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Reflection 2

Above all else, I’m a game developer. That identity comes maybe directly 

after “human.” Because of that, I’ve been looking forward to this final project all

quarter. Text adventures have always been something that appealed to me on a deep 

level, and I knew from the start that I’d be making my project into one. That being

said, making this dungeon was certainly one of the most challenging projects I’ve 

taken on.

I started on Porter Cave Adventure less than a day after I’d finished my

first project, and it took me until the end of November to get it to a 

complete and playable state. I made it in an engine called Inform 6, a modern 

library for making classic Infocom-styled text adventures. I had used it 

before, though not extensively, and I thought I had a firm-enough grasp on its

syntax to code my game. However, I ended up relying a lot on the (very little)

information and tutorials that are available online. Things like implementing 

new verbs into the engine (type, dial, xyzzy, and write) and having them 

respond correctly were a huge challenge and probably what I spent at least 

half of my time on. Eventually though, I had a finished project with (most) of

the bugs ironed out. I sent it to my friends to playtest for me, and they 

found some game-breaking mistakes that I didn’t notice at all. For example, 

one room didn’t list any of its exits in the room description. I knew where 

they were from developing it, and completely blanked on the fact that other 

people probably wouldn’t.

The main argument of Porter Cave Adventure is that, regarding Jesper 

Juul’s 4 modes of play, any game can be played in any mode the player wants. 

At the beginning of the game, the player is gently introduced to the themes of

these modes (via a literal list of them on a flyer). Throughout the game, the 

player encounters areas that reward each of these types of play. Wherever 
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possible, the player is given the opportunity to experiment with them in order

to solve puzzles. At the end of the game, the player is asked what sort of 

play they thought the game intended. I hope that this game will give players 

the opportunity to discover the mode of play they enjoy the most, as well as 

to experiment with the others freely.

I certainly learned more from making this game than I thought I would. I

now feel like I have a decent competence in the Inform 6 engine, and I will 

definitely experiment with making more games with it in the future. I learned 

that puzzles that may seem ridiculously simple to a game’s designer can be 

extremely challenging for players. Above all, I learned how difficult it can 

be to put quotes and history lessons in a game while still having it be 

entertaining. Honing an argument through gameplay (such as how the difficult 

maze makes the player think about why walkthroughs are needed) is another 

challenge I never considered. Up until this point, none of the games I’d made 

ever had an argument. They mostly existed for the sole purpose of being fun, 

experimental, or even just an inside joke. However; this project, and this 

class in general, has definitely stoked a fire in my heart when it comes to 

meaningful games. I always considered myself “not experienced enough” to make 

games with strong points, political messages, or critiques on society. I now 

realise that if the “inexperienced” and “unprofessional” don’t make them, no 

one will.

In conclusion, Porter Cave Adventure was an absolute treat to make, 

regardless of the huge amount of time and frustration I spent on it. It was as

educational for me as I hope it can be for others, and I look forward to 

revisiting a lot of the game’s key ideas.


