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Pay no mind to 
GLaDOS’s assurances 
about this test being 
unsolvable—”she” is 
just trying to fulfi ll the 
psychological portion 
of Test Chamber 
09’s exercise. You 
have to get creative, 
however, since you 
can’t simply bring the 

Weighted Storage Cube through the Material Emancipation Grid without 
disintegrating it. Likewise, if you place a portal behind the grid and walk 
back into the main room, your portal will disappear. Here’s how you meet 
the challenge: First, fi re a blue portal directly below the Vital Apparatus 
Vent. Pick up the cube that’s on the ground and bring it through the portal. 
You’ve just emerged from the orange portal atop the elevated platform to 
your left. Leave the cube near the orange portal—you’re going to have to 
reach in and grab it momentarily.

Now walk through the 
grid, deploy another 
blue portal, and 
grab the cube. You 
have offi cially foiled 
Aperture Science’s 
Material Emancipation 
Grid technology. Place 
the cube on the button 
and exit the chamber.

Now fi re a blue portal anywhere that is accessible. 
Walk through it and onto the elevated platform in 
front of the orange portal. From here, deploy a 
blue portal at the lift’s start point. When it arrives, 
back out through the orange portal and ride the 
lift to the exit.

CAUTION
See all that goo on the ground? Try your best to avoid it—the goo is 
highly toxic and it kills you on contact. You’re relatively safe in Test 
Chamber 08 (as long as you’re careful getting on the lift), but you 
won’t have that luxury elsewhere.
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Test Chamber 11 looks a 
little intimidating at fi rst. The 
fi rst thing you notice is the 
orange portal gun fi xed to a 
rotating arm in the chamber 
below you, mounted on a 
platform that’s surrounded 
by toxic goo. It will soon be 
yours! First, place a blue 

portal on the wall to your right. Cross into it only when you can see fi rm 
ground on the other end—since the orange portal gun is on a rotating arm, 
you may have to wait until it does a full cycle. You’re looking for a room 
with a red switch.

When you see the switch, hop through, hit the switch, and fi re a blue portal 
on the surface behind the panel that just retracted above you on the far 
end of the room. You should still have time to back out of the orange portal, 
but if not, just wait until it cycles to your position again.

You’ve just entered a room with 
a series of stairs and a Ball 
Launcher at the far end wall to the 
left of where you emerged. Stand 
directly below the Launcher, and 
give yourself a good vantage point 
through the glass wall. You must 
to see the direction that the orange 
portal gun is facing, as well as the Ball Catcher on the opposite end of the 
chamber beyond the glass wall. When the orange portal gun is aiming in 
the opposite direction from the Catcher, place a blue portal on the point 
where the energy ball makes contact with the wall in the room you’re in‚ 
again, look for the charred spot. The ball goes through the blue portal 
into the Catcher in the next room and activates the horizontal lift. Wait for 
orange portal gun to place a portal near the newly activated lift’s destina-
tion on the far wall, then walk onto it.

The lift ferries you to your 
prize—the orange portal 
gun! Snatch it, and activate 
the switch just ahead of it. 
Fire an orange portal behind 
the retracted panel, and wait 
for the lift to come back. 
Once it takes you back to the 
wall, fi re a blue portal, walk through, and proceed to the exit. Well done! 
You are now in possession of the fully realized Aperture Science Handheld 
Portal Device! You no longer need to be beholden to arbitrarily deployed 
orange portals. The power to fully distort spatial dimensions is now in 
your hands!

MAP 8 TEST CHAMBER 11

1 2

MAP LEGEND

1_TEST CHAMBER 11 START POINT
2_TEST CHAMBER 11 END POINT

PORTAL: TEST CHAMBERS 10-12

Protected by copyright. Unauthorized or unlawful downloading expressly prohibited.



228 ı  PRIMA OFFICIAL GAME GUIDE

Ahead of you are a series of stairs. Don’t descend them; they’re just there 
in case you screw up, which you won’t. Instead, fi re an orange portal on 
the protruding panel right above the stairs. Now walk toward the edge of 
the room, drop a blue portal on the surface of the pit before you, and jump 
through it. Whee! You’re going to have to do this again momentarily. Thank-
fully, Flinging never gets old.

Turn 180 degrees from where you land, and you see the orange portal you 
just placed. Aim for the other protruding panel just above that one, and 
replace your orange portal there. Jump into the pit again, and fl y to the next 
platform.

Another quick 180 reveals yet another protruding panel right above a red 
button on the ground. This one is slanted upward. Get ready for some fun 
and aim your orange portal on it. Drop down a level toward the second 
ledge you reached, and dive into the blue portal that’s still down in that pit. 
Double whee! You’ve just performed a “Wedge Fling,” so named because 
of the inclined nature of the exit point. This maneuver send you farther, 
faster than regular Flings.

The Wedge Fling has propelled you to the last surface you need to reach, 
which houses a Weighted Storage Cube. Grab it, drop down to the level 
below you, and depress the button. Wedge-fl ing back up to where you 
found the cube and exit Test Chamber 12.
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RIDING SHOTGUN
O V E R V I E W

The pace to White Forest quickens, now that the open road is before you. Until, of course, the road becomes 
clogged with rusting vehicle hulks and the long-dead remains of hapless refugees and worse. Amid the eerie 

quiet of these mountains is a lonely radar station, which needs to be powered up for Alyx to communicate 
with White Forest. This area is your fi rst combat with the hated Hunters, but Alyx is ready for them this time. 

Continue driving until you reach an abandoned farmhouse and barn...although a new and frightening resident 
has taken up a corner: the dreaded Advisor. After tackling him and a Combine scout team, you quicken 

the pace, driving erratically down a winding railroad to avoid the guns and bombs from a Hunter Chopper 
attack craft. Only when you reach a Rebel  train yard can you disembark from your overheating Car, use the 

Chopper’s own weapons against it, and win the respect of your new-found friends.

INVENTORY PICK-UP ENTITY ENCOUNTER ENTITY ENCOUNTER
F R I E N D L I E S H O S T I L E S

■  Alyx Vance
■  Dr. Magnusson
■  Rebels*

■  Zombine
■  Hunter
■  Combine Pod*
■  Combine Advisor*
■  Combine Soldier*
■  Combine APC*
■  Hunter Chopper*

■  Zombie
■  Headcrab
■  Fast Zombie
■  Fast Headcrab

■  Crossbow

* Indicates fi rst exposure to entity
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