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Game: Wolfenstein 3D 
 
- First, explore the game how you normally would.  Try to get to Floor 3. 
 
Got to floor 4, somehow. 
 
- How does the game restrict or allow you to explore the game space? How do you know 
what those restrictions are? 
 
The game is set up as a maze crawler. The gameplay suggests that I had to figure out 
my position because there is no mini-map to keep track of my location. The primary goal 
is to find the elevator to go up to the next floor. As I explored each floor, there were 
multiple rooms with enemies and items. The enemies were surprisingly helpful in 
pathfinding for two reasons. First, new enemies meant that I did not explore that section 
of the floor yet. Second, since enemies’ corpses do not disappear (and they do not 
respawn), I could use their bodies as markers to note what areas I have been already. 
 
Aside from the game environment, there was a restriction in player movement. I’m used 
to playing first-person shooters that allow for free aiming. However in Wolfenstein 
3D you shoot straight ahead, with your aiming being related to your positioning of your 
character. 
 
You were also restricted in the “standard” ways of health, ammunition for your weapon, 
and lives. Running out of health cost a life and running out of lives meant you had to start 
the floor again. Ammo was actually reasonably plentiful, so I there wasn’t too much of a 
danger of running out. That said, it wasn’t so plentiful that I could wantonly shoot at 
enemies, especially when enemies that require multiple shots started appearing. I 
oftentimes explored the current room for ammo to make sure I was topped off. That 
allowed me to find more doors to explore. Managing my health actually encouraged me 
to explore as well because I didn’t want to progress deeper into the level at low health. I 
wanted to instead look for health packs. 
 
- What goals did you set for yourself? Were you rewarded for accomplishing those goals? 
 
My main goal was to get to Floor 3 before my lunch break ended. With that in mind, I 
was trying to complete each level as quickly as possible. At the end of each level, I 
learned that there is a par time to get the time bonus, as well as bonuses for finding 
treasure and defeating enemies. I didn’t bother with these bonuses, since they seemed to 
be only for points. 
 
- What types of conflicts did you encounter? 
 
The first conflict was with the game controls. Modern FPS games are usually played with 
a keyboard and mouse combo, but I did not have a mouse at the time. Fortunately, I was 
able to set the controls to work with my configuration. The game’s simple controls made 
changing configuration a non-issue. 
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The next conflict was the difficulty of the game. I started on the default difficulty, but 
found myself dying too quickly, since I wasn’t reacting quickly to the enemies. 
 
Another conflict was in understanding the goal of the game. I didn’t have any prior 
knowledge of the game beyond the genre. I had to figure out that I was looking for an 
elevator to move onto the next floor. 
 
Another conflict was pathfinding. There were a few times where I got lost in the game, 
especially when looking for keys to unlock doors. 
 
- Are there other ways to complete each level? Do you think the way you played the game 
is how the game designer intended it to be played? What types of design grammar lead 
you to believe that? 
 
It seems that at the stage I was on finding the elevator was the main way to complete the 
levels. After completing level 3, there seems to have been a “secret” bonus. This suggests 
that there is either a secret room or a secret exit. In general, however, I seemed to have 
played the game in a standard way. The sense of pacing and exploration seemed 
acceptable for first time player, and the par times seemed reasonable for players that 
know how the levels are laid out. 
 
- Describe a moment where you learned how to do something?  How did that occur? 
 
I learned how to shoot straight. I’m usually a bad shot in FPS games, and the limited 
shooting mechanics of this game didn’t help. However, after lowering the difficulty, 
getting a feel for how the gun reacts and how the enemies moved, I got a good sense of 
pace and space for how to aim and dispatch enemies. 
 


