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Describe the parts of the game you found least difficult and most difficult. What 
made them different? Do you think that was due to any particular game 
characteristics? 
 
The hardest parts of the game were actually trying to execute simple commands, mainly 
how to turn the lamp on. I was over thinking it, and didn’t realize that I could just say 
“light lamp”. The section, with the magic words “xyzzy”, was strangely difficult too, 
because I didn’t realize I was teleported out of the cave. I thought I died. It was at this 
point I started using the FAQ because some of the puzzles I couldn’t figure out in a 
timely matter. I think I would have had an easier time if I actually took notes while I was 
playing. 
 
Taking notes would have made the game a bit easier and more fluid to play because I 
wouldn’t have to keep checking my inventory. I had to check my inventory to make sure 
that have the appropriate items in place, that I had spelt them correctly, and I could have 
created a map for myself to keep track of my position. I was keeping track of all of this in 
my working memory. 
 
Analyze the game using the MDA model. 
 
What top 3 categories of the aesthetic taxonomy do you think most apply Why? 
 
The three categories of aesthetic taxonomy that stand out are Fantasy, Narrative, and 
Discovery. Discovery in particular stands out because you are constantly exploring and 
making sense of the area that you’re in. This is especially supported by apparent non-
linear progression of the rooms (i.e. going west doesn’t mean that you’ll end up at the 
east side of the next room). Because I couldn’t see, I also tried each cardinal direction for 
every new room I entered. I didn’t want to miss any secrets if there were any. 
 
The unusual encounters with the different denizens of the cave added to the fantasy 
aesthetic. They were varied, and I was interested in seeing what would comment. It 
started game with the bird and the snake, but the using the magic rod and encountering 
the pirate were both interesting and fun things that occurred. Moreover, after looking that 
the FAQ, I learned that are several more unique events that occur later in the cave. 
 
Finally, although where was no explicit storyline, each of the events added some drama 
to the game, from having the bird attacking the snake to getting ambushed by 
dwarves. There was some tension regarding if something interesting would happen in the 
next room. 
 
Describe the dynamics that contribute to those aesthetic categories. 
 
Discovery: 
— lack of a map; forces player to thoughtfully keep track of their position 
— minimal visual feedback via graphics; once again, the player has to thoughtfully 
analyze his or her surroundings 
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— experimentting with different commands and items to solve puzzles 
 
Related mechanics 
— type in verb + object for desired effect 
— type in location or cardinal direction in order to move in that direction 
  
Narrative: 
— text-based feedback; forced you weave your own story, rather than just “experience” it 
 
Related mechanics 
— type in commands, get feedback from computer (call and response) 
 
Fantasy: 
— the sudden events that occur for each room. Not every room has an event, so it lends 
to the feeling of exploring a cave and coming across a noteworthy scene. 
 
Related mechanics 
— when certain events happen, type in correct response to event in order to continue. 
Failure leads to a restart state. 
 
What type of strategies did you use? Did they change, the more you played? 
 
I usually knew what I wanted to do, although I couldn’t figure the language. For example, 
I knew I had to use the lamp, but “turn on lamp” wasn’t working. After getting frustrated 
in figuring out the correct word (“light lamp”), I started using guide. Otherwise, I 
systemically went through each room in order to create a mental map of my 
surroundings. Once the map was completed, I moved onto the next section of the cave. 
Rinse and repeat until I got frustrated of doing the process and used the guide 
exclusively. 
 
Reflect on the aspects of emergence in this game and connect your thoughts back to the 
Jesper Juul reading. 
 
There wasn't that much emergence in the game play, as Juul discussed. In the chapter, 
Juul defined emergent game play as variance of in the game challenge brought about by 
the (re) combination of game rules. This is different from the other end of the game 
challenge, progression, whereby challenges are curated by means if various special case 
rules (pg 2). The Colossal Cave ("Adventure") was actually a cited example of 
progression in that the different challenges presented by the game are distinct 
implementations of the game rules, and are generally solved on a case-by-case basis with 
the solutions being the same each playthrough. From that perspective, this game is very 
much a game of progression on the meta level. However, in-game, there is a degree of 
emergence in terms of making strategies for travelling through the dungeon. For example, 
when you discover the ability to teleport back to the starting room of the game, you use 
the area as a place to store your unneeded items or treasure. This solution is a response to 
the challenge of item management, which is enforced by the rules of limited inventory 
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and the rule of using what you find in the cave. The overall experience is progressive in 
nature, as you can indeed write a walk through for the game, but there are some aspects 
of emergence that can be leveraged by the player. 


