“Oh, it's yourd

“It’'s been a long time. How have you been? I've
been really busy being dead. You know...after

you murdered me? Okay look, we both said a

lot of things that you are going to regret. But |
think we should put our differences behind us.
For science. You monster.”

RTAL 2

by Meagan VanBurkleo

An Unexpected Triumpn

hen Valve approached a team of
students from the nearby Dig:Pen
institute of Technology with job
offers and the opportunity to flesh
out their senior project — Narbacular
Drop — back in the summer of 2009, # did so cau-
tiously. Measured steps were taken to minimize nsk.
The team was kept small. Art assets were reused,
drawing heavily from prefabricated pieces of the
Half-Life universe. Then the final product, Portal, was
released as part of the Orange Box.

The investment paid off. With over 70 industry
honors, and 30 Game of the Year awards, it's IMpos-
sible to deny Portal's success. Portal was, and still is,
uniike anything else in Valve's stable of action-centnc
titles. Valve knew it had something special, but didn't
anticipate the degree to which fans would gravitate
toward the budding franchise. Their only complaint?
They wanted more.

" Boaee - - - . o | “Portal was so short because it was a tnal,” explains
g . - : G o r » Doug Lombardi, vice president of marketing al Valve.
: | = 3 T “We paired it with [Hali-life 2] Episode 2 and Team
Fortress 2, which were recognizabie and safe. Then
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we had this Portal thing, and we had no idea if people
would dig it, even though we thought it was a cool
idea. So it was put out there safely in the Orange Box,
gnd the results came back wilder than we could have
ever imagined.”

It didn't take long for legions of Valve fans to
embrace it. Within months, “the cake is a lie” memes
were all over the web, Valve started recewving videos
of high school choirs singing “Still Alive,” and the
song even found its way into the Rock Band catalog
“There was no way we could have planned for it,”
says Lombardi. “So we knew we had to double down
and give them more. Portal was a test bed. Portal 2
5 a game.”

The trial by fire is over — the salety net removed
Portal's endearing antagonist, quip-filed dialogue,
and mlnd'ﬂltenng garl'llz_.‘[:ulﬁ'-r' Are proven ﬁnmmc‘dhl&_‘i
A rabid fan base is established. Now it's time to up
the ante. Instead of merely hoping for the best, Valve
is now banking on Portal 2's success. The fiercely
independent studio is Investing mare time, more
capital, and more risk into a standalone, full-price
retall release.



Though instances when
Chell views hersell
through a portal are
UNCOMITION, We Wane
keenly aware of her
prison-like garb in the
orginal Portal. For the
sequel Valve is redesign-
ing Chell’s threads to
hetter reflect her station
ab rat. While nod
d, this concept an
d idea as to the
alve is taking

"W are pleasad that you made i through the
final challenge where we pretended we were
going to murder you," chirps GLaDOS, the
homicidal computer and antagonist of Portal
adlibbing after Chell sees through her shallow
atternpt at encouraging self-incinaration. “We
are very, very happy for your success. We are
throwing a party in honor of your tremendous
success, Place the device on the ground then
e on your stomach with your arms at your
sides. A party associate will arrive shortly to col-
lect you for your party. Make no further attempl
10 leave the testing area, Assume the party
ascorn submission position or you will miss

ihe pary.”

In the onginal Portal, GLaDOS" casual dis-
regard for Chell’s safety was a constant. For
many, howaver, this moment was a mamaorable
one; it was at this instant Chell took back con-
trol over her destiny

This exchange has recently come into new
relevance, providing a bridge between Portal
and Portal 2 through a retroactive update Valve
released on the sly. Astute fans may have
noticed that a patch for Portal launched recently
with no press release or fanfare. Several cos-
metic updates play second fiddle to a short but
significant change to Portal's ending

“The I:r1|r1;:| that 15 interesting for us 1S \We v
never really had a game that's bean focused
on single player and narrative that reseased S0
close together," explains Enk Johnson, senior
project manager at Valve, “Half-Life and Ha#-
life 2 were obviously about 15 or 20 years
apart, or that's at least what it felt ke [laughsj,
but now wea have Steam, and Portal was oy
released in 2007, So we still have a reaty sirong
tie to the first game. The update seemed 10 08
the perfect way to re-energize Portal and ink
the games together.”

1 he E"-ﬂ"”"r"‘!:l:"i' dismissve referance wa JL"I:-IJT!'
assoclate” now provides a perfect segue. In e
most subtie of alierations, Chell is now thanked
by a disembadied voice for assuming the pary
ascort submission position as she lays passed
out in the Aperture Science parking lot, sec-
onds befare she is dragged off by an unseen
force, This definitive chain of custody Over Ched
makes it possible for her to resumse her roe as
a lab rat in Portal 2, despite an extraordinary
change in circumstances between games.

It doesn't take an Aperture scentist 1o
piece together that GLaDOS resumes
her e as the omnipresent antagonist
n Portal 2. The lark-like metody “Still
Awe” at the end of Portal was evidence
enough, Chell’s fate, however, remained a
wikicard until the aforementioned update.
Previously, we saw Chell cataputted to
reedom following GLADOS" demise.
ASSLMING she avoided any gQnevious InjuU-
s, her escape was fathomabie. Mow
we know better, Sha's back n captivity
ONCE again
Ore new detall complicates Vale's
gaefully implemented continuity - Portal 2
bees piace hundreds of yvears atter the
ONgnal game. YWe assume the party
assooate stashad Chall in some sort of
Siass chamber in which she'’s quietly
passed ime
e Chell appears relatively unscathed,
e Aperture Science facilities haven't
ared as well. Canturies after the explo-
50n, N0 one has been around to repair
e sprawling campus. Overgrown areas
=% Migrspersed with cold and clincal
¥l chambers, now in various stages of
Qecay. As far as we (and Chell) can tell. no
ofe has stepped foot in the deralict labs
¥ Decades. But lonaliness won't overtake
P, 85 a cast of slightly less organic char-
28 has thved in GlLaDOs' absence
Atthe end of Portal, iluminated by a
"hering candle atop the fabled cake,
..:_-,-.', LR e, O |je_l '-".‘":"”'i-l-:"-']" COres Wwean
wikened. These spheres are the same
& Mose Chl) npped from GLaDOS!
55t a5 she incinerated her captor one
el atime, Introducing this new “spe-
== ®ows Valve the chance to integrate
Ir' Jue A RErsOnalities without g lifoe Wed plnl
.'f""' peers. || also addresses the con-
-:"I’._"-'-I' feluming to an isolated GLaDOS
- Wl relationship would feel too much

i I':'Pr'?-:l'l
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Migrating from their sublevel confines
throughout the centuries, these spheres
have carved out sections of the neglected
facility as their own. Wheatley, one such
personality core, proves to be the perfect
tour guide to lead us through our first
ghmpse of Portal 2 gameplay. Concerned
about the building’s detenorating condi-
tions and tired of his limited mobility
(personality cores are appendage-less
and thus confined to rails on laboratory
ceilings), Wheatley ponders his odds of
surviving a jump from his lofty position,
ultimately deciding that he wouldn't go
unscathed. Instead he awakens Chell
from her slumber and propositions her for
help. Promising to share his knowledge
of an escape route, Wheatley hestantly
puts his faith in Chell to catch him. His
fears become justified when Chell fails the
simple task

Quick to forgive — and fueled by self-
presenvation — Wheatley navigates Chell
throughout the facility from his new sta-
tion in her hands, all the while Dlabbenng
incessantly, He proves useiul for more
than a laugh, howaver. Chell can plug
Wheatley into varous ports throughout
the labs, allowing him to access the main-
frame and bypass obstacles. Wheatley's a
it gun-shy, though, making clear that he
can't perform with Chell watching.

As the duo make their way through
the defunct facilities, the extent of the
damage becomes clear. Debns often
blocks the path as they traverse a masswe
cylindrical room populated with breaker
swilches. Here Wheatley warns that only
the switch to power the escape pod
should be fipped - or eisa. When Chell
can't spot the switch amongst hundreds,
she instead pops Wheatley into another
port 50 he can do the dirty work himsel.
Almost instantly, the neglected equipment
malfunctions, and the floor beow them

o

Valve doesn't intend to alaborate
on the Hall-Lile cannection

} because of tonal differences

) hebwean games We are awane,
however, that Porlal £ takes place
wrell after the events ol Hall-Lie £
B Perhaps Chell is safer inside

reveals itself as an elevator that begins
ascending, fipping all the switches on the
periphery in the process. Acutely aware of
the damage that's been done, Wheatley
scrambiles to find an abort password, for-
going a practical algonthm for a sequential
brute-force strateqgy, "AAAAAAT No, that's
not it. AAAAABT No? AAARACT You've
got 1o be joking!®

The climb haits as the platformn comes
flush with the fioor of a chillingly famihar
location: an overgrown courtyard now
housing the soulless shell of GLaDOs.
Having no luck with the password,
Wheatley trembles in fear at the first rum-
blings of a retuming foe, We all knew the
GLaDOS-less respite wouldn't st long.
Siowly reborn in a bath of sparks and
debris, GLaDOS awakens. Recognition
crests immediately,

Oh, it's you,” accuses GLaDOS in the
throaty, sultry voice she first shipped on at
the end of Portal. She continues, punctu-
ating each short sentence with a dnp of
venom, “It's been a long time. How have
you been? I've been really busy baing
dead, You know...after you murderad
me?" Collecting her thoughts with another
brief pause, an exaggerated and very
hurnan exhalation follows, The menace
dissipates and she carmies on, "Okay ook,
we baoth said a lot of things that you are
going to regret. But | think we should put
our differences behind us. For science
You moansier.”

The short exchange is chilling, even
after GLaDOS makes it obvious that she’s
mora interestad in resuming your relation-
ship than revengea. With Chell once again
a pawn in Aperture Science’s grasp, the
tests recommence, Even though the play
ing feld is drastically different this time:
araund, tha odd couple falls back into
routine like old lovers.

An Intimate Affair

As far as relationships between sen-
tiant robots and unwilling test subjects
go, GLaDOS and Chell have had a
fairty exclusive fling. Trapped in a mad
funhouse of science, circumstances
gave Chell littie choice other than 1o
play along. The evolving relationship
positioned GLaDOS as the game's sole
authority figure, training and nurtunng
Chell while simultaneously becoming an
architect of her own demise.

In the early ideation stages of Fortal 2,
Valve played around with scrapping
Chell altogether, starting a new relation-
ship with a fresh test subject. Valve
opted to keep the near-tangible history
intact for several reasons.

“Portal 1 told a very intimate story
video game-wise,” explains Portal writer
Eric Wolpaw. “It was you and GLaDOS.
We never even mentioned Chell. People
pulled her name out of the model files.
We wanted her to be you, the player -
more 5o even than Gordon Freeman.
We wanted you to have this very
intimate connection with this Al that
changes and evolves over time, lead-
ing up to the point that you betray her
and do the most intimate act you can
do with someone — murdering them in
cold blood. So we didn’t want to rebuild
this relationship with GLaDOS. It starts
where you left off.”

Although there are an undisciosed
number of new denizens in Aperture
Science's ruined facilities, Valve
intends to keep the focus on the player.
Personality cores won't ignore Chell
to bicker amangst themselves, This
player-centric focus will help the game
remain grounded in intimacy — despite
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Thinking With Portals

Explaining the concept of Portal’s mind-bending puz
Zles 1o a layman would likely result in head scratching,
but the game did a wonderful job of building up dif-
ficulty and teaching players new ways to think about
problem solving as they progressed through the
facility. Getting players to reach the elevated level of
consciousness needed to "think with portals” in a way
that doesn't frustrate them isn't @asy, so Valve makes
it immediately clear that augmented mechanics and
new gameplay elements in Portal 2 haven't been cre-
ated to make you pull your hair out

“It's worth clarifying our approach to Portal 2,
Johnson begins. “It's less about putting a portal
on the wall and walking through it and more about
miaking pecple think differently while they are playing
the game. And making people feel smart while they
are playing the game. And really surpnsing peopie
with this kind of video game. We're not aiming 1o
make this an action or twitch game = that seems way
off track. There are rany more elements that we are
adding to Portal 2 - it's a bigger game and stands on
its own — but it isn't about making a really hard game.
It's more interesting to simply reward your thinking.”

To keep players in the realm of familianty, your
Aperture Science Handheld Portal Device remams
unchanged in the sequel. Valve realizes thal two cor
necting portals remain the best way 10 communicale
with your environment.

The original Portal used repetition and pitch-pertect
pacing to train players 10 understand a very foregn
concept. Afler some training, players began 1o asso-
ciate objects with mechanics. Boxes designated
a nearby button. Angled concrete slabs indicated
flinging was in order, These types of associations are
expanded upon in Portal 2, largely because of a new
approach to emdronmental design

"The world was a senes of constraints telling you
what you couldn’t do in Portal — you could place
3 portal here and couldn't place a portal there,”
Johnson explains. “in a ot of ways i was a very
hinary interaction with the world. In Portal 2 the sur-
faces and objects in the world have a bunch of differ-
ent states. The surfaces themsehvwes can be changed
to alter the way you can navigate through the world
And then there are other physical forces that you can
use as well. To put it simply, you can send physics
through the world.”

Portal physics is a game changer. Now physical
forces can biead through carefully placed portals,
resulling in an iNncreased number of ways to nteract
with your ervironment. Continuing our demo, Valve
walks us through a string of carefully composed test
chambers to llustrate these new mechanics, Vilal
Apparatus Venls — connectad 1o the pipe Network as
a means of distributing objects to test chambers -
produce strong suction where they terminate. Now
Chell can use this to her advantage. Placing a portal
under the tube and another under an unsuspecting
turret, the threat is immediately leeched upwards and
aliminated. During the demo, we watch this concept
applied to a test chamber littered with objects. When
Chell places the poral in the center of the mass, I
creates a swirling vortex of debns.

The tractor beam, another new addition, acts in
a similar manner. A cylinder of oscillating blue rings,
tractor beams can ba combined with portals 10 trans-
port Chell or objects to otherwise unreachabie areas.
Projected bridges - a translucent but solid walkway ~
can also be redrected through portals. These two
additions indicate that finging may be less of a cruich
in this iteration,

The most significant physics upgrade Vaive intro-
duces is the concept of paint, which gives players
more control over their environment than ever Detomn
Toward the end of the demo we come upon a fest
chamber slick with an orange substanca across he
fioor, Upon closar inspection, we discover that wak-
ing on the surface will rocket Chell 1o high speeds
allowing her to vault over pis or reacn the far end
of a long expanse quickly encugh to best a lickng
clock. These liquids are dynamic and play quite wel
with portals. Placing a portal under a paint vant and
another on a wall, we were able to coal specific ansas
of the chamber in order to progress past an cbstace

A second paint type is introduced in anotner
puzzle. Blue paint transfers its properties 10 any
object it touches, giving them a trampoling-ike Sut
face. Coating paraliel walls on either sicle of a large
pit, Chell ricochets back and forth across the gap
Plastering paint all over a weighted storage cube
causes it to barrel across the room, shattenng 0ass
and taking out turrets in its path. The expanded
gameplay produced by these two paint types alone
is staggening, and Vahve indicated a wilingness 10
include more if it sees it

A few smaller mechanics also join Chell's arsena
Redirection Cubes — similar in size and shape 103
Weighted Storage Cube, only with reflective syrtaces
on each face — allow players to redirect laser Deams
into awaiting receptacies. Aerial Faith Plates are an
axarcisa in trust. These platforms fling Chel high into
the air, allowing her to bridge massive gaps of place
portals in otherwise inaccessible areas. Weighted
Storage Bals are the last new feafure on the roster
which function exactly like their cube counter-
parts, axcept they are paired with buckets instead
of buttons.

continued on page 58

it -._-...-. .'--_ L

L e gl e D et wbipa RN

~ autonomous and GLaDOS conversely became

~ unt bty alluding ""t.'iﬂi'ﬁl’:;?%'é'-}i?-?a#féﬁgg‘
-

L b ' L L .
st g el
|

i ]

".,-'"‘ Rl Rt '£'1: t':'II
e e R L T S e e b

el _ _1_2-;_13..:"!:?'}#5-?[{1.“*:, e

ral TLITHS T e IR =y s

i et e e e "|1""l'" :-".'1--

| = Ll . . *-'-*."L-' Y

A e lab
IF- - .".. m;_ =
s too much for GLaDOS to rep: ':_'fi"‘-"—"*f- 3
[ Mg BT gt s T 10 Tepair unaigea, bu
I'\‘:"l‘.!\:"l . .I .'-::\-i' 3 .t-:i ::'._ ?rir-F#-{HT j{L .31."-#% B =
 ‘means 3he will beordainak o iboance i o0
g .5.-'::-"‘—‘. I alow vou bak
".I.adr : .l.'- r-|l iy la T i 3 i
izl
2 dEcl 1
A,
LR i
= U .

S p

1 i B Y = "'_'-"', 8
.:.li_i.f---..!-:l’...__ A :‘ ‘5

L I| L o7 -'ll\""_ '_.1

SN R
b 8



Testing Your Limits
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best 1o take advantage of new Aperture Science technology,
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continued from page 54

You, And Me.
And GLaDOS
Makes Three

Lo-op coming to Portal 2 was a given - primarily
Decause the Dulk of Portal fans already acted as if
the functionality was native, Friends, siblings, and
significant others often sat together on the couch
ponting and placing portals until they mutually solved
a puzzie

“When we shipped Portal 1, it was really common
10 hear that people alneady played co-op,” Johnson
revesis. "It was really interesting. it was the most
common griinend game and 1 also wasn't unusual
lor moms 1o watch their kids play. So it made sense
for us to put a controlier in that other person's hands”

Cooperative gameplay s undisputedly the most
significant addition 10 Portal 2, and i= being mple-
mented through a separate, full-length co—op
campagn, Fiting iogcally within the single-player
narrative of Portal 2, payers can choose which story
o tackie frst

=nce Chall has a deficency of human companions,
she 30 | the star of the co—op campaign. Instead,
Vahe cregled two new characiers - bipedal robots
modifed from a personalty core and a turmet - 1o
star in tha complamentary mode. We know very ktle
about these characters, though Valve is considenng
making one masculing and the other fermanine. They
also ke to hold hands. But don't go writing fanfics
yel — the gesture IS a sign of iNnnocence more than an
incicabion of riomance.

Each co-op player has his or her own portal gun
and the capacity 1o transport through thesr compan-
on's portals. Doubling the number of passagewsays,
however, doesn’t necessarily make besting chambers
a breare Whiks Valve wanis 1o ensure thal the single-
player campaign tests your brain over reflexes, they

feal a bit more comfortable pushing players in co—op.

WWhen you ans piandng singee-piayer and get fnus-
trated, we consider that a failure,” proclams Josh
Weier, project leader and programmer on Portal 2.
“We don't want you to hit that point. But in co-op it's
really easy to bounce ideas ol each other, S0 COMmpa-
cated ends up besng more fun.”

Both brans and sets of thumbs will Be neaded 10
best what GLaDOS throws your way, Communication
will be key, and Valve has implemented several handy
features 10 help in that regard. Spitscreen will be
available for those who prefer couch co-0p, with a
picture-in-pictune option catenng 1o remote play. 1o
Augment vosCe Communicaticn, valve 1S workang on a
system of contextual commands that wall 280w you 10
place Icons throughout the environment, INSinucing
your partner 10 shoot a portal here or ook over there

Whille the single-player and co—operative cam-
paigns share the same puZzie elements, things geat
hairy guickly when we try out the co—op. Early rooms

Valve prefers silent protago-
nists not only 50 you can betler
il their shoes, but 50 you can

- 4 concentrate, too. Bath Chell
and the co-op bots will remain
quiet, giving you the periect
environment to evaluate a tesn
3 chamber or stratedgize with

FOUr CO-Op pATtner

Funny Business
important aspect of the original Portal, and that isn't changing for the sequel.

o mmmm-mwwmmmwrﬂhmmuMJ
o [ and Let 4 Dead 2, and Jay Pinkerton, & new recruit who honed his considerable talents while writing for
Masiona! Lampoon. The challenge will now be uniting thesa three unique voices into one: a disgruntied computer

gystem with an affinity for neurotoxins. This humor is already evident in somae of the early art we've seen from

nmmnuummwm-mnmmma in action. The below pair

of Aperture Sclence pOSters are a prime example, flustrating the merits of using a turret to ward off potential
snatchers.

ﬁhhmumﬂmﬂhhmmnmmhm be a ke in the follow-up. Not

wiling o rest on their comedic laurels, the writing staff refuses to beat a dead horse by reusing memes from the

onginal pame.

train us to think with two sets of ponals, tasking us
with recnenting a laser towards a row of successive
concrete slabs with a provided cube. Mext, all four
portals are needed to clear a pathway from the lasar
to the receptacie at the ather end of the room, which
subsequently opens the exil. Easy enough

In the nexd room, things get complicated. The
chamber divides the players from the start. Whila
one player uses a redirection cute to guicke a iaser 10
multiple receptacles scattered about the room, each
ifting a partcular hazard out of the way, the other
player must traversa the dangerous obstacle course,
Many of these hazards, such as a massive concrele
block adomed with spikes, Degin 10 fall once the iaser
stops fueing the comesponding receptacie, requinng
precise actions by players in order to progress. After
completing each kevel, GLaDOS commends you in

her cwn way; goading each of you into thinking the \
other player is dead weight. GLaDOS doesn't feel any y . \
particular kinship with thesa robots, to be sure, ., | ..n:;i gy ﬂf‘"b
. [— 1 ol
continued on page 60 e TR Y
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Bridging The Gap

The last chamber we had a chance to test is a doozey. Allotted 30 seconds o press four butions at various

heights in a chamber, we are forced to divide and conguer. Once the requirement is met, a weighted storage
mm.mmmmmmumammhmmmnwmmimm 1.
is found flush to the floor and a projected bridge is tucked away in a recessed alcove. We notice the bridge
r.anI:-armwnamnalwrupu-,rrmwmwﬂymlumeawmmnum:tﬁmumnu.armzh’.mid{tha 5
lurninous feld at mmﬁamﬂmmumm.m.wma}mammmmm
mmmwmaummumpﬁemamwummﬂym the bridge. If the

To help illustrate the solution, we've whipped up a completely unofficial :liagram_.Thm isn't aimed 1o be an
exact replica of the room, rathes an abstract inarpretaton to help to clarity the basic concepls of tha puzzie.
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smooth Operator el - Ry S
Ambient noise and the occasional mood-setting music ; | 1 4 QU’ES‘t

in the onginal Portal may not have left much of an

| L . : b= ¢ & | v
impression (there was music?l), but we assume that, like ! | : . ki“ed &1# L , h

the rest of us, Jonathan Coutton's "Still Alive™ was stuck

in your head for weeks after completion. Valve is aware - \ ' % *S ' e ¥

of the fan connection to Portal’s now iconic anthemn, and - T - : - | eSS I half t R

plans to integrate music into Portal 2 in more deliberate Y £ e r i ! \ ! S

and supisng ways A § % st.Well. Food for'tho

“The music was something that so many people iden-
tified with in the first game — it was the last thing they
saw.” Johnson recalls. “So yes, Coulton is going to be
involved. When we sat down to work on Portal 2 it was J _ bl ,\_
clear that music had 1o be a bigger part of the game . ! . = \ \ -
There is going to be ways in Portal 2 that you can find R b #;
and discover new songs. t's not going 1o be a musical,
but it's not going to be a simple case of having a new
song at the end of the game.”

Though Coulton is already collaborating with the team
to infuse his flair into the project, they remain quiet about
the exact applications of his music, primarily becalse
they don't want to ruin the surpnse.

“i was kind of surmprising that there was a song at the
end of Portal,” Johnson elaborates. "And while we're
94 percent sure that we'll end with a song again, we
can't recapture that moment. So we spent quite a bt of
time thinking about where and how we could use music
throughout Portal 2 to surprse people.”

We happened across one such bolt from the blue
in our demo session, although not one that utlized
Coulton's skills. Feeling particularly punishing, GLaDOS
attemnpted to use smooth jazz as a weapon o keep us
in line. It worked

From Trial To Triple-A

With its augmented length, fresh puzzie elements, pol-
ished presentation, and new cooperative campaign,
Portal 2 hardly needs to be tucked into a value pack-
age. From what we've seen of the sequel, this is a fully
featured game that will be right at home amongst cluthar
high-profile titles at retail. Due out mmﬂ,ﬂuwt
have to wait too long to spend more time with GLaDOS.
She can't walt to rekindle the relationship. ©

! ring this nex test.”

ot 1o Jaar more about the sorci hstory of Aperture Scianco? How
aboul e process of craating a challenga room? Or a more extenshe pesk

af Chell's radesign? Visit gameinformer. comypotal? or allthat and more
a5 we ol out an antire month of Potal 2 COVEIIgE.




