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What scared our client about an AI-Game 
scares many museums and archives.
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WHO OWNS THE 
VOICE? JAILBREAK HISTORY

His interviews and 
recordings often 
belong to publishers, 
not the archive.

A persuasive visitor 
can coax the AI into 
rewriting its own past.

A character who can't 
know anything that 
happened after his 
own death.

“AI revives dead 
chancellor” writes 
itself, and not in your 
favour.

OUT OF TIME THE BAD HEADLINE

A Foundation's reasons to be wary of resurrecting 
a founding father of the republic.

Konrad Adenauer (1876–1967): West 
Germany's first chancellor, who rebuilt a 
democracy from the rubble.



Every screen weighed historical 
accuracy against a teenager's patience.
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DIDACTICS TECHNOLOGY

No alternate history, 
no rewriting: choices 
recreate Adenauer's 
real decisions, not 
change them.

Replayability?!?!

The fears reshaped 
the tech. Browser-
based game, playable 
on all devices.

A client-mandated 
mascot, the “Kasis,” 
set the tone, for 
better and worse.

AESTHETICS

Every choice was a negotiation, and the institution had a hand in all three layers.

Prague had already 
built “DigiHavel,” a 
talking AI of Václav 
Havel,.

Our client wasn't a 
reviewer. They were 
a co-author.



Making the archive playable took three 
moves, not a digitization project.
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EXPLORE COLLECT

Turn an archive into 
places you walk into.

Turn documents into 
clues you find.

Turn a test/quiz into 
an argument an AI 
assesses.

REFLECT

Turning inert sources into places to enter, clues to find, and arguments to defend.

The archive: 
speeches, letters, 
press photos, radio 
and film. 



Reading a primary source is homework; 
exploring a scene is play.
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EUROPE DEMOCRACY

PARIS, 1950

Win the press over to 
the Coal & Steel plan.

BONN · 1952

Convince the Allied 
commissioners to 
grant sovereignty.

MOSCOW · 1955

Negotiate the last 
10,000 Prisoners of 
War home.

FREEDOM

Three of Adenauer's decisions became point-and-click scenes you explore, 
without ever rewriting what happened.

What broke: it 
wasn't obvious 
where you could go; 
one tester got 
“trapped” in an 
office.

“Loved that it was a 
point-and-click 
game, you can go 
wherever you want, 
scouting the town.”    

playtester, Romania, 
25



The archive became a dig: 
real treasures, real dead ends.
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REAL SOURCES USEFUL vs. DUDS

Letters, speeches, 
cabinet minutes, 
radio recordings and 
newsreels, hidden 
inside hand-drawn 
props.

Some objects are 
clues tagged to the 
questions, others are 
red herrings.

A wildcard catch-up 
clue, Adenauer's 
carpet trick, built and 
then cut.

THE CUT DARLING

Authentic sources hide in the scene as clickable objects. Some are the clues, some are decoys.

What broke: real 
sources meant walls 
of text; engagement 
fell where reading 
rose.

“Real recordings hidden 
inside a TV or radio. I 
didn't expect to see the 
real thing after clicking.”

playtester, Czechia, 31



Beat the boss or the mission fails: that is 
the whole game.
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THE INVERSION PICK YOUR FIGHT

The AI grades your 
argument, never 
speaks as Adenauer.

Convince 
commissioners, win 
over the press, or 
face Khrushchev.

Score high and the 
boss yields; too low 
and the mission 
restarts.

WIN OR FAIL

The boss attacks with hard questions; you answer in your own words, and AI weighs your reply.

What broke: the AI 
rewarded ideas the 
clues never taught, 
and nothing 
stopped a player 
from letting 
ChatGPT write the 
answer.

“A clever use of AI: 
writing your own 
answer, it felt like 
reliving the past.”

playtester, Greece, 
23
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This is 
what the 
archive 
looks like 
once it 
plays.
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The loop in order: 
explore the scene, 
click the real sources, 
type your argument, 
watch the AI move 
the needle from red 
to green.



Players learned a lot, 
yet half would not recommend it.
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THE SPLIT MANDATED MASCOT

Strong on learning, 
weak on fun, a 50/50 
recommendation.

The client-required 
“Kasis” split players: 
charming to some, 
off-key to others.

We cut the rug 
catch-up for a 
generic hint, then 
players begged for 
help at the boss.

THE WRONG 
DARLING?

The history stuck, but reading fatigue and a divisive mascot held the game back.

What we fixed: a 
flashlight button for 
lost players, clearer 
navigation icons, the 
scrolling bug.

“It felt more like an 
interactive learning tool 
than a full game.”   

playtester, Greece, 23



Try it, then tell me what's in your archive.
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PLAY IT TAKE THE METHOD

Scan the code to play 
(the game is in 
German).

Explore, Collect, 
Reflect, ready to re-
skin onto your 
archive.

Two open questions: 
can we stop AI 
cheating, and is this a 
game or a tool?

LET'S TALK

Play the Adenauer game, take the three moves home, and let's talk about your collection.

Andreas Muckenfuß  
Founder & CEO

muckenfuss@crisp-berlin.org

“We didn't bring history 
back to life. We made it 
worth arguing with.” 
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