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Lara con maks usn of B s oninel G dksgilob
sutinibes, afoumh (v o wors just oz well

(hat itk vl

al the: Six Mo

isevision sefies, wh

Majors as Coloned Steve Austin who

wig injured 10 8 howific accident

dusing & test flight for NASA, The Six
MU Dalfar Man may seam

oompletely imclevant to Tomb
Wakder Logand, bul it's almost
the perfect analogy when looking
al Lira Croft and her calsclyamic
fall from prace with her last

B Lvvin's Doy ot Wil loak - o
can ses iy miny grenares she's coryging

| Core: Dedign had durm 1

her, Lﬂlm 3 game character barely

Iﬁqll, bt Crystal Dynamics — the

'ptimipanty behind the Legacy Of Kain
marles - was given 1he task of

rebuilding her and rovitalising the
Tomb Raiger franchise. Betler than
hefore. Better, strongar, faster

Of course, Legand won't ba
featunng any bionic med, wWomen of
children, but Lara has undergons &
sofious redusign to do may with he
spectres of the sevies’ apparent
inability tojguetve and move with tHe
timess zaid, Crystal Dynamics is
auick 10 point out thit Igal'imt anel

b Raider As mln

With ths amaumt ol lins she spentds adergrowsd, i makos sorss tal Lo has
i inreh, She ol cores eaupnod with flsees thet give off o lovely red glow

™y
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L i v,

Rdﬂmhuhhﬂﬂ {he firsd Tamb Rakior hit the
whiukvas wiih Bt fanfans; s asles porformance was
Pl 1y positive seviews in the gaming press and
e word-of-mauth, Lans with hirsi by o sladosy

COrporFation 1o recover

imagining; embracing what m
Tamb Ralder groal and budlde

This philosophy runs thioug
singln aspact of Logend, crea
experience that fans of the s
b2 instantly familiar with, tihis
much classic Lara, reminding
evenihing that made gamens
iowe with her way back n 194
Was much more than an allr
farmabe game character vith 1
amply-stacked lop-shelf, and
mpca Toymb Raider a hil, bag
leasl, was the complelely un
pgamaplay dxpenanca, somett
showed people what could b
pehisyved as games moved in

" third dinvension.

| We had o look atpars of

,.-'_fl!iﬁu.-.i@#xel; Besg Aning wi

-l-uu mh-ut. pht.u of which warm scatiorm]
atross ihe globe, leading to o final shawdown
i tha legendary |ost city of Atantis, |t wns tha
firnt gnmie st had featured o maetoblia
herain, 80 Lara was the maln fesls of the
advartising for the game, but she diiin't hlaw-
up until e seoquel hit.




the abart of tha Faru byvel that vwe gut ba
are b vl gt beg e eseapada Arom e
han these guys attack her,

L0 @ small villige looking o
in excavation site from one of
i Bcapades. Tha loak of the
Was certainly authentic, with
rgsls anel ramshackle huts
ko &-small square, whore
B araogped to meet an okd
IBENCE After & beief cut-scene,
et Upon oy & group of thugs,
[ shoat first and Ask
0 likes, Thes paé-us a chance
oW the gunplay his fared in

LARA BOUNCES AROUND THE

Crystal Dynamics' reworking, and it
seems thal this base has bean
eovered with ease, Whipping out her
dusi-pistols, Lara bounces around the
soreen, dispaiching haddies with the
grace of & ballst dancar. A rew lock
on featune makes it all the easiar 1o
Ko B bead on your largel and
enemy Al seems 0 place o make
tham mare than just canman foddar,
Legend will teature a healthy dose
of shooting, but much less then the

' DISPATCHING BADDIES WITH
EEE‘!AQE OF A BALLET DANCER

Larn wis eatablishod os he biggost star in vid
Becond advariturs, arguably the best In the
droundvworn laid by the fiest game, Tomb
Raidey § improved on We prodecessor with
bettar graphdcs, tighter comtrols and an
oven groated scile, IF thal wos poasitba,

| Eroft racked wp vt mors Al Miles, this tama tLaking in

P alghts of Thi Grant Wall Of Chins, Vonice and Tlbaet,

b mention a lang detour on i uwnken ship of the

Fiom of the ooean,

later games in the seres, The spiit is
apparently aboul 7030 in favour of
adveniurnng, but thal dossn't mean (o
say that the action Side ol |I::||.|=;q.. will
be underdevaloped, Most of Lara's
Enemes will be human, consigning
Lara Croft: Endangered Species
Hunter” (o the depths of videopame
hell, As well as her classic pistols,
Lora will e alle 1o meke use of at
least seven weapans in total including
shotguns, an assault rfle, sub
machine guns; an RPG and a grenada
launchar, All her eguipmant will
AppEEr on Ner person, so if you want
1o see hinw many grensdes she has.
just ok befow her backpack where
gho keeps them, You see threp

brtrd LI By this tima oaly the most hardaned of Lara's fans

R o't usstioning the direction s sedes was

s ! ol in. The graphics improved yot again, Lara's
axpancded, thi: localps ahe
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I St dis §F your've road this before, but Revelson .

| onother identlit entry o the Fomb Raider 5 ook
et away with the tracditional leval-stractire of pre
Irvstinied uislingd o Pl worked ’
Ioadied it one go, just like
Cryntal Dynamic's van Saw

Reaver, However, this was Inconséquential 10 the Actual

gesnoploy, which wes the samo as all the athor Earws,

Ineluding the agaliy grid basod system, To its orpdil,

Core Design triad o extond Lara's back-story, bt it

wan pratty pointlans comidening thi rest af the girmn
wal axsotly the sama,
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WHAT HAS CRYSTAL
DYNAMICS EVER
DONE FOR US?

Since its erention in 1998,

he: Tornb Ralder series had
o himdbed by Core Design
based li Darby — but affer
her dinaster thot was Angal

i Darkness relepsg i

203, the dovelopmont reins

wete handed to-Crystgl

Uynamies, bosed in the San

Frungisen Boy drea,

The comgiany has boan
e since the varty
i, bagmning as o
iware davebopar Tor
milliple formats, befare
eI bo pubdishing. It wos
I.‘-.=n imgn;m by Eidos in

II|I|5. 'nmggam

Unviopmunt

atlnijue s Wbesed with
fadics, but the company is
irohitly best known for the
fgscy OF Kaim gores, which
negan o the PSOMe in 1996,
areiind 1 snes Wime: as the
Tersf Trnmly ﬂlw WS
1oed, & ferw of thelr,
oot likles indlude:

bt
Vrieet Snoniiing: A el FPS,
wivd o s Dt am:l

s e ss s E e
1

i

F’-L .

et Al el coombsal, Wil S0me veay Inom compluln

wwhen we sew them, but wall be greatly improeni

¥ Pranades? Well that's how many
shi's gol,

Lara's inventary |8 gong to bo
holstered by & number of neatl new
gadgets to help mor on hof
adventures, which are seloctable
INrowgh & press of the Depad, She
spems a ot of time in caverns, so

nalurally she has & tonch attachod (o

-+

Butler, Winston, wio retums as a
much younger wersion compared o
the moaning ﬂan.mﬂ* from Tiwnt
Raidar N,

The most Lesll addition 0 Larma's
backpack of 508 the new
Eragping i d vistl, B4 far as
we can tedl, 1 mr Baickla in a
Shatrndary-utility !1r.|.|t-r..1"l|c\-r_|_ The

LARA'S INVENTDRY IS GOING TO

BE BOLSTER

A NUMBER OF

NEAT NEW GADGETS

+
hertop with which to fight up the
arai, There's & ramate analysis
device, wihich s essantially & map,
Lara also wedrs a head-set at all
tirkdie, ek she uses to stay in
contact with nor collogues bock o

Gt Marsor, who are on-hand 1o dish

oUt Bps and direcliang ot various
points, One of these helpers is ar

The architschues  Lsgsml nees a b miom
L B vaefive gjaimiizs i Elve sanriecy, rather
i i diill wrbai lisels in the laier ones.

+
Frappling hook cannolbe-wsed

anyaticng bul s limied o use on
metalic objects. | e is A shasn'
on a surface-Lara can lob the
Erappling hook at it and then usgitto
pull llems or sWing across gaps. It
seems Mkely that masteny ofdhis
function will be essential; in the Peru
vl minne, we had 1o wse the

Lara's characher mesiil is now baice as detadied as it's
avr B bl Mol |1 abos

#

Braping hook to pet Lara acmss o
gap she eouldn'l reach by jumping,
and pull dovwn a pilar that was
hodding; a ball we nesded to complete
@ puzzia. Al lirst this ssamed & litle
Ermnmicky, but its implementation
Miwir sspims nonsansscal, oa it's
always obwvious wihat can be grapoled.
OF courss, tha man ides behind
Tomity Raider i5 thal of actually raiding
tombs, Visiting places whore man - or
In this case woman - hasn't been Tor
thousands of veard, Crystal Dyvnamics
hes ackrowledged this, and views it
a5 the central aspect of the game.
With subsequent instalmeants i
seamed thal this senge of adveniure
wias loat, with marg and more focus
an dull urban mmlﬁ‘urlunlﬁ, e
tater games failed to beep ith the =
times,” says Grayl"and [Ba senis Tma.L h
is cove by trying 80 canmpre il Ihﬂ -
cone aspects of ofher games. This
U argund Lo 3 returmingg 1 e

: mn;nm Ths torm nm-fnrmw
wiss vented for this very game, Posslbly.




MORE SWITCH HITTING,
DOOR OPENING FUN

One of the alaments of the Tomb
Ralder series which has boen &
eonstant throughout all the instalments
has been tho interesting use of
environmental puzzies. They woren't
generally that tough - usually Irvohving
the pulling of a few switches to open a
door Turther into tho bevel = but thay
were usually clever, and gol more
comphmi as tho series progressed.
Fortunatety, Crysial Dynamics hag
thrown @ large numbar of puzzles into
Legend, and they're going to b slightly
more complex than we're used Lo,
Morgan Gray explains, “Many of our
puzzies are physics based - natural
world machines - but wo hove to mako
strong physics puzzies which are
realistic and integrated into the game
world, but passable by the players...
Gamors ore trained on step-by-step
puzzhes, and we can do really cool
things, but it comes down Lo how far
‘pulskde-the-box' you go, agalnst
making something playable.”

The game will featurs the classio
Tomb Raider-stybe puzzes, but the
majarity will be based in single rooms,
requiring the use of logic and
understanding of the game's physics. in
order to solve them. In the areas wo
got 1o sea, there ware somo intareating
puzzles, which we won't reveal here,
bt rewt aidurad they wWire
considarably more involving than ‘push
this bloek and pull this switch.'

g [ 3‘

This is the puzzie we got to have o go at, it's

nol overly ¥, but Crystal Dymasvics
mksns Thiok thers will bo a g number of
nel-soralihars,

B, iho Buawin') lalien &yee = Laes Wi & numibies ul iy moves sha
i s im comnkat, such: ws the surining slids shi's using hees,

Pnaresting travel itinerary, §
the sights of such exolic IDGHIES &
West Africa, Bolivia, the Himalayes:
and Peru,
W ot to hawve a ramble araund in
& tomb later in the Pepievel, heiping
Lia to ralrigye ol v
ghe failed to nab an har
THE area Wi wWore expon
imprassive, and everyth
grven & much more natd
Legend. The graphical
Dynamics has croated
the game, is amongl
impressive seon o
Thi company hasin
% pratly kmpressye
¥ PlayStation2 si
ever bafore, with
System's MseuURsE
time 1o rerke?:Jtl'l
) - gurrently in, Theng & ]
[ screens during levels, so the game
™ spools direatly from diso, mesning

it d ~-;r 8 that the game is loading 285 You piay.
i " ¥ 'I" y g

ol ot .
) SR U, S, W \
W e _4\-‘-\_

The emphasis will be on ek, but them vl dso
e ot ol mestbemn i Tierelp Flaiidor Ligpecnf.

o

Hch segment o

il ared doesn

until you ang
almost in,t, the PlayStoton? &
anly handling gne section at a lime
whibh msansitean use much mon
pawer for sieh little piece of tha
jevel, Lam spending most of her Ur
in enolosed tombs and caverns hel
somewhal, but you never feel fenc
i by the garme, which has & tuly
awesome sense of scale, There wi
also bo some areas that havwe am
open feel o them - such as the
Paruvian vilaga - and 1he gamds
handies thess equally as well, IS
visry complicated, BUt a8 you can

the results ang tnaly Epa;cm#:.n
According to ey, hover, T |
the finished praduct, “We haver't
D uula.-ﬂp unti this i:lr_l'-in'll
Lo drill-down and really rmake it p
s |t stanos we'te pretty prood of
it"s @ good staring block, bt it's
going Lo pel batter,”

Tt nirs el bor Lara ks twice-ms-tetailed than the ane in A4
ool Khyae i pobys haean't gons on bar Doabs foe anes




Loras rrw melen atteck realiy shawn off the
aialiy il the game's animstsn and s paemely
wnchd for teking e dudies o chiss-quaniss.
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FINALLY HAS A

THE FIRST LADY OF ?IDEOG!HES
A LOOK

TO MATCH
HER SUPER-SEXY PERSONA

ST Diganic look for Lara's
Toundings would bo protty
k=2 il Lara herself hadn't heen
modl, bedt luhelly she hos rooswed
I Eampiets: overhaul since Ange! Of
4, This mast impartant aspect
I i that Ms Croft is finadly Tro
* shichles imposed on her by
Faystom impleminted up uiti
112 Senes and can finalyn,
1 swingg and limmb in a milch
I sl manner Lara can fmp

oy rurmbar of odd a iyt
& oul and grabbing Iﬂﬁs with

1 graoe, Howenety LR 150 't grace, but her eancature ok i the after it REdfepent much loo muth tme
i, and o keep 071 your previous ganves made her gymnastic grubbing@round in the strects,
all lienns, G Dyraimics EKploits soem Impossible, Lam sooms oG sl with bradnless sction
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LEGEND'S SOUNDTRACK GOES CLASSIC

The musien the Toinl Raider series has slways boen an
mportant facet of the games, but there wasn't Actually
(hat much of Il Most of us romember the elassie thama-
tn - and no doubt @ few can hum it - but for the
nafority of the Ume spent playing, your only companions
sere Lara's footfall and the crack of her dual-pistols.

his servd B0 bulld up the anticipation, because when
he music finally Kicked-in, you Knew something cool was
thoart b happen, be It @ confrontition with a sizeable

o8, of endry into & particularly important area;

Wilh Crystal Dynamics staying true ta all the Mh-nf
domunts that make a Tomb Radder game, IU's lithe
urprise that the music is also being
unsifgrable care. The game's WMH

olmani, is a true connoisseur of videogame muske, and

Tivmy Rlaidine L grossil

Lara's gip will fail when she grabs
anto the kedge yvou pointed hes o, I
this happens, of course, she'll fall, but
BN onBeeen prompl appears and I
you hit the @ in time, she'll bo saed.
For the sadistic amongst you, you'll be
pleasad to hear thal Lirs will st
soream her lungs out §
significant distanoe,
Laras movenant and santid ig
- cantil o Grestal Dynamics’ outlock G
for Legend, and a much more realistic
Lara is assontial b achiove this, Tha  Tamb Rai
characlor has abways moved with

1o hawe been gven & much morne arnd
an athlstic frama o
cope with the ngours placed Lll‘mn har

|
1
TOME RAIDER LEGEND =

by the game. Her chest seems 1o

e undisdpionie o reduction Leo,

resulting in @ much more balievahle
chamclar, The mode used lor Lsm

in Logond uses over twvice

a5 mMony palysons o5 M

hefore, meaning that a

the firsl Lady of 3 ™,
viddeogames inally has \
a boak 1o malch her

SLANErSE PEMSONa,

While all thase - e
changes (o Lar af i
Teymty afder worlgl may i
HEOM) f|u|l:hdmu!: Lrystal
Dynamics Succoodad i
aﬂ;laﬁ 18, essentially, thi
b H;J!i!'ﬂr - game sinck =

If. The sense of
worder has'tumed 10 the senes;

=

he fadls a

thiless adventure, i
Lz acverture Hoys pmost
i nt eobe, providing | merpus ¥

-~
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Rakder gamos to create the perfect soundtrack for

Logand, We waro troated to a sneak-peek of the main

theme, which gives anamymdtnﬂwdmﬂn Tomib ] '
Rakder a

The in-game m i o sparse as ever, again only
Pulting in an appoars undoriing koy in-gama
maments and during cut-scenes, Folmann has developed:

o unigque technigue in order to achiove this, which ho has
dubbed ‘micro scoring'. This can Incorporate differant
sounds into the soundtrack, depanding on the location
and Lara's situation. Folmann's score is certalnky

impressive, but the technology behind it is even more so, e .
consisting of o full digital orehestra housed on six high- . 4
end PCs, ’




Lawn decithid pot Bo end this quy's mserabile e, insteed ]
oty b dio o Hivke dercr with han. Ha's doad i

Wl bl Ervbas with Lars - ube's Bardar than Grant
anvil Pl Mitckal put Sogetber. Ased thit's hard.
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d nerve:jangling Swimg
f 10 creald thisensa thatl
i omeEthing very

I et e g 1|rttli.:".4_5:
ed, tnIEens- aresull B’
ents Wikeh Crystal

the smr;, which 5 | ola
qail mh{“l Lara e Gltarmant
g ol evBiiEs in her i A big fan of the
el A 4 signs paint to Lara peclaimir fi for pat ald Ms Croft, bul Gray
l'mr crown g5 the queen of Scti suma It up much beter than wa ever
HAamEs :t’s u.urpruln; | e, I doesn 'L need 10 e the beak

T gy spupaliong havisk faii'i jural e sdingj o
abonitl bl o miekey — trere wall be ks ol
wliffrmaset ainiss bod i thmasghout Eegernd




What wers your thoughts on the Tomb
Raider series after you left Core?

I Euppose U st few Core was playing i
very safie, mainty becauss it folt ke il had a
Tormula thal wis wewkdng Tor it 1t was too
Ianig before i1 property grasped the mantle
fnel wend for o proper change, which is what
1 wis gning lor with Amgel OF Darkrass,
Clrioushy, it had & ot of tsues achieving
Wk it wars gaing for, which 18 @ ehama
biecause we've got all of its design and
tachground stull and whal It weas actually
amming for, what its goals were with Angel OF
Darkeess, Thoy were all good goals and then
vis @ 1ol of good in the dirsction it was
fakings bt the execution was unfortunately
facking somethang,

What was your reaction when you heard
Eidos had takon the franchise away from
Core and handed it to Crystal Dynamics?
I'ver alwiys been o big fan on (he Legigy OF
Wi sevies; when that came oul at aboul the
wime tme @s the ongingl Tomb Raider, |
thoughl it was great. I seemed o me Crystal
Dynanics would e the perfect group ta take
il on. It was something that | had Dbroly
Bren L on and then when it came over (o
Crystiil Dynamics and It was tallng abaul
fostarting the whale thing, it seemed like an
ienesting thing bo b4 invelved wilth, | know
hiw enirenchied everyone was at Caore, |
wimildn't have gone back there because
nothing was really moving forward. That
snmed like an inleresting thing because |
fielt like there had been mistakes made
through thie yedars, snd | fell whal wes Isislng
done here was an opportunity 1o hring the
S back inlo preatness.

Whaen you came onbonrd s Crystal
Dynamics did you see any things in the
game al that time that you felt you could
help improve?

Iha projeet gonks were all vory Bood, thess are
ahways dliffarent things that you would want 1o
to, and over the course af the project it's
managed to keep i1 evolving, Incorparating
pEopla’s iews into the game, and iU's & VEry
creative space in which to o Wosthding. It b
certainly changed a lolL since | amived, for the
batter, but the groundwark was there, 1w Just
been part of the: tinkenng process.

Was it a hard declsion to come back to
the series after all this time?

Mo, It wass interesting, | was definitely
Iverestod: it was samething that 1'd like 1o
come and do. And it was all abowut how much

INTERVIEW: TOBY GARD

TOBY GARD IS SOMETHING OF A VIDEOGAMES LEGE ND, SEEING AS HE'S THE
FATHER OF THE INDUSTRY'S FIRST STAR TO CROSS INTO THE MAINSTREAM
- LARA CROFT. HE LEFT CORE DESIGN AFTER THE FIRST TOME RAIDER TO
MAKE HIS OWN GAME, GALLEON, WHICH APPEARED ON THE XBOX,

AFTER THE PROJECT FINISHED, EIDOS INVITED HIM TO WORK WITH CRYSTAL
DYNAMICS AS A CONSULTANT ON

Nistary | had with Laso and it seemed ke
everyhoy hore was very opan to me CEITINE
irrand socang what thay had. They didn®t have
A design for Lora, they didn’l have Crslunmes,
they didn’t have a look for her yeet, all thess
sorL of things, which sownded (ke o lol of fun
o me.

You joined the Tomb Raider Legend team
as a consultant, As time has moved on
has your role increased?

Dafintedy. | came in as & consuliant,
specifically 1o do the visual aspect of Lara
and thon | gol imvielied will the story, ol
inpether with the wiiter and the pair of us sat
o and we wiaoli the slory, And | was
pushing on trying o el
BOME comastEncy I thi
‘workd and the Tarb
Falcter universe, And then
i 1o gat roomm for the
character 1o expand aned
Boang Tonsmnd, becauss
developers have generally
been looking ot it 0% too
miah lthe nushing onto
fhee Al g e and
there s0°t enough fonward
thirikirg to what's caming
in the future, The
charnoter noeds that story
arc o go fonvard, so
that's a thing | got healy
involved with. | also got
Irwobved wilh doing the anlmation, having
worked on the animation for Gallean; | came
b and wos put in chargs of that Rind of stuff,
And then, just recently, I'va been put in
charge of all the cinematics as wall, So
there’s alwiys something new,

You're obviously protective of Lara, o has
this been like finding a long-lost
daughter?

A it fike thet for sure — I've come back to
Pt hew back on he Stralgil-and- narrow,

Was that fealing part of the reason why
you left Core?

Mot renslly. | think that it's important that if
VoI re BOEnE 10 make a franchise, it has to
evalva, | Bhink that Com's mandate when |
was there was just, “We have to pump out a
Townty Radder every yaar® and thal was Just nest
E0Ng 1 ead 1o the quality that is necessany
for improving & lranchise, | didn't really sed
much point in purstng that. We'd Alnaady
dhang it wilh the first one, so what are you
Eoing 1o do?

RAIDER IS
PRETTY
GOOD BECAUSE
IT'S BASED ON
MYSTERY, IT'S
BASED ON

DISCOVERING
PRETTY

AMAZING
THINGS

TOMB RAIDER LEGEND

From the games that have come after
Tomb Raider in the action-ndvenlure
genre, is there anything you have seen
that has impressed you and made you
think, “that would be good for Lara?

Yah, there have baen lols of games that
have been restly good, But | don't think |
really play games and Whink, “I'm deliniely
£0ing o have to remember that one for Tomb
Ralclier.” | don't roally approach games tha
way. But specifically, foo |s action-advantung
Ehve ey | Dk it it's not so iction-paced that
Is totally linaar, and s got heart 1o L as
wtll, The design and art direction make it g
provocatiee fame - il's greal to see
somaething which is actually a worlhwhile

piece of art, especilly
'I'IIHB within the wideogames
Industry, tog,

With gamos such as
fco and Prince OF
Porsia pushing the
Henre forward, does
Tomb Rakder still have
the same power it
onoe hod s a brand?
Looking at it as a SLory-
WREPRING concapl for
Some sorl of adventun
,, garme, Tomb Ralder (s
retty pood because s
based on mysteny, i's
hased on discovering
ety amaang things - the whole ‘wow'
factor - and | think people are always
irterested In the unknown, It's something that
daes that for many people because that's
what the game’s about. And she's a predty
Cool charactor in terms of her prrsonality,
that whale ‘icy on the surdace, but fieary
undemeath’ thing i faseinating, i's mone
compelling. o me amway, than the mone
tatally fantasy Prince OF Porsia-ary stul,
because it's more of a real-word thing,
closer, in chamcler at loast, (o what we
expenante today.

This project will be over by Spring 20086,
80 have you got any plans for the future
after that?
| haven't really thought about it vet, but |
would definitely like to contirue with okd Lara
sha's gol @ big story arc 1o go down and |'d
likiiz 16y be Involved with taking her down that
road. Bringng the series away rom Core has
Evers the seres life and gven me an intero
In Townly Raider digain,
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