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Game: Portal 2 
 
- Think about the design of the tutorial.  What does it do well?  How would you improve 
it? 
 
I am considering the entirety of the first chapter to be the tutorial since it introduces many 
of the basic mechanics from Portal 1. This includes the basic movement and interaction, 
fundamental portal mechanics, conservation of momentum to fling objects (and yourself) 
across the room, and other tricks with portals. The tutorial was well paced. It spaced out 
the different mechanics between the test chambers. Mechanics were taught across pairs of 
chambers. For example one chamber introduced using the conservation of momentum to 
propel you to higher areas, and then the next was a more advanced version of the concept 
to practice the idea. I felt that I was able to swallow the different aspects at my own pace. 
Because there was no time limit, I didn’t feel any time pressure and thus was able to 
carefully think about my next move. Moreover, the at the beginning of each chamber 
helped in priming me for the obstacles to come, although they were sometimes didn’t 
make sense until actually starting the chamber. 
 
The very beginning of the game was a funny way to introduce the controls and let the 
player get accustomed to moving around. Portal 2 is not a “hardcore” game, so it may 
very well be the first time the player is using a controller or keyboard. The beginning 
scenes allows for the player to orient himself or herself without concern of failure. This is 
different from Wolfenstein 3D, in that when you step out of the first room, you are 
attacked by a soldier. There is no real danger in Portal 2 until the second chapter. At the 
same time, the first chapter doesn’t feel as rigid as tutorials from other games. Once you 
do the few directed tasks of walking around and interacting with your surroundings, you 
are given minimal on-screen prompts for what you need to do.  I was left to figure things 
about for myself, but the available controls, options (affordances), and solutions were 
limited enough to avoid confusion without those prompts. Moreover, there were the 
occasional voice prompts, although they were not the obnoxious “Hey you! Listen!” 
prompts, but instead a natural “Check this out!” prompt that you would get from a friend.  
 
However, breaking the tutorial up with narrative extends its quite a bit. Within an hour of 
play, I only got through chapter 1 and about three chambers of chapter 2. Granted, there 
are a number of mechanics in the game and potential configurations of puzzle rooms, so 
it made sense. There could be a way to skip the beginning sequence and jump right into 
the puzzle rooms. Skipping the cutscenes between tutorials would be a boon for 
experienced players. 
 
- Think about what strategies you used.  Did they change the more you played? How? 
 
At the beginning of most chambers, I looked for the exit and identified what was needed 
to reach the exit. There were different cues to look for. Sometimes there were lights 
denoting that a switch need to be pressed, other times the door was simply out of reach. I 
considered the techniques that I learned so far, and checked if the room afforded some of 
those techniques. For example, if there was a large drop, I would see if there were far off 
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areas where I could portal jump. I also pressed switches I could reach in my immediate 
area and listened for the cues and if and where a block falls. The block usually clues me 
in what I need to do next. From there I systematically solve the puzzle. 
 
The basic script didn’t change for each puzzle, although my efficiency increased. I 
learned what to look for. I didn’t get to any particular complex rooms yet. 
 
- Describe the level that was the most challenging for you? Why? 
 
The most challenging room was the room right after getting the single portal gun. There 
was a moment where you had to make a portal into the next room, but I couldn’t figure 
out where to aim. Long-range portal shots were particularly hard because it is tricky to 
see if you can actually make a portal on the surface you’re shooting. However because 
ammo is a non-issue and you can keep shooting as you see fit, rapid firing the portal 
solved the issue. There was a similar problem right after you get the dual-portal gun, 
where you had to identify surfaces to portal in order to get to the next area, but once 
again, rapid firing helped in that regard. 
 
There were also some times where I was overthinking the solution. For example, in one 
room I had to hit a button behind a window. Since the window was partially broken, I 
thought I had to completely break it using the momentum of portal jumping (that was the 
lesson of the chamber). I spent five minutes trying to figure out what was going on. After 
some time, I realized that there was room to walk around the window. My schema of 
similar situations from other games caused me to overthink the issue at hand and lose 
scope of the lesson. 
 
- Describe the level that was the least challenging for you? Why? 
 
Most of chapter one was straightforward. I was able to figure out most of rooms rather 
quickly. I played Portal games before, so I already had a sense of how the rooms worked. 
Moreover, I studied Physics in school, so I had some schemata regarding the different 
mechanics and configurations to give me clues on figuring out the solutions. Ironically, it 
was my schemata about video games that caused me problems, and not the 
misunderstanding of physics. 
 
- Can you find multiple different solutions for a level?  If so, what are the differences 
between those solutions?  Can you think of a way to guide the user towards a particular 
solution? 
 
I’m sure that the early levels have multiple solutions, but I think I only found the 
intended solutions of the tutorial chambers. How do you guide a player in a puzzle game 
without giving away the solution? Perhaps you can use Nintendo’s approach and have a 
“Super Play” video in the chamber (via “archives”) for particularly difficult sections of 
the puzzles. Another idea would be to subtly mark the suggested area with a off-color 
material, although I think that betrays the puzzle element of the game. Players like myself 
would notice the difference and follow the path. But perhaps that is the intention? 
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- How does the first person perspective in this game differ from Wolfenstein 3D? 
 
The first-person perspective in this game is more complex than Wolfenstein 3D. In Portal 
2 (and the original), you have virtually full spherical control of your player’s viewpoint. 
In a way, it is more realistic, although I still can’t see my feet. Moreover, this means that 
player positioning is less important than it once was. In Wolfenstein 3D, if you wanted to 
aim higher or lower, you had to move your player closer to or further away your target. 
This combined with the distance-based damage calculation, linked the strategy of 
dispatching your targets very tightly with the strategy for staying alive. If you wanted to 
ensure an effective shot, you would have to get closer. In reality, this is instinctual, but 
this is particularly enforced in Wolfenstein 3D. Positioning is still important in Portal, as 
well as other modern FPS games, but once you are able to see your target, you still have a 
reasonable chance of hitting the target. There is no damage calculation in Portal, but the 
link between successfully hitting your targets and positioning is lessened. 
 
However, both perspectives are very similar in the way that your gun still shoots centered 
on the camera. You cannot fine-tune your aiming without changing the camera position 
(a la Goldeneye). 
 

 


