










The portals create a visual and physical connection between 
two different locations in 3D space. Portal ends are restricted 
to planar surfaces, but if the portal ends are on nonparallel 
planes, bizarre twists in geometry and gravity can occur as 
the player character is immediately reoriented to be upright 
with respect to gravity after leaving a portal end. An 
important aspect of the game's physics is "momentum 
redirection". Objects retain the magnitude of their 
momentum as they pass through the portals but in a 
direction relative to the surface the exit portal is on. This 
allows the player character to launch objects, or even 
herself, over great distances, both vertically and horizontally, 
a maneuver referred to as "flinging" by Valve.

[http://en.wikipedia.org/wiki/Portal_(video_game)—11/22/07]

http://en.wikipedia.org/wiki/Three-dimensional_space�
http://en.wikipedia.org/wiki/Momentum�


The game is designed to change the way 
players approach, manipulate, and 
surmise the possibilities in a given 
environment. [http://orange.half-
life2.com/portal.html-11/22/07]



game = software

meta-game = social interactions

Game = software + social interactions



Lower the 
consequences of failure.  



Performance before 
competence.



Players high on the 
agency tree.



Problems are well 
ordered.



http://media.cube.ign.com/media/550/550539/image_frame.html?image_id=12&screenshot_id=3334783�


Cycles of challenge, 
consolidation, and new 
challenge (expertise ).



Stay within, but at the 
outer edge, of the 
player’s “regime of 
competence”.



Encourage players to 
think about systems and 
relationships, not just 
isolated events, facts, 
and skills.









Give verbal information  
“just in time”—when 
players need and can 
use it—or “on demand” 
when the player asks 
for it.  



Situate (“show”) the 
meanings of words and 
symbols and show how 
they vary across different 
actions, images and 
dialogues.  Don’t just offer 
words for words 
(“definitions”).



The destruction of a land surface 
by the combined effects of 
abrasion and removal of 
weathered material by 
transporting agents is called 
erosion. ... The production of rock 
waste by mechanical processes 
and chemical changes is called 
weathering.



Passive Readouts, Damage Monitor, Active 
Augmentation & Device Icons, Items-at-
Hand, Information Screens, Note, 
Inventory, Inventory Management, Stacks, 
Nanokey ring, Ammunition

199 headings and subheadings 

53 key assignments

These 53 keys are mentioned 82 times in the 
booklet in relation to the information contained 
in the 199 headings and subheadings.



Your internal nano-processors keep a very 
detailed record of your condition, 
equipment and recent history.  You can 
access this data at any time during play by 
hitting F1 to get to the Inventory screen 
or F2 to get to the Goals/Notes screen.  
Once you have accessed your information 
screens, you can move between the 
screens by clicking on the tabs at the top 
of the screen.  You can map other 
information screens to hotkeys using 
Settings, Keyboard/Mouse (p. 5).



Recruit smart tools, 
distributed knowledge















Modding























Passionate Affinity Spaces



1. Common endeavor, not race, class, 
gender, or disability, is primary

2. Not Age Graded

3. Newbies and masters and 
everyone in-between share 
common space



4. Players produce, not just consume

5. Encourages specialist and general 
knowledge

6. Encourages individual and distributed 
knowledge

7. Encourages dispersed knowledge



8. Uses and honors tacit knowledge

9. Many different forms and routes 
to participation

10. Lots of different routes to status

11. Leadership is porous and leaders 
are resources



Urban Science

Food. Shopping. Parking. Housing. Trees. What will the 
future of Madison look like? In Urban Science, young 
people decide. Using iPlan, a cutting-edge computer 
tool, players work as urban planners to change the look 
and feel of Madison. They listen to people's concerns, 
redesign the city, build out their plan in 3D, and present 
their findings to family, friends, and planning experts.

In Urban Science, players learn about ecology, develop 
self-confidence and presentation skills, and start to see 
the world through the eyes of a problem-solving urban 
planner. Once players finish Urban Science, they won't 
look at any street or neighborhood the same way again! 

http://epistemicgames.org/eg/?cat=14�
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