Cutscenes for tr3 gold – the Lost Artefact.

· Why? – US intends to sell these 5/6 levels as a stand alone project to launch their premier range, at a low price point. With this in mind, it is important that we ‘frame’ the adventure properly, with a start and a finish, so that we do not give the impression of just some levels thrown together. The storytelling without cutscenes is very difficult, and a couple of simple scenes could make all the difference, something like the intro to the Times level. We have already created some useful story-specific screens that help to tell the story with documentation ( like tr2gold), and we’ll be using these for the load screens – I think we need to establish the starting point at the end of tr3, and finish with a bang!

Story outline. ( note – NOT the PR version, this will follow, this one gives away all the secrets)

The Lost Artefact – basically it is discovered that there is a fifth artefact, probably why the experiment didn’t work properly and Willard turned into a giant spider! The fifth artefact would have been required to make the transformation work correctly…probably one of the Beagle guys slipped it in his pocket and took it away without anyone knowing. Anyway, at the end of tr3 willard dies, and before she leaves Antarctica, Lara sees that, in Willards wallet, he had a telegram stating that his ‘henchmen’ had discovered the existence of the fifth artefact, and had procured it and delivered it to his Scottish estate on Loch Ness. Willard obviously did not have the patience to wait for this artefact and decided to go ahead with the transformation anyway. The telegram also warns that someone else was aware of the fifth artefact’s existence, but the name is covered ( to the player anyway) – it is in fact Sophia Leigh, and the player will discover as the adventure goes on that she is still alive and in fact has stolen the fifth artefact from willards castle. From this clue, Lara will proceed to willards castle on loch ness, discover the truth about Nessie, fight willards estate guards, and finally find her way to ‘willards lair’, a secret dungeon under his castle.

Level 2 finds Lara deep in the dungeon – she will work her way to Willards secret lair where he has been planning his transformation. Documents on the table show the relationships of the artefacts, etc. when Lara gets to the area where the fifth artefact had been stored, she finds the safe empty and a strange trail of radioactive gunge. Someone has been there before her and stolen the artefact. Lara can only return to her helicopter and wait – unless she discovers the mystical secret of the Cairn stones and the ‘Hidden glen’!

Later – Level 3  starts with Lara seeing an article in the paper about a mysterious explosion in the Channel tunnel – from the photos she sees that the area is covered with the same radioactive gunge that was in the castle – obviously meaning that the artefact was, or is, there, and probably was responsible for the explosion.  Lara heads to Shakespere cliff, in dover, the start point of the tunnel. She finds it heavily guarded and a construction team at work – they belong to an organization with the moniker SLINC – clever players will realise that this is Sophia Leigh Inc. They have already moved in to clear up the damage with out prying eyes actually seeing what happened. Lara will work her way down into the tunnel and eventually find a giant pit, radioactive gunge filled – following the trail of the gunge she will eventually find access to a secret tunnel, deep beneath the channel. On the way, she may discover the relics of an ancient victorian channel tunnel, and find that the strata has been disturbed SO MUCH by the explosion that a strange time shift has occurred allowing her access to a strange prehistoric layer. 

Level 4  - the secret tunnel leads to SLINC’S underwater base – sophia Leigh has built her own channel tunnel, to connect her operations in London ( already discovered by Lara) and in france. Here in the underwater lab she experiments with the new artefact and sends her results ( mutated experiments) along the tunnel to secret locations in France ( and England before Lara stopped that). Obviously an accident with the artefact has jeapordised this arrangement and lead to the discovery of her secret tunnel built alongside the real channel tunnel. Lara works through this level to find the nerve center of sophias operation, hideous mutations, and finds the fifth artefact – the Hand Of  Rathmore.  Lara must escape to the surface, and see where this hideous trail finally ends. On the way she may discover a rusting relic from the Second world War, and will be greeting by a strange, ghostly Battle Of Britian fly-over.

Level 5 – Lara comes ashore in her dingy, and follows the pipeline inland to a seemingly deserted Zoo – here she will be set upon by vicious beasts in a jungle zone and in an aviary, before she discovers the horrific ‘human Zoo’….Here sophia Leigh has been keeping the results of her crazed experiments. Lara must free these human mutants and use the fifth artefact to uncover Sophie Leigh herself, still very much alive.

( note – time permitting, I want to do a 6th and final boss level, a simple fight with sophia Leigh in a cool location – with two more weeks on the schedule we could do this!) – otherwise, I’m not sure how we end the game at the end of level5.

Level 6 – abandoned Parisian church or paris catacombs – the final battle with sophia Leigh – will have to take the same format as the original London battle, but different objects and environment will make it seem original.

BACKSTORY – the fifth artefact has been called the Hand of Rathmore, and from the Beagle it was taken to Ireland, becoming part of Irish mythology ( very much like the other artefacts) – I can fill this out with a long and complicated legend, surprisingly similar to the story of the Red Hand of Ulster…

CUTSCENE PROPOSALS

1. We include the first two cutscenes, or more from TR3, one after the other, like a story flashback. Simply preceed the scenes with something like a blackscreen with “Then…” and a fade…This will add value, be a good intro for new players, and a reminder of the story for old tr hands…..Certainly the meteor arrival should be kept, and the Beagle part…..

2. Fade to blackscreen perhaps with “Now…” – here is where we bring the player right to the end of tr3, at the moment where willard dies….

· Meteor cave ( exterior)  The sky is flashing with meteoric activity and the Northern Lights, it is night.– a large smoking entrance is in view, Lara is in snow in foreground, guns ready and trained on the dark hole.… a wait. Ominous build up, a badly battered Willard, in human form, clothes tattered, stumbles out, kneels, then expires and keels over in the snow…Lara replaces her guns, and walks to the body. 

· Lara examines the body, one of Willards hands is clutching his wallet ( like all good scotsmen!!!) Lara picks it up and opens it. She removes a photo of nessie and then a telegram which she holds up to read, full screen – it mentions the fith artefact etc ( seen screens). Lara goes “Hmmmm” and fade.

NOTE – We can send jpgs of the various documents, the look of the wallet ( with ‘W’ inscribed), the telegram and the nessie photo…the telegram must have a hole burned where the words “Sophie Leigh “ would appear, leaving only the very tops of the letters ( a clue –trick used in the first book of the Hannibal Lecter series.)

NOTE2 – Willard could be laughing as he emerges ( pained dying laughter) and holding out his wallet towards Lara

NOTE3 – at the end a helicopter blade fade would be good ( like apocalypse now) – leading into the helicopter arrival on the first level – with helicopter rotor sound.

NOTE4 – we could add the end scene of tr3 here, the helicopter departure cutscene – that will strongly link the levels and neatly merge our new bit into the story – again a good helicopter blade link and fade….

3. BETWEEN LEVELS 1 and 2 – nothing needed…

4. BETWEEN LEVELS 2 and 3 – optional. A simple cutscene would be useful here as there is a change of location and a time lag. 

· Lara at home, or wherever you have a model of her reading. Lara picks up paper ( UK Today – we’ll send you a front page) – and reads the article on the channel tunnel. Jump cut to photo showing gunge, maybe another “hmmm” or Lara holds up gunge sample ( see screens) and turns it in the light…Fade to black.

NOTE – this is very simple and only needs to show reading, and front page, gives player time to read and follow plot….we have this page on our load screen, but it’s too fast to read…I would like to make this story point very clear….can you cobble together something where you have previously zoomed in to Lara reading? – the location doesn’t really matter ( could be a library, or her home)

NOTE – another helicopter blade fade to her arrival at shakespere cliff – she arrives by helicopter…

5. BETWEEN LEVELS 3 and 4 – nothing really needed

6. BETWEEN LEVELS 4 and 5 – optional. Simply, another difficult time gap. At the end of level 4 Lara makes for a dingy floating in the open ocean, Bond – style. The next level starts with her coming up through a sewer into a cobbled French street, outside the derelict zoo.

· do you have any floating in dingy footage? – Lara could simply fall asleep, dingy floating on totally open sea, moody orange sky like in model, and fade….fade up to dingy floating into huge sewer tunnel on seashore – maybe comes to rest at simple steps, I can do it from there. No dialogue, just Lara curling up in dingy, and then shots of dingy only floating along and inside grey grimy sewer pipe in cliff.

7. FINALE, or transition between LEVELS 5 and 6

· Close up of sophia’s face, laughing, could have Lara shout “ Sophia!”  VERY simple, just to establish that sophia has returned – could be very close to her face and manic laughing…at the end of 5 I will have Lara placing the artefact into a hanging body, and seeing a shadowy figure – this could be sophia Leigh stepping out of the shadows in a quick cutscene.

8. I think it’s important that we finish this off correctly, so this cutscene would be the 2nd highest priority. Most complaints of the gold series have been that they just…end….nothing. The final battle with sophia will be similar to London in that Lara has to shoot something to burn her up – we will change all the models so that it is not electrical switches, pylons etc, but is something more primitive. The setting will probably be in the catacombs, climbing up and down some giant sculpture or such-like. Once Lara blows her up, and picks up the artefact again, I think the level is hardcoded to end – so we need to switch to a final cut…As this environment is not complete yet, I would suggest this…

-

Lara bends to pick up the artefact, the surroundings can be completely in shadow – she can say “ uh!?” quizzically as the artefact proceeds to rise up before her, strangely glowing and emitting strange light – in fact, to avoid the need to match the surroundings of the level, this could be a totally abstract light show – the hand rises, black background but with lights swirling around, fills the screen in size and increasingly pulsing light, and finally explodes into many pieces – background could be starry sky, with shooting star type fragments – fade to black from this kind of starry/fireworky screen.

The End

NOTE – this is meant to imply that the artefact is not for human use, it has somehow reverted back to its cosmic meteoric form, gone back to where it came from – disappeared into the stars

NOTE2 – the hand could be seen to close slightly or shape change to it’s ‘raw’ form

· I can’t stress the need enough for cutscenes, time permitting – finally it will seem like a REAL game. We have made every effort to create new characters, new dynamic locations, and hundreds of new objects – above ALL the golds, this is the most like it’s own adventure. This is why also SOME new music is critical.

· I fully intend to do the 6th boss level, we will know for sure in 1 week, when the design is more focussed. My plan is to complete level5 in 3 weeks and that gives us about 2 weeks for level6. My info on the final cutscene to you can be much clearer in 2 weeks time, but I have made it so abstract that it will work in either situation….

· Here’s the priority list as I see it

·  1.cobble together initial tr3 cutscenes and create new Willard’s wallet scene – add helicopter scene to end of this if it flows ok.

· 2. Do abstract cosmic hand explosion/ starry sky/ reverting to shooting star scene – this can be totally abstract and psychadellic…and short.

· 3. Do channel tunnel paper reading – very important to carry plot

· 4. Sophia leigh ‘head’ shot – very short, enough to establish her as the baddie behind it all, again can be on an abstract background.

· 5. Dingy scene – would help if we could do it, again can be incredibly simple.

Note – all music for these scenes can be decided by you, I have no definate ideas, but I’m sure old tr3 tracks would work…I have tried to keep the dialogue to nothing or minimum, just a few laughs and grunts – if the Lara voice was available like in the times level, we COULD reinforce the story more…

Thanks – this work will also determine the release date, the longer WE have, the more we can do in terms of the last two levels.

PhilipC

