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First person puzzle shooter with sci-fi themes 
PEGI 12
Ship date: October 7 2007


Game story summary
Portal shows the journey of the main character, Chell as she is faced with different puzzles in the Aperture Science Enrichment Center, an science lab that was abandoned  after it was flooded with neurotoxins by GLaDOS, an artificial intelligence who is the main antagonist. Chell is watched by GLaDOS and she faces these challenges by using an Aperture Science Handheld Device (also known as a portal gun) which is used to a create portals between two flat surfaces. 
Chell is promised cake after completing all of the puzzles from GLaDOS but slowly learns that GLaDOS is betraying Chell and plans to burn her alive in an incinerator. Chell must escape GLaDOS’ trap and travel through the Aperture Science Enrichment Center to reach GLaDOS’ chamber and defeat her before the room is filled with neurotoxins. 
Game flow
A first person shooter set in an abandoned Aperture Science Enrichment Center where robots still remain. The main character, Chell, is forcefully put through a series of puzzles where she must progress through each test chamber using her Aperture Science Handheld Device (portal gun) to create the other end of a portal in order to reach the test chamber’s door to proceed through the challenges. 


Character appearance 
	Name:
	Chell

	Gender:
	Female

	Species:
	Human

	Age:
	Around 40


Backstory: most of Chell’s background is unknown, GLaDOS makes some claims about her and sees her as unreliable. Chell is mute throughout the entire game and her appearance isn’t seen unless it’s through reflections or through portals. 
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Character controls
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Sequence of playLook
Look
Interact
Fire orange portal 
Fire blue portal 
Pause game 
Pause game
Duck/crouch 
Duck/crouch 
Jump
Interact
Movement
Move forward
Move left
Move backwards
Move right
Jump
Blue portal
Orange portal

Linear gameplay from one level to another. Total gameplay is around an hour long, the levels take place in the Aperture Science Enrichment Center which are labelled as test chambers. Gameplay progressively get more difficult as the game progresses, with a final boss fight which completes the game. 
Introduces new techniques and objects to combine portals with to prevent gameplay from being too repetitive early in the game. As the game progresses, small robot turrets get introduced that have laser sensors and will rapidly shoot at Chell if she is noticed by them, along with other ways to hurt Chell to prevent her from continuing the puzzles.


Unique selling point
The game has a unique experience with solving the puzzles, as the player must create a portal sequence in order to proceed through the challenges. Creating portals and being monitored by a robotic voice whilst being stuck in an abandoned science lab and being forcefully put through challenges. 
Platform specific features
None, every player has the same experience no matter what platform they use. 
Game world
The game is set in the Aperture Science Computer Aided Enrichment Center, an abandoned science laboratory where robotic life still lives. The laboratory has a lonely and empty feeling, as no music plays through Chell’s journey in the center.
	Name :
	Aperture Science Computer Aided Enrichment Center 

	What does it look like?
	Abandoned science laboratory with damaged and rusted walls 

	What mood is being evoked in this location?
	Lonely, barren, abandoned 

	What kind of music will be used in this location?
	No music to further add to the loneliness in the building 

	How are the locations connected to the game world?
	Linear progression



Game Flow
Chell and GLaDOS meet and fight
Chell is dragged away by the remaining robots and a final cutscene shows that her story isn’t over 
GLaDOS self-destructs after being defeated which results in the enrichment center being blown up
Chell escapes the incinerator and travels through the center to reach GLaDOS
Leave chamber where Chell wakes up in
Start test chamber puzzles (1-19)
GLaDOS reveals plan to incinerate Chell

Game experience 
Portal is a sci-fi themed, first person shooter puzzle platformer game. It has elements of dark and morbid humour from GLaDOS as she gives her sarcastic comments to Chell and the atmosphere in the game is very lonely to make the player feel as though they are actually a part of the game.

How is this feeling going to be presented to the player?
The atmosphere in the game is set by no music being played until the very last stage of the game. The only source of noise is from Chell’s movement, the portal gun, GLaDOS’ voice, the machines in the science center moving and echoes created Chell’s movement. 

What does the player first see when they start the game?
When the player starts the game, they are met with a small cutscene of Chell waking up in a small science test chamber. After she stands up, she is greeted by GLaDOS’ voice and is able to walk around the area. The chamber has a small toilet, a white curved table and a small radio that plays an upbeat tune. This radio can be found in some levels further into the game.
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What emotions are being invoked in the game?
Loneliness and pressure. The use of no music further adds to the emptiness of the science center, making you feel like you’re actually there. The first person gameplay adds to the feeling. As you are being watched by GLaDOS, the emptiness of the atmosphere adds to the pressure of completing the puzzles. 
How are music and sound going to be used?
No music throughout the game except for the end during the final boss encounter – upbeat and noisy music to create a sense of panic and stress – makes the player feel the pressure of being timed. 
During the GLaDOS fight, along with the music she talks a lot which adds to the stress levels, making it hard to focus on the objective and listen to what she is saying, in case it’s something important. 



How does the player interact with the shell menus/screens in the game?
Whilst playing the game, the player can access the menu again by pressing esc/start. This will bring up the same options from the loading screen, giving the player the opportunity to change any settings to fit their style of gameplay and to save their progress and quit the game. 

Mechanics
	Name:
	Aperture Science Handheld Device (Portal Gun)

	What does it look like?:
	White gun with a coloured mid-section that switches from blue to orange depending on which portal is about to be opened 

	Effect on player:
	Main weapon used to progress through the stages – used to create portals and pick up weighted cubes 

	When will it feature in the game?
	First stage of the game – given to by GLaDOS
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	Name:
	Aperture Science Weighted Storage Cube

	What does it look like?:
	Grey cube with a circle in the center of each face with the Aperture Science logo

	Effect on player:
	Used to be placed on a large button in order to keep the chamber’s door open – can travel through portals

	When will it feature in the game?:
	Early stages of the game 
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	Name:
	Weighted Companion Cube

	What does it look like?:
	Grey cube with a light grey circle in the center with a pink heart in the circle 

	Effect on the player:
	Can be used as a stepping stool and placed on large buttons to keep doors open

	When will it feature in the game?:
	Halfway through the game – given to by GLaDOS
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	Name:
	1500 Megawatt Aperture Science Heavy Duty Super Colliding Super Button

	What does it look like?
	Giant red button, stuck in the floor

	Effect on the player 
	No damage, door opens so player can proceed through the game

	When will it feature in the game?:
	Early in game



	Name:
	Aperture Science Switch

	What does it look like?:
	Small red button on a pedestal

	Effect on the player:
	No damage, used to open vents and doors

	When will it feature in the game?
	Early in game



Hazards 
	Name:
	Toxic water

	What does it look like?:
	Dark green, orange and yellow coloured water – similar colours to rust

	Effect on the player:
	Instant kill

	When will it feature in the game?:
	Early stages in the game – introduced by GLaDOS
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Enemies 
The main antagonist of the game is GLaDOS, she appears as the final boss fight in the game. Throughout Chell’s progress of the Aperture Science puzzles, she encounters Aperture Science Sentry Turrets, which are small robots that have laser detectors and a gun is fired rapidly in the direction of the target. 
GLaDOS is the final boss fight in the game. The player encounters her after travelling through the Aperture Science Center and GLaDOS traps her in her chamber and fills the room with neurotoxins. The player has 6 minutes to defeat GLaDOS. To defeat her, the player must pick up the personality orbs that GLaDOS accidentally drops and place them in an incinerator, which will damage GLaDOS. 
After 3 of the personality orbs have hit GLaDOS, she will then send out turrets to aim at the player, the player must open portals and aim the turrets at GLaDOS. After this has been done 3 times, GLaDOS is then defeated and self-destructs. 
	Name:
	Aperture Science Sentry Turret 

	What does it look like?:
	Small, white robot with a red laser detector in the center 

	Attacks:
	Rapid gun fire is triggered after target is detected – damages the player but not enough to instant kill 

	When will it feature in the game?:
	Halfway through the game

	How does the player defeat it?:
	Sneak attack by picking it up and dropping it on the floor causing it to use all of its bullets out of panic and power off

	What does the player earn from defeating it?:
	Drops nothing but player can move around without getting hit by the guns 
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	Name:
	Generic Lifeform and Disc Operating System (GLaDOS)

	What does it look like?:
	White robot that hangs from the ceiling – equipped with two other orbs that are “personality orbs”

	Attacks:
	Fills the room with neurotoxins 
Sends turret to target Chell 

	When will it feature in the game?:
	End of the game – final boss fight

	How does the player defeat it?:
	Dropping personality orbs into the incinerator 
Opening portals so that the lasers attack GLaDOS 

	What does the player earn from defeating them?:
	Aperture Science blows up after GLaDOS is defeated – leaving Chell free from the puzzles 
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Cutscenes 
3 total small cutscenes:
Very start of the game when Chell wakes up in the test chamber
When GLaDOS is defeated 
After GLaDOS is defeated – final cutscene
	Visual style:
	Same as game – 3D rendered 

	Brief description of scene:
	Chell wakes up in a small test chamber – there is a toilet, table and radio

	When will it feature in the game
	Very start of the game 

	Purpose: 
	Introduces player to the overall theme of the game 



	Visual style:
	Same as game – 3D rendered

	Brief description of scene:
	GLaDOS malfunctions upon defeat, resulting in a self-destruct as the Aperture Science building explodes. The screen fades to white and cuts to Chell on the floor, outside, surrounded by broken parts of the building and objects on fire. Chell is then slowly dragged away after hearing a robotic voice thanking her and the screen fades to black.

	When will it feature in the game:
	When GLaDOS is defeated 

	Purpose: 
	Chell’s story is not over, there is still robotic life out there



	Visual style:
	Same as game – 3D rendered 

	Brief description of scene:
	A walkthrough of the pipes in a mysterious building to a dark, abandoned area. The remaining robots are surrounding Chell as they slowly light up and she is presented with cake with a lit candle. A robotic hand then comes down from the top of the screen and puts out the candle, fading the screen to black

	When will it feature in the game:
	After GLaDOS is defeated – final part of the game

	Purpose: 
	To show that just because GLaDOS has been defeated, there is still robot life out there





Bonus material
After completing the main story, extra levels are unlocked. Advanced chambers and challenge map give the player the ability to play the game with timed challenges and more advanced maps, putting their skills to the test. 

Replay value
Not a lot of replay value – only if you want to play the story again to improve on skills with shooting portals to practice for advanced levels – or just want to see the story again
Contributing team member: Cat Rees 2501800
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