medium. January 2019
(MOTD post mortem)

https://medium.com/@mtgantefoehr/how-to-defeat-cannibals-in-the-past-and-return-as-an

-astronaut-145e48d84353

e Alles schweigt. The Pod (gamespodcast.de), 25. 12. 2018 — (Short story)
https://bit.ly/2LzPFYU

e Lauter Geisterfahrer. WASD #14, November 2018 — (Column)
https://medium.com/@mtgantefoehr/lauter-geisterfahrer-e5d21e2c3d4

e Nahtoderfahrungen. WASD #13, June 2018 — (Essay)
https://medium.com/@mtgantefoehr/nahtoderfahrungen-10e87fb1b7{6

e Morbus Kreutzenbach. Createspace, Inc. Print & Kindle. March 2017 — (Novel)

® https://www.amazon.de/Morbus-Kreutzenbach-Roman-Martin-Ganteféhr/dp/1543241425

e Das Schwarze Rechteck. WASD #9, June 2016 — (Article)

e Im Intensivlabyrinth. WDR Radiobroschiire, 2015. — (Lab report)

e Unter Sprachmaschinen: Games on Stage, 2013. (Article)

http://writer.inklestudios.com/stories/35hz

DIE ZEIT | ZEIT Online (selected articles)

e Ressort Digital: Contra: Online-Shopping verursacht Miillprobleme. 2011.

e Ressort Gesellschaft: Ernstfalltraining mit Amputierten. 2010.
http://www.zeit.de/gesellschaft/zeitgeschehen/2010-10/schock...

® Ressort Wissen: Panikkauf in der Online-Apotheke. 2009.
http://www.zeit.de/online/2009/27/tamiflu-internet

e Ressorts Wissen/Wirtschaft: Abbau Ost. 2008.
http://www.zeit.de/online/2008/35/games_convention

e Ressort Wissen: World Wide Wahn. 2008.
http://www.zeit.de/online/2008/26/internet-abschaffen

® Ressort Wissen: Operation Pixelkrieg. 2007. http://www.zeit.de/online/2007/51/Pixelkrieg
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https://medium.com/@mtgantefoehr/ein-monster-83eb2222931c
https://medium.com/@mtgantefoehr/how-to-defeat-cannibals-in-the-past-and-return-as-an-astronaut-145e48d84353
https://medium.com/@mtgantefoehr/how-to-defeat-cannibals-in-the-past-and-return-as-an-astronaut-145e48d84353
https://bit.ly/2LzPFYU
https://medium.com/@mtgantefoehr/lauter-geisterfahrer-e5d21e2c3d4
https://medium.com/@mtgantefoehr/nahtoderfahrungen-10e87fb1b7f6
https://www.amazon.de/Morbus-Kreutzenbach-Roman-Martin-Gantef%C3%B6hr/dp/1543241425
http://writer.inklestudios.com/stories/35hz
http://www.zeit.de/digital/internet/2011-05/online-shopping-oekobilanz/komplettansicht
http://www.zeit.de/digital/internet/2011-04/darpa-counter-na...
http://www.zeit.de/digital/internet/2011-03/guttenplag-erfol...
http://www.zeit.de/gesellschaft/zeitgeschehen/2010-10/schock...
http://www.zeit.de/online/2009/27/tamiflu-internet
http://www.zeit.de/online/2008/35/games_convention
http://www.zeit.de/online/2008/26/internet-abschaffen
http://www.zeit.de/online/2007/51/Pixelkrieg

® Ressort Leben: Mit Kippe unTerm Heizpilz. 2007.
http://www.zeit.de/online/2007/38/raucher-niedersachsen

e Ressort Digital: Die Haydns von heute. 2007.
http://www.zeit.de/online/2007/40/games-und-musik
e Ressort Wirtschaft: Woodstock Digital. 2007.

http://www.zeit.de/online/2007/35/games-convention-abschluss
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Wiki & me

e Wikipedia (DE): By the way, there’s a Martin Ganteféhr entry over at the German Wikipedia.
Most of what it says is actually true, and fairly current.

https://de.wikipedia.org/wiki/Martin Gantef%C3%B6hr

Biography

(This is me in my kitchen in 2015)

BIO — long read (EN)

Martin Gantefohr studied literature and linguistics, but turned to storytelling in games in
1996. For more than two decades, he has been working as writer, designer and director in

the interactive industry.
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In 1998, he co-founded House of Tales Entertainment, the first German studio to specialise

in adventure games, and led the company for twelve years as a CEO and Creative Director.

After selling the studio, Gantefohr has continued to work in a broad range of
(interactivity-related) cultural fields, including video games, theater, audio drama, education,

and journalism.

Gantefohr's work spans more than 30 published software titles for various formats,
platforms, and genres, from TV-license adaptations (“Terra-X", 1996-1999 / “X-Files”, 2004 /
“Verliebt in Berlin”, 2006) to award-winning video game narratives (“The Moment of

Silence”, 2004 / “Overclocked”, 2007 / “State of Mind”, 2018).

He has provided script work for interactive and linear audio drama at Germany’s largest
public broadcaster WDR (“39”, 2015), and has written and co-designed interactive stage

plays with game theater pioneers Machina eX (“Toxik”, 2015 / “Endgame”, 2017).

As a senior lecturer, Gantefohr has been teaching Game Development and Research (MA)
and Digital Games (BA) classes at the Cologne Game Lab for eight years (2010-2017). He has
been a returning lecturer at the ifs internationale filmschule in Cologne (2010 - ongoing),

and has been a frequent speaker and lecturer at universities, conferences and symposiums.

As a journalist writer, he has contributed to German weekly DIE ZEIT/ZEIT Online (2007 -

2011), and has been a columnist for WASD, Germany’s bookazine for games culture.

Gantefohr’s latest video game project, “State of Mind”, won Best Story at the German
Developer Awards 2018, and Best Serious Game at the German Computer Game Awards
2019, where it was also nominated for Best Staging. Between 2019 and 2021, he has
developed a transmedia game for a major broadcasting company. Since 2021, he has been
experimenting with OpenAl’s GPT-3, and has examined its potential for Al-assisted writing

(“Deep Talk”, 2021).

He is currently a professor and faculty lead of the DESIGN department at the University of
Fine Arts Essen (HBK Essen).
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Gantefohr has three sons, aged 12, 16, and 29. He lives in Osnabriick, a quiet and

unassuming German city with excellent train connections.

BIO -- short read (EN)

Martin Gantefohr has been working as an interactive writer, narrative designer, director and
lecturer for more than two decades. He has created a broad range of interactive projects
across multiple cultural fields, from video games to theater and audio drama. He is a
professor and faculty lead of the Design Faculty lead at the University of Fine Arts Essen

(HBK Essen), teaching in the Game Art and Design department. (gantefoehr.com)

BIO — short read (DE)

Martin Gantefohr ist seit (iber zwei Jahrzehnten als Designer, Autor, Regisseur und Dozent
flir interaktive Medien tatig. Er arbeitet in den Bereichen Videospiel, Horspiel und Theater.
Er ist Professor und Dekan der Fakultdt Design der HBK Essen, dort lehrt er im Fachgebiet

Game Art and Design. (gantefoehr.com)
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