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For a virtual lady, Lara Croft 
sure has a lot of real 
history. Forget the born into 
aristocracy back-story for 
now, her real birthplace is 
Derby, England, conceived 
by the software developers 
at Core Design. 

Founded in 1988, Core Design 

was assembled by Jeremy Heath­

Smith with a small group of 

developers from the Sheffield 

based Gremlin Graphics. The 

company focused on quality over 

quantity, slowly expanding their 

personnel and output of titles as 

the years passed. One of the first 

employees was Jeremy's brother 

Adrian, over the next decade the 

brothers grew the company from 

obscurity to worldwide acclaim. 

Dangerous liaisons 
Core's first hit emerg din 1989, a 

2D adventure game named after 

its hero Rick Dangerous. Rick was 

an archaeologist who explored the 

deadly labyrinths of a forgotten 

Mayan temple. Searching for magical artefacts 

and battling with temple guards it's easy to 

assume a link between Rick Dangerous and 

Lara Croft. Throw in Rick's jumping, crawling 

and climbing abilities and the template for 

Tomb Raider is practically complete. 

A few years later following a string of techni­

cally impressive but commercial flops, Jeremy 

called for a meeting with his staff, having heard 

of a new console in development called the 

PlayStation he asked for dynamic proposals 

that would benefit from the new "miracle 

machine." "That's what he said to the whole of 

Core," says Toby Gard, one of Core's employ­

ees at the time. "We need new game designs 

for this new machine that can do anything." 

"There were only about three or four of us 

that had ideas to put forward and I put forward 

the idea for Tomb Raider," says Gard. "I had 

drawings and I explained what the concept 

was and most people looked at me like I was a 

bit crazy But that was where it started off." 

"Toby stood up and said I've got this idea 

about doing a game based on pyramids," says 

Jeremy Heath-smith. "I've always wanted to do 

a game based around pyramids too. For some 

reason I really fancied this idea about pyramids 

with a Pharaoh, and having to go tunnel under 

the pyramids. It was just as silly as that. It didn't 

have characters, it was more conceptually let's 

do a game based on pyramids." 

"I pitched it as Virtua Fighter type charac­

ters in a kind of Ultima Underworld type 

setting," says Gard. ''A 3D corridor style Doom­

y game but with a 3D character, and the whole 

trick of it was that it was going to be directed a 

little bit like it was a movie. I drew out a series of 

storyboards that showed how the gameplay 

would work, that showed a character running 

down a corridor and shooting things and the 

camera looking down from behind the charac­

ter into pits and stuff, doing some vaulting 

about and all this kind of nonsense." 

So, in 1993, Tomb Raider first appeared on 

the proverbial drawing board. The design brief 

was for a cinematic adventure with elements of 

exploration, action and puzzle solving. All held 

together with a strong storyline. 

Toby decided he wanted to stray away from 

the Doom style of gaming that was so popular 

at the time, after all, this wasn't a shoot 'em up. 

The simplest way to achieve this was to switch 

the viewpoint from first-person to third-person, 

allowing the player to watch their actions via an 

on-screen characte[ 
However, the proposal hit an early stumbling 

block. "It wasn't accepted at all initially, " says 

Toby ''Although Jeremy liked the idea there 

were no programmers that would touch it. They 

thought it was too difficult because at the time 

no one had done anything like it. No one in the 

company had done anything 3D. The whole 

idea was just terrifying to the programmers." 

A couple of months passed, Toby continued 

to work on the design, convinced that his radi­

cal idea was achievable. With the decision to 

make a third-person adventure, the project 

faced another major hurdle: who was the hero? 

Toby thought the two unique selling points 

would be the cinematic imagery and that you 

could see the characte[ Now he needed to 

create that characte[ 

Congratulations: it's a girl 
Weeks of design work followed but the end­

results always seemed to reach the same dead 

end - he's too similar to Indiana Jones. "The 

male character was in for several weeks," says 

Jeremy Heath-smith. "He didn't have a name 

and as soon as I saw him it got binned, 

because he was Indiana Jones, just give him a 

whip. He had the hat, the coat - it looked bril­

liant, but it was Indiana Jones. I said I don't think 

George Lucas will be very pleased with us if we 

use that. " The potential lawsuit made Toby and 

Jeremy rethink, instead of a male lead. Gard 

started toying with the idea of a female. 

"It wasn't necessarily going to be a female 

character," says Gard. "I designed a couple of 

characters, one was a girl and one was a bloke. 

INFLUENCES 

(below) 
An advert that appeared in 

Computer and Video Games 

magazine for Rick Dangerous - an 

early Core Design game, many 

thought had inspired Tomb Raider 

(bottom) 
Lori Petty as Tank Girl, one of the 

characters cited as an influence on 

the development of Lara Croft 

Toby Gard , the man who created 

Lara Croft but famously left Core 

Design before Tomb Raider hit the 

big time. Toby now runs his own 

development studio 

(left) 

Neneh Cherry, the famous singer, 

also said to have inspired certain 

aspects of Lara 's character 

My argument was always from watching 

people playing Virtua Fighte[ In an all bloke 

office nearly everyone was playing one of the 

female characters. It seemed to me that people 

were missing something if people weren't 

making characters female." 

Until now, a female lead in a game was 

considered commercial suicide. As Jeremy 

Heath-smith puts it "There weren't any girls in 

videogames at all then. Sure there were a few 

single women figures, for example in Virtua 

Fighter, but still no games that revolved 

completely around a heroine." 

With the decision made to break with 

convention the male character was binned, 

confined to the delete button "and sadly wiped 

off the computers forever," says Jeremy "How 

sad is that? How cool would it be to actually see 

it now?" But did the potential hero ever have a 

name? "I think it was Fletcher Christian," jokes 

Toby "The lost hero of Tomb Raider, he had a 

really hairy chest too! " 

During this period Core continued to employ 

new staff, one new employee through the doors 

was programmer Paul Douglas. "I collared him 

the first day he arrived," says Gard. "I said 

'right, you want to be working on this game,' It's 

difficult to say no when you've just arrived at a 

new company. That was it, both of us wanted to 

get it done after that and they gave me a 

second chance to re-pitch the damn thing ." 

Gard and Douglas produced a five-page 

overview that Jeremy approved. Tomb Raider 

was now officially in production. 

What's in a name? 
Although Core had now settled on the female 

lead, they still hadn't decided on a name for 

their heroine. It seems a simple decision, but in 

game design even a character name can be 

subject to the marketing men. A number of 

names were flirted with, or rumoured to have 

existed, the original name that all parties agree 

on is Laura Cruz, then later Lara Cruz. 

"Guy Miller came up with it, because 

coming up with names isn't my thing ,'' says 

Gard. "In the initial proposal phase he helped 

put together some of the documentation for the 

pitching and he came up with the name 

because I wasn't keen on making names. So 

Laura Cruz." 

"The Americans couldn't say it,'' says 

Jeremy Heath-smith. "They couldn't say Laura, 

they couldn't get their head around it. It's the 

way they pronounce the 'aur'. It gives you a 

headache. They said we find that really hard 

and we were like fine, we'll just change it." 

"I didn't like the fact she was named Cruz 

because it didn't fit in with making her very 
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English," adds Gard. "So one day we sat down 

with the phone book and started looking 

through the surnames until we found one we 

liked. Croft. Hmm, Croft Original that's very 

English, it's quite similar to Cruz isn't it? So we 

went with that." 
Lara Croft was a name deemed suitable for 

both the US and European markets. Almost as 

an act of corporate defiance, as Lara became 

more accessible for the American market, her 

character became more British, as Adrian 
Smith explains ·~merican's love upper­

class English accents." 
"She was made to be as quintessen­

tially British as possibl ," dds Toby 
Gard. "It's generally h lcJ that unless 
you have an American h ro you won't 

be able to sell a game 111 Am nca. I 
thought that by d lib rntoly reversing 
as many rules s po ·sit lo, a female, 
strong, but not tc1rty. A Bnlish not 
American I d ctinrnctcr, nd American not 

British villains, w 'et mnk som thing that was 

unusual and fr h." 

The look of Lara 
While her name was 1nc cJ I) led, Toby Gard 

was struggling lo qol l mc1 to look like the girl 

we recognise tod' y. "l cir,i Croft had a slow 

development pro oss of sk te,h1ng and re­

sketching over sev ml months. The game 

came first. What it wa suppos cJ to b , how it 

was supposed to play th ' t wus lh main thing 

that I was thinking about. D01nc tho Lar part 

was the fun bit, sitting down nd drc w th char­

acters trying to get into the mood of 1t." 
Inspired by a variety of source , the original 

look of Lara was more akin to Jami I lewitt's 

Tank Girl. Toby was also drawn to 1: nk Girl's 

attitude, a punk renegade living in a post-apoc­

alyptic future who enjoys violence. 
"I was looking around at all different kind of 

places to try and get what I wanted. I wanted a 
character who was really spunky, a lot of atti­

tude and very cool in their own right. Not a 

wimpy, soppy sort, I wanted the absolute oppo­

site of that. I'm the type of person who can't live 
with characters or designs for very long if I 

don't feel confident with them. So she did 

change a few times. She went through three 

distinct designs before I settled on the last one. 

She went through a period of wearing slightly 

more military-looking clothes, but she looked 

too Nazi-like. For a while she looked like Neneh 

Cherry with baggy trousers and crop tops, but 

before long she found her hot pants and leotard 

and away we went." 
"If anything she was looking more in the 

manga style," Says Jeremy Heath-smith about 

The earliest designs for Lara were heavily 

influenced by Japanese 'manga' comic style. 

Traces of this carried over to the early 

promotional artwork seen here, but due to 

technical limitations of the original PlayStation 

the in-game model was far more straightforward 

Jeremy Heath-Smith, 

Managing Director of 

Core Design, has 

overseen Tomb Raider 

from the beginning. He 

approved the original 

game and is Executive 

Producer on both of the 

Tomb Raider movies 

some of the earliest attempts at creating Lara. 

"If you look at the very early models of Lara, 

she has a very big head. Her head is massively 

out of proportion to the rest of her body. Toby 

did this. He accentuated all her features. So the 

initial look was a much more manga look. We 

toned that down because people's tastes 

change. Toby would have pushed that manga 

look all the way, but luckily the PlayStation and 

our technology at that time couldn't do it." 

Once Toby sketched Lara in her now 
trademark outfit, he knew he'd found his star. 

"The very first drawing of her wearing the 

famous costume, that was it, I elaborated 

from there. There was really no sexuality in the 

game apart from the fact that she was quite 

well built, well put together. I think that all 

characters need to be visually appealing, 

whether it's a male character a female char­

acter or some kind of creature, whatever it is it 

has to be something that people will want to 

look at and find interesting. Generally speak­

ing I find that you get the strongest looking 

characters by making them as iconic as you 

can within the limits of what your considering 

to be your reality of the world. Iconic design 

means caricaturing and exaggerating." 

With the star now fully born, Toby Gard and 

Paul Douglas got busy creating the game. 

"Within six months of us saying we like a female 

character let's go with a female it was locked 

down pretty quickly," says Jeremy Heath-smith. 

"It was locked down so that they could build the 

technology around it. That's the way that they 
worked at that time. They needed the model to 

proof out the old technology." 
"For a large period of time it was Paul and 

me sitting in a room," says Gard. " We were 

working on trying to build up the basic technol­

ogy. Like making a room for the character, 

building the character in 30 Studio Max. I spent 

a long time creating rendered prototypes of 

how the game would play, so people would get 

en 
z 
c3 
o" 
0 



0 
;;o 
G5 z 
(/) 

an idea of what it was going to be like. Then I 
started building the FMV model, creating FMV 
animation to show what the FMV would be like. 
Doing a whole lot of pre-production work." 

The next step was to c reate low and high­
resolution polygon models of Lara Croft. 
Allowing the team to concentrate on animat­
ing Lara for her adventure. With the 
construction of the technology and tools in 
full swing, Toby needed to decide on what 
exactly Lara would be doing in her game and 
where she would be doing it. 

"I read up enormous amounts of material 
about myths and legends when w w re in pre­
production to try and get an idea where we 
should set things," says Gard. "I looked at all 
these different places like Angkor Wal. We 
wanted to do Angkor Wat bad, w tried, but it 
was beyond our technology to m k that type 
of environment." 

"I don't think th re was a p an when 
we started it," Sa -sm technol-
ogy drove u his hnology 
that can di alls and 
we've got th it now. So I'd 
love to say i autifully but 
it wasn't. -r rot the story 
and it was Ii out h re and 
get through inosaur, find 
traps and rt f stuff. It 
was a natural olv d . There 
was no sit down a it corr c tly It 
was far more creative." 

Another contributor to Tomb 
onboard the projec t at thi oint. Vicky 
Arnold was a scriptwriter employ d by Core, 
who helped Toby focus on th story and 
dialogue. "Toby would design th I v Is and 
Vicky would go through them and put ny 
voiceover scripting that needed to go in, " 
says Heath-smith. "Vicky would then add h r 
knowledge of screenwriting into th 
voiceovers and the cut-scenes." 

Toby claims that Arnold had a better gr sp 
on where he was coming from than some 
others involved with the game. This under­
standing led to Vicky working on the origins 
and back-story of Lara Croft. "My initial back­
story for Lara Croft was extremely sketchy," 
says Gard. "She's British, the whole plane 
crash and living in a mansion and that was as 
far as it pretty much went. I didn't get into enor­
mous reams of back-story." 

"Vicky was important to give Lara a kind of 
character," recalls Jeremy Heath-smith. 
"What Toby didn't bother with was giving her 
a character, so Vicky worked on character for 
Lara, giving her a date of birth , where she 
was born and so on." 

Along with Gard and Arnold, Core's PR 
Manager Suzie Hamilton also contributed to 
Lara's history "The most surprising thing for me 
was finding out how tall Lara Croft was," says 
Gard. "She's supposed to be short not tall , I 
read that Suzie had written that she's six foot or 
something crazy How can you have propor­
tions like that if you're six foot tall?' She's not, 
she's five six or something." 

Voice of an angel 
With a storyline and script the next element to 
be tackled was recording the dialogue. For 
the sequels voice actors were hired. 
However, a more unorthodox method was 
used for the original. 

Lara's voice was "a combination of people," 
according to Jeremy Heath-smith. An actress 
was hired from an agency to provide most of 
the speech. Her name cannot be revealed for 
complicated legal reasons. However there 
were three other people employed by Core 
who were also responsible for giving Lara 
sound. "For the original Tomb Raider there was 
a mixture of grunts coming from Suzie 
Hamilton," says Toby Gard. "She provided the 
oohs and ahhs," adds Jeremy Heath-smith. 
"One of the level artists Heather Gibson did 
some of the grunts and groans," Says Gard. "I 
remember her being very embarrassed about 

doing some ot the groaning." Remarkably, one 
contributor to Lara's range of groans and sighs 
was a man, Martin Iveson the sound effects 
designer for Tomb Raider. "His voice is in 
there," says Heath-smith. "Tweaked up to 
sound like a woman." 

At this stage the Tomb Raider team was 
continuing to expand. "I was storyboarding 
out all the FMV sequences on paper so that 
either I could do them or others could," says 
Gard. ''.A.t the same time we were building up 
the team. We took on Gavin Rummery who 
did the editor for the environments and the Al 
for the bad guys while Paul was concentrating 
on the control system and Lara's movement. 
We got more people in to help out the building 
of the level process. Eventually, probably 
about six or seven months before it was 
finished we began working on the game in 
earnest, because it takes about that long to 
get everything in place. You've got your full 
idea for the story, you've got speech done 
and you've proofed most of your technology." 

The team now had to construct the levels. 
"We sat down and brainstormed between us 
the ideas for the levels, " Says Gard. "I would 
then create flow diagrams for exactly how each 
level would play through. Those would be 
handed off to the level builders at least for the 

INCREDIBLE REALISM CIRCA 1996 
Back In 1996 you would have been 
amazed at the astonishingly lifelike 
characters In Tomb Raider. Now, of 
course, it's hard to feel scared by this 
amusing box-like alligator. Lucky for 
her, Lara has aged far better than her 
male adversary 

majority of the levels. By the end, the level 
designers were making their own levels off 
their own backs. When you let level designers 
off the leash they tend to make really hard 
levels so we left those for the last few. " 

As new levels were appearing, Lara's own 
abilities and animations were being tweaked as 
new possibilities for her adventure emerged. 

"There was definitely a bit of evolution going 
on," says Gard. "Things like her being able to 
roll , forward turn, all this kind of stuff. We'd stay 
behind and play with stuff and when designers 
came in the next day we'd be like 'guess what 
she does today· so it was a bit of a surprise." 

"Toby was fanatical," adds Heath-smith. 
"When everyone else had gone home, he'd 
stay the extra couple of hours and play the 
level and adjust what she could do. Getting 
her abilities right was continual through the 
three years of development. You're working 
on the control of Lara right up to the last 
moment, we were continually adjusting and 
tweaking what she could do." 

"The control system was based on the origi­
nal Prince of Persia," Gard reveals. "If he does 
a running jump he can jump three blocks 
worth. Our whole system was based around 
these blocks and the fact that you could raise 
them up and the fact that Lara was basically 
three quarters of a block high in height, and 
she could directly jump up and grab hold with 
her fingers whatever it was a block and a half. 
Everything, whole levels were built with this very 
simplistic blocky form. We knew she could do a 
running and grab jump over four blocks 
distance, but you could also do one at an 
angle, if it was four blocks distance but the one 
you're jumping to is a quarter of a block lower. 
So it was very easy for the level artists, once 
they has an understanding of what her abilities 
were, to stick in as much to challenge her as 
they could. Anyone who's played Prince of 
Persia will say this is strangely familiar." 

Animal attractions 
Apart from the female lead, another major 
component of Tomb Raider straying from the 
norm of early 90's videogames design were 
the enemies. "I wanted to make it feel realistic," 
says Gard. "I wanted everything in the early 
levels to be real things, not giant spiders, not 
giant crazy things but real stuff. I wanted 
people to suspend their disbelief so they felt 
that they were in a real place and that these 
were real things going on. It was a real person. 
I thought that really helped to build up the cred­
ibility of it all, so that when things start getting 
extremely weird at the end it will be more of a 
shock and a surprise. I didn't want loads of 
human beings killed because it just doesn't 
seem right to me. How you can have a hero and 
call them a hero if they're going around and 
blowing everyone's brains out? It doesn't seem 
right somehow. So then you have to look at 
animals or creatures that are dangerous. " 

Looking back Gard almost regrets the 
decision to include such dangerous animals 
as the main focus of Lara's weapons. "It's a 
problem I didn't even properly consider at the 
time because I thought we'll get a few 
dangerous creatures, but all the dangerous 
creatures in the world are endangered , that's 
the whole reason why they're endangered ." 

One enduring aspect of Tomb Raider and 

one that has remained throughout the series is 
the atmospheric score composed by Nathan 
Mccree. "We knew we wanted this big John 
Williams feel ," says Jeremy Heath-smith. "We 
had a CD for the first time that we could really 
fill, so we said to Nathan, go do it, you've got a 
CD, we want big and his creative juices went 
mad and off he went. He used to have his 
studio down in a cellar and we had to run an 
extension lead up the stairs. There was no light 
in the cellar. just a keyboard, him and a PC. 
How he never died I'll never know." 

One of the last elements to be added was a 
training level. "When designing, you tend to 
have a room that most of the programmers use 
and that's the test room," Says Heath-smith. "It 
has everything that's feasible to the game in 
that test room. So she can climb on the walls, 
and jump on things, avoid holes and try swim­
ming. We were trying to work out how to include 
a training level. It was obvious to put it in Lara's 
house. The training level helps the players get 
acclimatised to the controls, because she's not 
straightforward and she's doing a lot of things, 
the way that she jumps and shoots and every­
thing, it wasn't going to be easy to just throw 
you into a level, we wanted to teach you what to 
do. So the gym was ideal. You have Lara keep­
ing fit in this cool country house." 
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This is the Level Editor used by 
Core's level designers to croato 

the worlds Lara would explore 
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"I built it over a weekend," says Gard. "It 
seemed liked a really good idea to stop 
people getting confused. I got a book out from 
the library on country homes. I found two 
pictures and took all of the materials for 
textures for her house from those two pictures. 
In those days you could scan in one image 
from a book and that could be your whole 
texture set. They're tiny textures basically so 
you can't tell they're from a book." 

Although Tomb Raider took three years to 
reach completion Toby Gard remembers the 
proc ss as being a rather smooth ride: "It 
actually went surprisingly smoothly consider­
ing the lack of overall planning going on." 

Jeremy Heath-smith remembers the process 
as being a litlle bumpier. "On PlayStation we ran 
out of m mory continually, not enough RAM to 
get the thing working properly I know that was a 
continual challenge. I remember Sony coming 
up to look al it. They brought a code analyser 
because they thought the game was so spec­
tacular. They brought this thing up that is worth 
millions of dollars to look at the code and that 
blew a few holes in what we were doing wrong. 
We went back and fixed those, and managed to 
get a bit of speed back." 

"There was a vision and I was trying to do as 
much as I could to control what was going on," 
adds Gard. "There was no real producing or 
scheduling going on, so it was quite surprising 

that it all got done and out the door in a reason­
able frame of time. Mind you, a lot of that's 
because so many weekends were worked. We 
never seemed to leave the damn place." 

Her name in lights 
Before the release of Tomb Raider in November 
1996, a marketing decision was made to add 
three more words to the game's title: Starring 
Lara Croft. "I don't know who it was, I'm sure 
there's about fifteen that want to take credit for 
it, but someone said we should call the game 
Tomb Raider starring Lara Croft," recalls 
Jeremy Heath-smith. "I thought why would 
anyone want to call it that? They thought it 
made it sound bigger and more movie-like. 
They forced us into doing it, which is the best 
thing that could have happened. I think by 
creating that 'starring Lara Croft' you suddenly 
created a new way of naming videogames." 

The game was definitely a case of being 
the right product for the right time, caught up 
in a wave of girl power and attracting huge 
media interest. "You can't say it was Eidos 
that did that, it just happened," adds Jeremy 
"The way the world was at that moment in 
time we just happened to have the right char­
acter to be there. Who was promoted in the 
right way and it took off." 

"When something sells 30 million copies, I 
can't even think of 30 million I can't even 

comprehend seeing what 30 million looks like. 
We knew two days after the first game was 
released that we had a mega hit on our hands, 
IJecause everything went mad, the world went 
crazy Even today I'm still learning the scale of it 
because we're working on a new one and we 
lh1nk it's going to be the biggest one yet." 

Ten years later .. . 
Did either Toby or Jeremy ever anticipate the 
overnight success? Jeremy recalls : "Back in 
1993 Core was still independent and my orig­
ina l sales projections at that time said that 
Swagman was going to sell more than Tomb 
Raider. For the business plan I had Swag man 
,1l 40,000 sales, Tomb Raider at 25,000. How 
.cary is that? That was based on how the 
market was back then. Of course, Mario 
c;ame along and blew that market away and 
then Lara was there." 

"While making it I was always convinced it 
was going to be huge," adds Gard. "I always 
thought people were going to think it's great. It 
was strange because a lot of people didn't feel 
that or think that when they were looking at it. 
I here wasn't a lot of interest in Tomb Raider 
1nd often resources were going to other games 

1c1 ther than us because we weren't considered 
lo be a very sure fire success within the 
company Obviously we never expected what 
clid happen, you can never expect it to become 

The box art for Tomb Raider went 
through many revisions before the 

version we saw on the shelves 

the phenomenon that it became, that was just a 
great surprise." 

Jeremy reveals one other surprise that Tomb 
Raider faced during the production's infancy: 
"We got a letter from Bernie Stolar at Sony 
America , rejecting Tomb Raider and knocking it 
back. He didn't like the concept. In those days 
you had to send in early concepts to get 
approval to get your game done. So we sent 
him the story with sketches and everything 
else. We got an official letter back approving 
Swagman and Shell-Shocked but not Tomb 
Raider. we just turned a blind eye and carried 
on regardless because we had UK approval." 

Soon after the release of Tomb Raider. Toby 
Gard left Core to start Confounding Factor. his 
own development company "It became a bit 
weird watching the phenomenon from the 
outside," says Gard, "It was weird to see her on 
buses and on television. It just kept going, 
when they announced the movie that was 
pretty insane and when they actually made the 
movie that was even more insane. That was 
pretty big." No longer a part of the Tomb Raider 
series, would he have done anything different 
with the sequels? 

"I suppose I would have probably taken 
more drastic liberties with the original idea. 
Being mine, I wouldn't have been as scared to 
change the formula, but then that might or 
might not have been a good thing." 
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cove anceet rthal s s 

r the race gl obe as . (Who 

on the 
O" great 

,. Pr· J.es t 
latt s , 

er of 

) . J. t spr ead 

cont · J.ne 
the. nt O " J.r ... 

name,s 

I 0 MB RAIDER m,aos s, ~ , 1hes1'ndonl fo, Jni p, m,n ,~~,.,,tiw, ·,wriJ•" I "'"'. 
g, m~- w;th 32,000 co\"u~ to ploy ,,;th,, m,~;v, d;v,~;s· .,f ,m,.-1'\"ri"lly reo· 

de«d 30 ,ov;,orun•ots, varied , ;,tu,1 c,m"' , ogl~ and ,n ,,, "°"""' ,Notot<,d polyg· 

ooal g.un• """"t", 10, Ill R. ,IDER wm ta>• the pl•Y" ;nto undre•med of ,,_ of 

gamcplay entertainn,cnt. 

Th• ultimate o~,ctlve oi 1he gam• wm be to djscOV" \he wMre•bouS oi , ;, ,ocieo< .,,~ 
fac\S. Th"' a,l<f><" <AA be fow,d ITT v,rious 'tombS (h,o<' th< ti tl, I ;n • v ariely of \oco· 

tioOS th,oughout the wodd, ,nd when comb;n,d \o\l•th", \hey au\e ,n ;n=dible obj 1 

.of immense power. 

In t,.,o uruque d'l'"'°"' f,om ,,~danl •"""' of this type ,nd g""'• 10, Ill RAfOEl 
will not onlY m,ble \he pl•Y" to oP"'" ,n ;naedibly ,.,;mated, on-screen, conooll• 
, .,., chM•""• compo,ed entirely of sh•ded palygo~, bul will comp\e<el,- ;mmas• 

pl•Y" ITT th• 1,ad<g,ound slcrY· u,;ng cin,matic ru1-sequence<, ;n,erted af<tt uch le 

ITT \he •"°'' the pl•Y" w;U become ,m1m>Hed ITT ,n ,dvenh<• which spans \he glob 

and beyond ... 

Ti-t S,T()1{J Eratwhil• a,chrol"""' ®d full-time, professional me<C''""'' '"' C'"'• • hired by 
m®uf"""" and multi-billion>ire, Wifl•nl s,frfi"', 10 '"°"" • numbe< of legend• 

artefacts from various ancient sites around the world. 

Unbeknown to Lara Cruz (and the player), Stirling wants these artefacts because, 

fitted together, they create a device known as the Cucurbite, that can warp space a 

creating a doorway to a myriad of alternate worlds. Stirling is a renegade from o 

these worlds, a deposed despct, banished to Earth many thousands of years ago 

uw<> people known ,s \he N,phW'"- 51;,i;og h,s s.,n ~mh;ng fo< • way back 
ll for the six pieces of the legendary Cucurbitc, which was broken up into 

the world immediately following his 

J orwArA ..1.s!f ..,[,tulll C.t"uir; 

fro'." Homo Erectus. The~ er;° of hominids known as Neanderthal 
owing much to their a e y humans were quite different ~ developed 
hmbs, large chests a p ancestry. They retained broads to us, thetr appearance 
an equivalent size ton: strong fatigue rc,istanl legs. The!o;'ders_«tremely muscular 

200.000 years ago a 

Th r, ur own. r.un size, however was of 

e irst Modem Hwn H years ago. They «~existed wi;;:"tll omo Sapien,, appeared on Earth ,ome 
which pointthe Neanderthal e Neanderthals for nearly I 00 000 150,000 

When H S . s mystenously became extinct ' years. after 

toda Th . omo ap,en, first appeared the . y. e,r bram cavity size was ide . y were not significantly cliffe 
were primitive stone "axes". nucal 10 our own yet the only iools th:~ us 

35,000 years ago 115 000 still using exactly the ' ' yea,s later, we fmd the re • f 
have e.perienced in :ia:.•~000ls. Ifyou_compare this to lhe:;::i·!o:,o Sapiens 
m Europe to years ID which ha v opment we 
expanse of ;'.,".'J.re,ienl day high technology. it ::ms ve gone from virtual cave-men 

are theorie, howev~(th:ur ances1ors never attained so~!;;"'-'" this_vast 
catastrophe relapsed bac~ ::""• attwned civilisatioo before b~ ~::on. There . 

of Atlano;:a:h theory is of :.::;s.:;;~:s::,5.: from scratch again. some 
Critias He spe~,'.':Y fknown as Atlantis in his diatom-enTts, Mu and Atlan. Plato wrote . . . = o an incred.bl . o--- unaeus and the unfi . ~~: :;:~~:terru·1~ngs ofthcry~t; :::b~~~~l~:~pl:!e:'tdanin y hiky·s time, of ;:;:tties · 

ng ano er lost · s -scrapers Th 
supposed to have reached an increcli";;;ni;nent, where _the Ancients of Mu ,.;,,. ere are 
~ advanced culture> touched th . e eve! of t lVlhsation. The theo 
Asia, who were still in . e _still developing people ot Am . ry goes that these 
some way to cxplaini ahvcry pnrrutJve state, and revered as 0-... ~~ Africa and 
Am • 

0
11 ow some of th • . . . =· This would go 

enca and the West Indies share e ancient civilisations from Egyp~ S th 

that The two culrures of Mu and ';,.t~,:'~~n ideas and images. ou 
the tw<' countries embarked o 1D conflict however and legend bas . 

;:'!~~:/~yed, lc~ving on!; ;;;.:,~d=t.::• that bcth of their lands we~ · 
d mighty empires were stories d ocean surface. All that was 

own through the ages by the primiti : fragments of their knowledge handed ves ey had contaeted. 
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» 01 Tomb Raider Ill » 05 Old Skool Lara 

is launched at the holding Larazade, 

National ~istory the limited Edition 

Museum, London version Lucozade 

» 02 Lara's face is » 06 Lara Weller 

seen throughout the becomes Lara Croft 

world in Lucozade's as Nell McAndrew 

famous campaign says farewell 

. » 03 Jill de Jong » 07 Paramount 

poses as Lara , announces Tomb 

with Chris Barrie Raider the movie. 

who plays the role Everyone cheers 

of Hilary in the » 08 A typical day in 

Tomb Raider movie the life of a SEAT 

» 04 Nell McAndrew's owner, portrayed 

by a girl who takes 

stuff like this in her 

It's hard today to imagine a world where 

Lara Croft never existed, so fast has 

been her ascendancy. Her rise to fame 

was swift and seemingly uncalculated, 

catching off-guard even her makers. 

Although the game was shrouded in 

secrecy during development, in the final 

months before its release the hype quickly 

started to grow. Lara was immediately loved by 

the games press, gracing numerous covers 

and earning high review scores. Her p~omi­

nence in the specialist press around the 

game's November 1996 debut was rewarded 

with big sales during the festive period. 

The first mainstream article about Lara 

appeared in The Economist in February 1997. 

In a report about the rise of Britain's videogame 

industry Lara was singled out for her charms. 

"What man could resist a creature like Lara 

Croft?" asked the magazine. "The fact that L-ara 

is synthetic does not lessen her appeal ." 

A few months after the game was released 

Eidos signed a deal for Lara to appear in the 

Witchblade comic book from publishers Top 

Cow. The first action figure of Lara from ToyBiz 

also appeared. 

In April 1997 it was announced that Core 

Design had been commissioned by U2 to 

produce exclusive footage of Lara in action for 

the band's forthcoming Popmart World Tour. 

The imagery was displayed on the tour's 7,000 

square foot video screen; the world's largest 

ever constructed and dubbed the Jumbotron. 

Lara appeared on the screens with U2 front­

man Bono while the band played Hold Me, 

Thrill Me, Kiss Me, Kill Me. 

Lara also made the cover of the Sunday 

Telegraph magazine. 

Lara everywhere you look 

Huge interest in Lara from the media drove 

Eidos and Core to produce a Tomb Raider 

Style Guide; an A4 binder containing official 

images and artwork of Lara and invented 

personal qetails about Lara and her history. 

Information on how to obtain exclusive shots--of 

Lara, posed in any way you wished, led to 

numerous images of Lara gracing publications 

throughout the coming years. 

Lara can also thank the former Liverpool 

goalkeeper David James for some valuable 

column inches in April. Coming off the back of 

Liverpoo~s famous 4-3 thriller over Newcastle 

Utd, many pundits were quick to point out that 

David James lack of confidence between the 

posts seemed to be spilling over to the rest of 

his team mates. Days later James admitted he 

was finding it difficult to focus during matches, 

blaming Tomb Raider as the c:Use. 

In May 1997 Lara made the cover of style 

bible The Face, with the coverline proclaiming 

her "Bigger than Pammy, wiser than Yoda". The 

feature fast-tracked Lara's fame adding credi­

bility to her star power. Not only was Lara the 

first digital character to grace the magazine's 

cover, it was also the first time the cover star 

had interrupted the famous red masthead. 

Newsweek, Rolling Stone and Time Magazine 

were all quic)< to follow with their own Lara 

covers and articles. 

In June another celebrity admitted to a 

Tomb Raider addiction. As Liam Howlett the 

brains behind The Prodigy cited Lara Croft as 

the delay for the band's new album, The Fat of 

the Land. The album was originally schedulel;;l 

for release the previous autumn. \ 

During July Lara was courted by MTV. 

execs, wanting to turn the digital creation into a 

virtual host for the channel. ~hona Mitra also 

made her fi rst public appearance donning 

Lara's famous figure hugging outfit. 

The ~rst sequel hit in November, and 

entered the charts at number one. To tie-in with 

the release Domino's Pizza serve the oriental 

Lara Croft pizza. Lara graced the video of 

German group Die Artze, causing MTV to put 

the clip in heavy rotation. 

Who will play Lara? 

1998 started with a bang as the Tomb Raider 

movie deal was announced by Paramount 

Pictures. Rumour quickly spread that Liz Hurley 

was being lined up to star. Rhona Mitra made 

the papers proclaiming that Liz was too old for 

the role. In May, Eidos unveiled the latest 'real' 

Lara, Nell McAndrew. Nell was quickly whisked 

away on an official tour of Europe, Australia 

and the US, to promote the series and the forth­

coming sequel. The tour resulted in television, 

radio and magazine features and lots of public 

appearances, in Madrid armed guards had to 

step in to control the crowds. 

Generation X author Douglas Coupland 

released Lara's Book in September, a love letter 

to a vi rtual woman. In October US magazine 

Entertainment Weekly featured Lara in its 100 

most creative people in entertainment list. 

Tomb Raider Il l was launched in October at 

the Natural History Museum, London. Jonathan 

Ross hosts the event; Terry Pratchett and 

Damion Hurst are reportedly in attendance. 

In November 1998 Prime Minister To~y BI" 

got on the bandwagon when the Desidn 

Council proclaims the first two Tomb Raider 

titles Millennium Products. The awards were 

used to demonstrate the creative force of 

British designers around the world. Lord 

Sainsbury proclaimed, "I want Lara Croft to be 

111 ambassador for British scientific excel­

lo IIL. " during a speech and Marks and 

1,t.ncer launched a Lara clothing range. Tomb 

1 o1rder Ill entered the charts at Number 1. To 

iound off the year car manufacturer SEAT 

, 111nounced Lara would be starring in their 

101 thcoming French advertising campaign and 

I 'l.iymates launched a new Lara action figure._ 

Another advertising venture emerged 1n 

April 1999 with Lara becoming the new face of 

I ucozade. In May, Top Cow put Lara Croft in 

' lmr own comic book and Lara Weller replaced 

Noll McAndrew as the new Lara lookalike. 

New recognition 
Jomb Raider has won numerous awards 

1tiroughout the years, from Game of the Year to 

J!est Character. In 1999 the series received a 

,pecial achievement award from BAFTA 

Interactive in recognition for contribu 10n to the 

1 intertainment industry. 
Another form of entertainment influenced 

by Tomb Raider emerged in 1999; a television 

~how called Relic Hunter in which Tia Carrere 

,tars as female archaeologist, Sydney Fox. 

ing before filming began. Apart from the movie 

and Lara's continuing assoc1at1on with 

Lucozade, 2000 was a quiter year for the action 

heroine, with Core concentrating on new origi­

nal game concepts. However, two new Tomb 

Raider games were announced, Tomb Raider: 

Chronicles would be released before the end of 

the year and the next-gen return of Lara Croft , 

was scheduled for the end of 2002. 

Jn summer 2001 , Lara Croft: Tomb Raider 

hits cinema screens accompanied by a flurry 

of advertising and tie-ins from big brands ' 

including Pepsi and Ericsson . Lucozade took 

their association with Lara to a new level by 

rebranding e energy drink as Larazade for 

the summer months, along with a new "Gone a 

bit Lara?" advertising campaign. 
Even Lara's fictional attendance at 

Gordonstoun didn't go unnoticed by the 

authorities. Seeing an opportunity too good to 

be passed on, Gordonstoun used Lara. to 

entice new pupils in an advertising campaign 

that focused on previous alumni. The advert, • 

shown before most screenings of the Tomb 

Raider movie in Britain, featuring Lara hang­

gliding and rope-swinging, also featured two 

former students whose own pursuits sound like 

activities Lara might enjoy Pollyanna Murray 

was the first Scottish female to climb Everest 

while Rebecca Ridgeway canoed single­

handed around Cape Horn, South America. 

Tomb Raider: The Last Revelation arrived in 

November 1999, going on to claim the 

Christmas top spot. The Times celebrated the 

release with a 16-page supplement and a story 

spread across six weekend issues. The paper 

had its own Tomb Raider level designed by 

Core that readers could download. 
At the end of the year the console exclusiv­

ity agreement with Sony expired and Core 

quickly announced a Dreamcast versio~ of The 

Last Revelation and a new Tomb Raider for 

Nintendo's Gameboy. 

The voice-over at the end of the ad states, 

"three amazing girls, one incredible"school." 

New Tomb Raider games for mobile phones 

and PDAs are coming. There's an .interactive 

TV game available now d'h Sky Active. It raises 

the question: When will this success story end? 

The truth is there's no sign yet. 2002 may have 

been Lara's quietest year since her arrival in 

1996, due to the absence of new software, but 

with Lara's PlayStation 2 debut and a new 

Tomb Raider movie in the summer, 2003 could 

be Ms Croft's most successful year yet. 

This girl interrupted 
Early in 2000 Paramount Pictures announced 

that Oscar winner Angelina Jolie would be 

portraying Lara in the forthcoming movie. _In 

May Jolie arrived in England for intensive train-
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To help flesh-out Lara as a 
believable character, Core 
Design created a back-story 
for their heroine, complete with 
a birth-date and education 
among other more elaborate 
details. Here are the highlights 
from Lara's prolific history 

School days 
Lara was independent and outgoing 
at school always preferring individ­
ual to team sports. While at 
Gordonstoun she excelled at rock 
climbing, canoeing, horse riding 
and archery. A natural athlete she 
discovered a passion for firearms as 
an extra-curricula activity but was 

'------' 'discouraged' by the school authori­
ties. Later, in her Swiss finishing school, she 
developed her interest in firearms by charming 
her way onto th Swiss Armed Forces training 
range where sh proved to be a natural and 
qualified m rksman class. Later in life she felt 
drawn to fast v hicles and any form of extreme 
sports, "just to k ep me in trim". 

As the d ughl r of Lord Henshingly Croft, 
Lara was used to the security of an aristocratic 
background. Pr dictably she rebelled against 
the more confinin aspects of her upbringing 
but when she mov d lo Gordonstoun in 1984 
the mountains of Scotland gave her an 
unprecedented degree of fre dom. 

Her world changed further when she came 
across the work of Professor Werner Von Croy 
and heard him lecture about his archeological 
career. The experience had a profound effect 
on Lara, triggering a passion for remote loca­
tions and adventure. 

Born to do it 
Lara discovered that Von Croy was preparing 
for an archeological expedition into Asia and 
persuaded her parents to let her accompany 
\7 im. Von Croy was persuaded after being 
promised financial assistance for the expedi­
tion. Her youthful enthusiasm and energy 
also impressed him. She could obviously 
take care of herself and the experience 
would be a unique educational opportunity. 
This set the pattern for the rest of her life. For 
the first time she experienced the hazards 
and mysteries of the ancient world of antiqui­
ties. Terrifying dangers became an accepted 
part of her life from then on. 

Tragedy struck returning from a trip to the 
Himalayas. The plane crashed, leaving Lara as 
the sole survivor. Forced to survive by her wits 
for more than two weeks, she returned to civili-

sation a changed woman. No longer willing to 
live a life of luxury - and unwilling to comply 
with her parents' desire that she marry the 
Earl of Farringdon - Lara instead opted for a 
life of adventure and intrigue which she is still 
leading today. Since her parent have 
disowned her she makes a living by writing 
books about her adventures. 

Living for danger 
Despite inheriting the mansion in Surrey she 
lives the same way she prefers to work: alone. 
In her rambling home she has installed a 
custom-built assault course and shooting 
range. With her unique physical abilities, Lara is 
certain of being able to break many world 
athletic records but sees no challenge in this for 
herself. It lacks the necessary ingredient of 
danger. The huge rooms of the mansion are 
useful for storing the many artefacts she has 
acquired in her adventures. There is also 
adequate space for her favourite vehicles. Lara 
considers anything on two wheels over 650 cc 
to be acceptable but she finds both the 
Triumph Speed Triple and the Harley V-Rod 
especially attractive. 

Apart from her archeological successes 
Lara is proud of achievements in other areas 
too. She has driven the dangerous Alaskan 
Highway from Tierra del Fuego in South 
America in record time. This little escapade 
resulted in worldwide headlines confirming the 
opinion of the established Antiquities commu­
nity that she was a loose cannon. She loves this 
profile but generally shuns the media spotlight 
as it interferes with her Tomb Raiding activities. 

From obscurity to oblivion 
Events in recent times have cast a shadow over 
Lara's life. She went missing presumed dead 
after a disastrous field trip to the Egyptian 
tombs with Von Croy She refuses to confirm or 
deny rumours about time spent amongst 
obscure North African tribes but whatever 
happened after Egypt she has become almost 
a recluse since her return to the Croft ancestral 
home in Surrey. 

The Croft ancestral home 
actually exists, sort of. The 
artists at Core modelled 
Lara's pad on Kedelston 
Manor in Derbyshire. 

» Name Lara Croft 
» Nationality British 
» Date of birth February 14th 
» Birthplace Wimbledon, Surrey 
» Marital status Single 
» Blood group AB-
» Height 5ft 9in 
» Weight 9st 4 
» Vital statistic 340-24-35 
» Hair colour Brunette 
» Eye colour Brown 
» Distinguishing features 9mm handgun 
» Education Private Tutoring (3-11) 

Wimbledon High School for Girls (11-16) 
Gordonstoun Boarding School (16-18) 
Swiss Finishing School (18-21) 

• E11ploylllent Tomb raiding is her life, but 
Lara is known to uncover archaeological 
artefacts on commission. To fund her 
radical lifestyle Lara writes travel boob. 

• Aclla■■nts Uncovantd many major 
archeologlcal sites including Ille Allant■an 
pyramid, and Ille lut 191ting-place of Ille 
dagger of Xlan. DnM Ille Alllllan Highway 
from Tierra dll Fu■go In South America In 
record lime (Iller d■IIOUIIC8d by Ille 
Guinness booll of Recordl due ID hlr 
'ndlell drlYlng'). Hit Ille news when she 
llllnlad and llllled Blg(aol ltl North America. 

• ,.......Fl■ID■l1¥1ranN, 

Aluln9Wr■lllofGod 
• ,_.. 111111c Braught up to appreciate 

c1a111ca1 nalc but having been a guest on 
UZ's ~aa.. 1111 sillce blcome a fan 

» Hobbies Any c sports, of 
Experiments with extreme transport. Is 
stitching a tapestry of her adventures. 

itions Lara is confident of breaking 
orld records. Her main ambitions 

Id of tombs and the past. , 
· nt figures that designed ~ 

be buried in. 'Nobody 
t-anymore ... ' 

. Any gun at hand: 
untie's Corgi that bites - about 
cef there is littLe s~e can do ... 
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''We've got artwork of Lara in her new 

costume if you'd like to do a cover?" 

Every year, around September, these 

words from the head of PR at Core would 

send games journos into a frenzy. New 

Look Lara is always a great story. 
There has been 'Lara As You've Never Seen 

Her Before', or 'Lara Gets Wet And Wild' across 

the front pages of the UK's top-selling games 

magazines. From her shades to her shoes, Lara 

Croft sporting here latest wardrobe looks set to 

make headline news for years to come. 

You probably have all these costumes in 

memory, to recall for the occasional pub 

conversation about Lara ('I liked her best in that 

cat suit, yer?'). W II, here's a handy few pages 

of visual ref rence to help you discuss the finer 

details, such as the teasing strands of hair 

across L ra 's forehead, or pierced navel , or. .. 
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''We've got artwork of Lara in her new 

costume if you'd like to do a cover?" 

Every year, around September, these 

words from the head of PR at Core would 

send games journos into a frenzy. New 

Look Lara is always a great story. 
There has been 'Lara As You 've Never Seen 

Her Before', or 'Lara Gets Wet And Wild' across 

the front pages of the UK's top-selling games 

magazines. From her shades to her shoes, Lara 

Croft sporting here latest wardrobe looks set to 

make headline news for years to come. 

You probably have all these costumes in 

memory, to recall for the occasional pub 

conversation about Lara ('I liked her best in that 

cat suit, yer?'). W II , here's a handy few pages 

of visual r f renc to help you discuss the finer 

details, such s the teasing strands of hair 

across L 1c1's for head, or pierced navel, or. .. 
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You may think that Lara is just fantasy. 

Here are the women who have helped 

make her become a little bit more real. 

NATALIE COOK 
Early in 1997 Natalie 

Cook became the first 

Lara to work for Eidos. 

The outfit she had to 

wear wasn't quite as 

realistic as later 

VANESSA OEMOUY 

French model Vanessa 

often appears on 

fansites among the 

official Lara's, but she 

was never actually 

employed by Eidos. 

Since the idea worked so well for the 

original Tomb Raider, publishers Eidos 

have employed a variety of models to 

portray Lara in the flesh. 
Appearing at trade shows, game 

launches and even magazine photo­

shoots, meet the ladies that have been 

paid to be Lara Croft 

models, as it bore a Tomb 

Raider logo on a cotton vest. 

When Rhona Mitra landed the 

role of Lara later in the year 

she was handed the more 

traditional outfit featuring an 

all-in-one rubber vest. 

French magazine VSD wanted 

to illustrate a story on 

videogames and simply went 

out and found their own girl to 

dress up as Ms. Croft. She 

may not be official but she's 

not half bad! 

"' » Date of Birth "' » Date of Birth "' » Date of Birth .., .., .., 
;:: August 9 1976 

;:: Novembtir 61975 
;:: April 61975 July 61983 

"' "' "' ~ » Birthplace 
;:: 

» Birthplace s » Birthplace » Birthplace ... :! 
"' London, England "' Leeds, UK "' Holland Yorkshire, UK 
ci! .... .... .... 
... » Occupation :! » Occupation :! » Occupation :! » Occupation 
> > > > 

Model , Actress, Singer Model Model Model 

» Statistics 34D-24-35 » Statistics 32D-25-36 » Statistics 34C-24-34 » Statistics 320D-25-36 

» Star Sign Leo » Star Sign Scorpio » Star Sign Aries » Star Sign Cancer 

» Height 5ft 8" (1 .73m) » Height 5ft 9" (1. 75m) » Height 5ft 8" (1. 73m) » Height 5ft 11 " (1.8m) 

» Hair Black » Hair Brown » Hair Brown » Hair Brown 

» Eyes Brown » Eyes Green » Eyes Brown » Eyes Brown 

... The first official Lara Croft ... Nell went back to her ... Not only does she share ... The youngest of the Lara .... .... .... .... 
;:;: 

model. Rhona was so 
;:;: 

natural hair colour to 
;:;: 

the same first name as our 
;:;: 

models, Lucy was only 16 
Cl Cl Cl Cl 
a,: a,: a,: a,: 
A. dedicated she even had A. portray Lara. She also got A. heroine, but the physical A. when she took on the role 

surgery to reach Lara into hot water with Eidos resemblance is possibly of the adventurer 

proportions. She recorded when she agreed to pose the greatest of all the extraordinaire. Lucy 

a single as Lara Croft and for Playboy as Lara Croft! Tomb Raider girls so far. claims being Lara is one 

has since gone on to star She also went back to the Judging by her comments the few modelling jobs 

in several films including jungle for I'm a Celebrity Ms. Weller could be as where you're allowed to 

Beowulf and Hollow Man. get Me Out of Here! feisty as Ms. Croft too! keep your boobs and bum. 

Compared to a sheep or I really think that Lara 

"' 
No woman has natural 

"' 
When you put the outfit on, 

"' "' :; whatever, I think Lara's :; gives women inspiration to :; breasts that size. I'm :; it's like 'Stars in their Eyes 

"' "' "' happy with mine, If they "' and I am transformed into ... quite a healthy fantasy. ... go out and get what they ... ... 
:z: :z: :z: :z: 

"' What's wrong with wanting "' want. She's a real no- "' were as big as Lara's it "' Lara Croft, it's so amazing. 

to sleep with a computer- nonsense character! would be painful - Its like a dream, she's su 

generated character? She's jumping, swimming, an intelligent and sexy 

got a perfect figure after all. climbing ... ouch! person and I love being h 

Hoogeveen, Holland 

» Statistics 34D-26-38 

» Star Sign Aquarius 

» Height 6ft (1.52m) 

» Hair Blonde 

» Eyes Green 

Jill is the new face of 

Lara, conveying the 

darker mood and attitude 

seen in The Angel of 

Darkness. Her friends and 

family always thought that 

Jill would make an 

excellent Lara as she 

shares her thirst for 

adventure and travel. 

anywhere with the 

people I love. 





In the world of Tomb Raide }an anc{ent 
buria l site can still conQiiit,slgns ot}lfe. 
Well what's a girl to• 

0

do ·• , venture into 
stra~ge places unarmed? No way, Lara 
manages to store some handy weapons 
In her backpack during her adventures. 
Here' a selection of some of the 
favourites In her armoury 

STANDARD PISTOLS 
Lara's default weapons are 
non-automatic single shot 
handguns. Very reliable but 
cause llmlted damage. Five 
shots wlU kill a small animal, 
a(OUnd 15 for a person 

,. First appeared Tomb Raider 

~l~~-.... '\ l~~ rs.t~,; 
-~~t .• ,. ~i ,: ~~;::,~~:•·)?~- ' 
·, ~:. \..,;', ....... ,. .... 

~-=~-'•,:..•_:'__,. _ ~~l 4.fv~ • 

:~ ?;•··-r:- ' ·,,- .:· .. 
~~~J~( .. : i~: \ 

~t.Tr.-'i 
~=~~>!l>!-

Fully autom,tlc pistols that 
cause massi've damage due 
to rapid firin~. Most effective 
at close rangf, One clip 
provides 80 shells;, but these 

' -- .. ~ are discharged very quickly 
» First appeared Tomb Raider 

4 

Fully automatic assault rifle. 
Is very accurate over long 
distances, less effective at 
close range. Better used as · 
a sniper rifle. One clip 
contains 40 bullets 

» First appeared Tomb Raider II 

... 

l 

' 

~j~L ··-::.~~;~~:~:}1. 
,, r-~--~ .,...~~ 

)'he 50. Magnum is the 
largest calibre semi-auto 

t ~ n in existence. It will stop 
al'11ost anything. Similar 
~r to a shotgun, but with 

\ faster reloading times 
, ~ First ~ peared Tomb Raider Ill 

HARPOON GUN 
The only weapon usable ' 
underwater. Harpoons are 
hard to come by, so use 
sparingly. Especially as a 
frogman usually takes five 
harpoons before croaking 

~ First appea~ Tomb Raider II 

AUTOMATIC PISTOLS 
Fully automatic handguns • 
the speed of discharge 
causes greater damage In a 
shorter time than the 
standard pistols. Each cllp 
contains 40 bullets 

» First appeared Tomb Raider II 

Causes severe damage but 
has slow reloading time. 
Useful for lobbing into 
rooms or groups of enemies 
can bounce off walls and 
windows so be careful 

• First appeared Tomb Raider II 

A 12 bore weapon that 
cau-.s significant damage, 
but reloading .ls slow. One 
shot kills a small animal. 

•· Three at close-range 
eliminates a person 

• First ,ppeared Tomb Raider 

ROCKET LAUNCHER 
A single shot, portable. 
Get in the way of this and 
you won't be around long 
enough to tell the tale. 
Best used against slow­
moving heavy machinery 

,. First appeffld Tomb Raider Ill 

50 mm high powered 
weapon, causes devastating 
damage at short to medium 
range. As seen In Dirty 
Harry ... 

» First appeared Tomb Raider 

LASER SIGHT 
Increases the accuracy of a 
Magnum or Crossbow over 
long distances. It's also 
equipped with a high­
Intensity light beam to aid 
targeting In dark areas 

• First appured Tomb Raider: 
Chronicles 

At 9 mm this may be small, 
but It's extremely ffectlve 
and destructive. Can be 
fitted with tel oplc sights 
or laser tracking syst ms to 
rnak It xt ra h ndy 

• Fin t appeared Tomb Raider Ill 

CROSSBOW 
Extremely accurate weapon 
over long distances, the 
bolts It fires can be either 
explosive or standard. It's 
virtually silent, so great In 
situations requiring stealth 

,. First appeared Tomb Raider Ill 
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» 01 Lara Figurine, 2002, 
Promotional Item, Worldwide 

» 02 Women's Underwear, 2003 , 
United Labels, France 

» 03 The Official Tomb Raider Files, 
2001, Carlton Books, Europe & US 

» 04 Cereal Promotion, 1999, 
Nestle, UK 

» 05 Electric Toothbrush, 2000, 
Hasbro, Worldwide 
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» 06 Hat, 2002, 

Marini Silvano, Italy 

» 07 Collectable Card Game, 1998, 

Precedence, US 

» 08 Lara Action Figure, 1998, 

Playmates, Worldwide 

» 09 T-Shirt, 2001 , 

Wearmebaby, Spain 

» 10 Statue, 2001 , 

Varner Studios, US 
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» 11 The Angel Of Darkness 
Bobble-Head, 2002, 
Promotional Item, Worldwldo 

» 12 Larazade, 2001 , 
GlaxoSmithKline, UK 

» 13 Fountain Pen , 1999, 
Waterman, UK 

»14Tie, 1997, 
Marks & Spencer, UK 

» 15 Phone Cover, 2001 , 
MMI International Ltd, UK 
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» 16 Calendar, 1998, 

Danilo Promotions, UK 

» 17 Skateboard, 2001, 

Roysport International , UK 

» 18 Toiletries, 2000, 

Hasbro, Worldwide 

» 19 Boxer Shorts, 2001, 

Wearmebaby, Spain 

» 20 Tomb Raider II Figurine, 1998, 

Playmates, Worldwide 
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» 21 Lara Figurine, 1999, 
Promotional Item, Worldwide 

» 22 Trina Drink, 2000, 
Cadbury Schweppes, Spain 

» 23 Motorcycle Helmet, 2001 , 
Lintek Gleave, UK 

» 24 Stationary, 2000, 
Hasbro, Worldwide 

» 25 Socks, 2001 , 
Lion Italia, Europe 
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- eking revenge. 

ith Lara Croft. 

experienced warrior, Kurtis is the sole remaining 

descendant of an ancient order called the Lux 

Veritatis. This mysterious group is believed to be 

a sub-order of the Knights Templar, however 

Kurtis turned his back on this heritage. He 

changed his name and became a Legionnaire. 

Now he is a gun for hire, working for private 

security forces with no questions asked. 

Following the murder of his father he has had 

to face up to his responsibilities, after all he's no 

stranger to the occult that seems to have a habit 

of finding him no matter where he is. Inheriting 

two talismanic objects and drawing on his special 

abilities learned when he trained with the Lux 

Veritatis order Kurtis now seeks revenge on those 

that wiped out the ancient order and specifically 

the man he suspects of killing his father. 

This decision will draw Kurtis deep into the 

Parisian underworld. Following his path of inquiry 

and revenge, Kurtis makes his way to the Louvre 

museum and a date with destiny ... 
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A I turb d fourteenth century 
g nlus known as The Black 
Alchemist. Spent 500 years in a 
containment pit, imprisoned by the 
Lux Veritatis, but escaped in 1945. 
With the help of a sinister group 
called The Cabal , Eckhardt has 
been seeking revenge on the 
ancient order ever since. He has 
set about reviving the biblical race 
known as the Nephilim, in return 
they have granted him immortality. 
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A world respected archaeologist 
and part time adventurer. Was 
Lara's mentor in her early years. 
Now in his late fifties living in Paris. 

A corporate legal mastermind based 
In Paris. H oversees the Cabal 's 
Inv stm nts and recruitment while 
prot cling their interests worldwide. 
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n I nd cz r running illicit 
p r II n throughout the capital. 

H. r putatlon for ruthless and 
pportunlstic violence on a large 
c I . Never been convicted. 
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Originally based in Argentina, Boaz 
became head of Corrective and 
Remedial Surgery at the Strahov 
Psychiatric Institute in Prague. She 
bears scars from a horrific plane 
crash survived in 1987. 
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A veteran of countless conflicts 
world wide, Gunderson runs The 
Agency. This is a thinly disguised 
mercenary recruitment service 
providing specialised forces for 
anything from basic security to 
invasions. 

a:: 
w 

~ 
<( 
0 
l­o 
(9 
a:: 
<( 
~ 
w 
_J 
_J 

~ 

Historian and academic at the 
Louvre Dept of Medieval and 
Renaissance Studies. Involved in 
recent archaeological digs beneath 
the Louvre. Friend and colleague of 
Von Croy. Lives alone. 
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A seedy, discredited reporter who 
has been tracking what he thinks 
are Mafia activities in Prague. In 
fact he's had the bad luck to cross 
the Cabal , who protect their 
operations ruthlessly. 

(f) 
w 
z 
z 
w 
a: 
_J 

w 
z 
c3 

Specialist in illegal documentation 
and blackmarketeering. Uses a 
back street pawnbrokers as a 
front. Demolitions expert from his 
days in the French navy. Known to 
be insanely paranoid. 
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Muller runs research programmes 
for the dubious World 
Pharmaceuticals Commission 
based in Rome. He also heads the 
Botanical Research wing of the 
Strahov Complex in Prague. 
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Works as a coach and trainer 
with in Bouchard's organisation. 
Originally recruited in Marseilles 
he was brought to Paris by 
Bouchard when operations 
expanded into the Capital. 
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Librarian Honorarium at Prague 

City Archives. Acknowledged 

world authority on dead 

languages and texts. Keeper of 

the Strahov archives. 
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A North African healer and tribal 

mystic who took care of Lara's 
recovery after the Egyptian tombs. 
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Said by legend to be the last intact 
specimen of the biblical Nephilim 
race. It is supposedly buried in 

one of the subterranean cities of 
central Cappadocia in Turkey. 
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FROM CONCEPT TO GAMEi 

Methods applied to the creation of each new 

Tomb Raider game are getting closer than ever to 

those used in Hollywood. Befor a lln of code is 

written to create any kind of Im g on screen, or 

allow any form of interaction with you, the player, 

the L ra ' n w world are 

exp design team. 

progr mm r nd computer artists would find it 

lmpo lbl to create the game itself. 
At thl tage in development the new game is 

rgu bly at it's most fascinating. Anything is 

po sible with the imagination, of course, but the 

designers must still bear in mind the technical 

limitations of the destination platform. 

However with PlayStation 2 and the latest PC 

configurations, you will see how closely The 

Angel of Darkness reflects the dark and complex 

nature of the designers' original plans. 
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1. Exterior of the Serpent 

Rouge nightclub - proof 

that artists can't spell 

2. Parisia~ rooftops, a 

helicopter, it's the 
) 

Parisian rooftop chase! 

3. Interior of Margot 

Carvier's apartment -

what no TV? 

4. Reworked interior of 

St. Aicard's Church 

5. Abandoned early 
design of St. Aicard's, a 

bit too dojo for Jesus 

-------------

2 

ffi] 



[ID 

1. Pierre tends the bar 

while Kurtis looks moody 

in the Cate Metro 

2. Renne's Pawnshop. 

Not a doubloon in sight 

3. Early sketch of Kurtis , 

showing taste in facial 

hair but not in music 

4. Gris in all his cigar­

chomping glory 

1. Interacting with some 

of the heavier objects 

increases Lara's strength 

2. Extra strength allows 

Lara to break this door 

5 

3 

FROM CONCEPT TO GAMEi 

2 

6 

NEW ABILITIES 
Lara has learned a lot of new 

tricks for The Angel of Darkness 

For the first time you can 

improve Lara's abilities, allowing 

her to grow stronger and move 

quicker, essential for completing 

certain tasks. 

The last-chance grab comes 

into play should you misjudge a 

jump: Lara now stretches out a 

hand, giving you another chance to 

guide her to safety. 

Dynamic and definitely more 

dexterous, it all adds up for another 

unforgettable adventure. 

3. The last-chance grab 

enables Lara to escape 

death by her fingertips 

4. Reach new areas by 

using cables and pipes 

5. Bouchard, before he 

embarked on a diet 

6. Search for useful 

items inside buildings 

4 



1. Luckily for Lara the 

Parisian sewers are 

floater free 

2. There aren't so many 

rats as this in the game 

3. The sewers prove to 

be quite the playground 

1. Hanging around by the 

dance floor 

2.Always the showoff no 

matter where she goes 

3 

FROM CONCEPT TO GAMEi 

4 
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DISCO DIVA 
Rennes the barman at the Cafe 

Metro has a small errand for Lara, 

to retrieve an object from the 

Serpent Rouge nightclub. There's 

just one small problem as you 'll 

soon find out. 

The object is hidden and Lara 

will need to stretch a little in order 

to reach it. In fact stretch a lot, as 

it's located over fifty feet above the 

dancefloor and the only way up is 

through the fancy lighting system. 

It may not be a treacherous 

tomb but Lara will still have to 

prove her physical and exploratory 

skills if she's to complete the task 

and get out alive. 

~ ~ -
3. Not danco moves but 

qually lmprossive 

4. Another unwelcome 

admirer to fend off 

5. The music takes Lara 

higher and higher 

6. If you 've got it why 

s bother with stairs? 
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1. An archaeological dig 

complete with important 

Portakabin and a token 

wheelbarrow 

2. Another pncient 

machine to marvel at 

1. Lara spies on an 

unsuspecting guard 

2. Lara can now disable 

enemies unarmed 

3 

FROM CONCEPT TO GAMEi 

LIKEA MOUSE 
Remember in the old days when 

Lara used to run into rooms all 

guns blazing? 

Not any more. Stealth plays a 

big part in The Angel of Darkness, 

especially as Lara is unarmed at 

the start of her Parisian escapade 

and on the run from the police. 

By executing a slow walk, Lara 

can conceal her footsteps. She 

also hugs walls and can peek 

around corners to see if the path 

ahead is clear. 

With an art gallery and libraries 

to visit as the action unfolds, you 

can guarantee that it you want to 

keep Lara alive, it's a good idea to 

2 be as quiet as possible. 

4 

3. Concealing the sound 

of Lara 's size sevens 

4. About to remove 

another guard 

5. Lara conceals herself 

to avoid detection 

6. A smart move to avoid 

s triggering alarms 

6 
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1. The Hall of Seasons, ~ el 

< :;:: 
not a snowflake in sight (!) 

0 
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...... 0 

2. Lara gets problems ...... z 
o._ ~ 
~ "U 

with wind tackling The z 
_, 

0 
_, 

Breath of Hades u 0 

:a ~ 
0 :;:: 3. An early Sanctuary of :::: ,.,, 

[ID ml Flame isn't fiery enough 



1. Lara begins her 

descent into the Tomb Of 
Ancients, she doesn't 

hang around 

2. Who'd be buried in a 

tomb like this? 

3. A more skull-tastic 

version of the tomb 

3 4. What Gunderson's 

troops are wearing this 

season 

2 

4 

FROM CONCEPT TO GAME] 

1. Lara's rock climbing is 

better than ever 

2. Fighting a guard in the 

Hall of Seasons 

3. Showing no fear for a 

1 hot-headed adversary 

4.Survlvlng Th Broath 

3 

TOMB RAIDING 
Deep beneath the Louvre you'll 

get your first sight of an ancient 
tomb in The Angel of Darkness. 

The descent into the The Tomb 
of Ancients, the splendour of The 
Hall of Seasons, and the devious 
nature of its adjoining rooms are 
some of the most impressive levels 
Lara Croft has ever had to face. 

Lara must collect four element 
crystals, and each is protected by 
a challenge that matches the prize. 

Only after completing the four 
tasks can she gain entrance to the 
tomb of the Brother Obscura and 
whatever fate awaits. 

of Hades. Got any mint 7 6 
5. Treacherous stops In 

The Sanctuary of Flame 

6. What lies beneath the 

Tomb of Ancients? 
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1. Flying proof of the 

Brother Obscura 's tomb 

2. The knights who say 

" non" stand to attention 

3. An aged guardian 

from the Hall of Seasons 

4. Shocked at a big 

sword, lucky for Lara this 

3 idea for was ditched 
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1. Not really the sort of 

weather for Lara 's crop 

top and shorts 

2. An early incarnation of 

Dr. Muller, with syringe 

3. Kristina Boaz looking 

vampy in bandages 

4. The Bio-Research 

Facility, a fancy name for 

a big green house 

5. A rather elaborate 

1 store front for Vasily's 
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1. Experimenting on 

humans takes some 
fancy machinery 

2. Nephilim hybrids lie 

down on the job 

3. Here's one that Boaz 

made earlier 

\. 

2 

1. These pods weren't 
built for containment 

2. Lara senses the 

imminent danger 

FROM CONCEPT TO GAME I 

2 

CREATURE FEATURE 
The Tomb Raider series has 
provided us with a memorable 
parade of hideous creatures. The 
Angel of Darkness is no different, 
in fact in the creature department 
it positively excels. 

With Boaz and Dr. Muller 
conducting all manner of 
experiments of both human, plant 
and nephilim nature you can 
expect a bizarre assortment of 
the grotesque. 

As Lara enters the Strahov 
Fortress and ventures into the Bio 
and Aquatic research areas you 
may want to play with the lights on. 

3. Human experimentees 
- why must they always 
be so aggressive? 
4. Have ladder will climb 

5. An experiment enjoys 
the tranquillity of a pod 
6. Swimming with the 
local pond life 

4 
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1. You need a big door to 
hide top secret stuff 
2. A Strahov guard 

strikes a mean pose 
3. What's more terrifying 
the experiment or the 

pillow case? 
4. Mecha,nical and sharp, 
it can only mean trouble , 

3 

2 

1. Heading high to avoid 
further trouble 

2. Keeping a watch on a 
patrolling guard 

3. No pistols required 

2 

FROM CONCEPT TO GAME I 

5 

3 

CLEVER GIRL 
As Lara gets closer to clearing 

her name, you will have to use all 
the skills you have mastered 
along the way. 

Breaking into the Strahov 
Fortress requires great dexterity 
and stealth to avoid the patrolling 
guards. Remember to keep both 
eyes open, not just for pitfalls, but 
also for pitbulls. 

4. An rly k tch of tho 
sp ndly Rouzlc 
5. His bark could be 
worse than his bite 
6. Lara knows just how to 
hurt a man 

6 
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1. Pieter Van Eckhardt -
the early years 
2. Is it an ancient statue 
or a novelty desk lamp? 
3. Lighting the path to 

Eckhardt's Lab 

3 

1. Kurtis meets an 
inmate of the Sanitarium 
2. Have gun will travel , 
have fists will fight 

FROM CONCEPT TO GAMEi 

5 

ACTION MAN 
Playing as Kurtis isn 't quite the 

same as leaping about with Lara, 
but then again it hasn't been 
designed to feel the same. 

We've always thought of Lara 
as being an all-action girl , but 
compared to Kurtis 's way of doing 
things she's quite the pacifist. 

Kurtis is a shoot first, ask 
questions later kind of guy. He 
may have a fancy Farsee ability 
that lets him see through walls, 
but we have a feeling he enjoys 
using his gun just as much. 

3. It's not o zombie he's 
facing , but he 's still a fan 
of head shots 

4. Kurtis , not impressed 
by some experiments 
that he witnesses 
5. Mr Trent finding some 
bigger fish to fry 

4 
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1. Hate to see the 

electricity bill for that 

2. How does a Sleeper 

get some quality time? 

3. A Lux Veritatis 

member on the catwalk 

4. A not so secret 

chamber anymore 

5. A Periapt Shard, the 

downfall of any immortal 
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1. Think the back is ugly, 
you should see its face 
2. The final 0bscura 
painting would decorate 

any empty home 

3. Eckhardt's lab fully 

furnished for any 
wannabe mad scientist 

4. We warned you about 
the Nephilim's face 
5. Early Proto-Nephilim . 
Well , you'd be angry too 

wouldn't you? 

5 

1. Discovering The Vault 
of Trophies 

2. Fighting for the final 

0bscura painting 

FROM CONCEPT TO GAMEi 

THE END? 
Lara must solve one final 

puzzle if she is to claim the final 
Obscura painting. She must hold 
her breath and negotiate the 
baffling Vault of Trophies. 

Even then, more danger lies 
ahead. She must locate a third 
Periapt Shard , save Kurtis and 
battle Eckhardt. 

Will it prove to be a fight for 
the death or will the real menace 
manage to elude her? 

3. L r ' got no time to 
dmlr th d cor 

4. Fight fire with wetsuit 
5. Th entrance to 
Eckhardt's Lab unlocked 
6. Guess there's only one 
thing to do here - leap 
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1. A terrifying piece of 
concept art, sadly this 
scene never made the 
final game 
2. A creepy large door 
that won't be found in 
The Angel of Darkness 
3. Did Lara survive an 
earthquake? The Wrath 
of the Beast wasn't quite 
like this 
4. Described as a warrior 
but she looks more like a 
festival fiend to us 
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Eckhardt is a spectre i~ 

the shadows for mo~t ~ 

b t how will it the story, u is 
d? Lara, as ever, all en • . 
ready for anything 



Only one small section of 
The Angel of Darkness 

has Lara in a swimsuit. 

Still , you 're gonna see 

this art used everywhere 

[g] 





This art featured heavily 

at the World Premier of 

Lara Croft Tomb Raider: 

The Angel of Darkness. 

The black space was 

reserved for headlines 

used in the presentation 
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Lara has swan diving off "" 
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to a fine art. She's got to ~ 
look terrific even when 
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You kn w Tomb Raider had hit 
th b g time when Hollywood 
c m knocking, with the hottest 

ctross around cast as Ms Croft 
V1deogames are big business, 

nd it's not uncommon for a high 
profile game to outgross the latest 
Hollywood blockbuster. In response, 
the movie industry has been picking 
up the rights to make games based 
on films. Super Mario Brothers, 
Mortal Kombat and Street Fighter 
arrived on the big screen with vary­
ing degrees of success, but it was 
2001 's Lara Croft: Tomb Raider that 
really proved the formula could work. 

To date, Lara Croft: Tomb Raider 
has grossed over $300million 

'-----' worldwide, and holds the record for 
the biggest ever opening for a film with a 
female star. A staggering $47.?million was 
taken in American during the movie's open­
ing weekend, as fans clamoured to see Lara 
Croft on the silver screen. The film hit number 
one in the UK, making £3.8million in its first 
weekend. The recipe for this success? Well a 
stellar cast and director certainly helped , as 
did a cracking script, but every major movie 
needs a major stm Angelina Jolie lived up to 
that billing, no problem. 

The director in charge of the project was 
Simon West, who made his name with the likes 
of high-profile movies Con Air and The 
General 's Daughter. Simon had a pretty clear 
vision about who would play Lara Croft, 
Angelina Jolie. "For me, there was only one 
choice for the role of Lara," West explained. 
"She was invented for the part. " 

All woman, and all Lara 
West probably never bargained for getting a 
leading lady and stuntwoman all in one, but 
that's what he got. From the amazing pyjama 
gymnastics on the elastic ropes inside Croft 
Manor to the death defying leaps inside the 
temples, llolie did many of her own stunts. 
Good job then that West persevered to get 
his leading lady, as Jolie had her doubts 
about the film. 

"I thought it was the craziest thing I'd ever 
heard," admits Jolie who had just won an 
Academy Award for best supporting actress in 
Girl Interrupted. "I was flattered , but I thought it 
was ridiculous. I don't like videogames. My ex­
husband used to play Tomb Raider, but I would 
just walk past and say, 'Oh, look at her breasts'. 
Bul then I met with the director and he told me it 
wouldn't be campy or stupid. I realised it was a 
r I movie with a solid characte['' 

Just to prove how tough Lara 
really is, the first movie opens 
with her fighting a terrifying robot 
in what appears to be an Egyptian 
tomb. Just as it looks like the 

robot has her beat, Lara pulls 
some amazing moves and orders 

the thing to stop. Incredibly it 
actually does. Turns out this robot 

is only one of Lara 's toys. Phew 

''Angelina Jolie absolutely lives the part of 
Lara Croft," enthuses Core Design director 
Jeremy Heath-Smith. "She's absolutely fanat­
ical about it and loves the character. We'd 
originally considered casting an unknown 
actress as Lara, but Angelina was just 
awesome!" 

Any fears that the movie would stray too far 
outside of videogame territory are quashed in 
the movie's opening sequence. Lara Croft goes 
head to head with a vicious combat robot 
inside Croft Manor, and her gunplay and 
gymnastics are eerily reminiscent of the digital 
Lara in full flow. A pair of Desert Eagles blaze 
constantly as Lara somersaults sideways to 
evade the mechanised predatm You initial ly 
question what place this robot has in the Tomb 
Raider universe, but when the fight ends it is 
revealed to be just a training exercise. The 
games opened with some basic training , and 
the film does too. 

After this shootout, we're introduced to a 
familiar character, Hilary the butler played by 
Red Dwarf star Chris Barrie. In the games the 
butler is cal led Winston and is much older, 
but this was changed to make his participa­
tion in the gunfight in the house more 
plausible. A character never mentioned in the 
games is also revealed, tech expert Bryce 
played by British actor Noah Taylor. It is to 
Bryce that Lara turns to discover the origin of 
the mysterious All Seeing Eye artefact she 
finds in her father's clock. 

This artefact forms the centrepiece of the 
story A mysterious organisation lh 
llluminati are looking for the tw 
powerful artefact called The Tri . 
The Triangle gives it's poss r 
control time, but misuse of th is 
to it being broken into two 
hidden at opposite ends of th t 
piece's locatio · · with 
the fo . 

L st Revelation, 
the Angkor Wal 

film picks up on 
ouraging her to 
as a child. In the 

is played by Rachael 
r of former All Saints 

leton. 
But while the amazing exteriors were all 

film d on location at Angkor Wal in Siem 
R ap, Cambodia, the temple's interior was 
built back at Pinewood Studios in the UK. It 
proved to be a massive task, with up to 160 
people working for twenty weeks. The Temple 
of Ten Thousand Shadows occupied the 007 
stage - the largest soundstage in Europe. 
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THE TRAINING 
It's a big jump from Hollywood leading 

lady to videogame action icon. 

Angelina Jolie underwent quite a 

transformation for the role. 

In order to carry off being Lara Croft, 

Jolie had to learn to do the things Lara 

could do. This meant an intensive 

training programme that kicked off two 

and a half months before filming began. 

Every morning she was up at 7am, 

drinking protein shakes for breakfast. 

The training took in shooting guns, 

Kung Fu and the trademark Lara Croft 

gymnastics displays. 

BECOMING LARA c11on 
THE LOOK 

was a som wh t I ou 

games dlctat wear, 

ced by 

horts up 

until a couple of day b for shooting 

began, and claims h f It 'n k d' for 

distinctive gun belt and twin pistols are 

a direct lift from the gam s. Overall 

fans had to be happy with th big­

screen personification of the girl 

previously only seen as polygon . 

The figure you see surfing on top of the log 
isn't a stunt double - it was another sequence 
the leading lady performed herself. 

"We had two stunt doubles, " expla ined 
director Simon West. "The first couldn't do it 
at all, and because we were short of time 
Angelina didn't have time to rehearse." That 
didn't matter as it turned out, because within 
ten minutes Jolie was stand ing upright on the 
log as it swing treacherously in the air. "[She 
was] doing it better than the stunt girls," 
enthused West. 'And she's an academy 
award winning actress!" 

For the second half of the triangle, the 
characters travel across the g lobe to the icy 
Russian wasteland of Siberia. Or at least 
that's how it looks in the film: all of the exterior 
shots were filmed on a five-day visit to 
Iceland, and the giant orrery was also bui lt at 
Pinewood. It was a fully functional model, 
with each arm weighing three tonnes. With 
that weight of metal swinging around it was 
actually quite treacherous to film. It is here 
that the film's villain, Manfred Powell (played 
by lain Glen) kills the leader of the llluminati 
and gets his hands on the completed 
Triangle. Time is manipulated, and Lara gets 
to talk to her father who'd died back in 1985. 

Some fans of the game were disappointed 
that the moviemakers had basically reinvented 
Lara's whole relationship with her father. In the 
games, Lara is disowned by her aristocratic 
parents because of her choice if career, th r 
is no suggestion of them dying when sh w s 
young. They could really argue about th c t­
ing though, with Jon Voight steppin in lo play 
Lord Richard Croft (again dim r nt from th 
game where he called Lord H n hln ly Croft) . 
Voight is Angelina Jolie's r al r th r. Joli r c lls 
making the call to herd d, n h vln t llay 
parental fears straight w y: "I'm not In j ii, no 
more tattoos, I'm not r n nl. I ju t need to 
talk to you. " 

A rath r I c nv nll cruitment was 
fred's assault 
he was a cab 

th t of Juliu ' lh I 

e way he looked, and 
ilm. 

Wl1 I you mi ht not know about the orrery 
qu nc Is that the giant mechanical solar 

yst m was supposed to be housed in a 
tomb in Venice. The original d raft of the script 
had the Triangle of Light split into three 
pieces, with an Italian tomb included along­
side the ones in Siberia and Cambodia. 
Budget restrictions necessitated a re-write, 
so you lost a little bit of multip le mission 
structure of the videogame. In its p lace we 
got a terrific piece of cinema. 
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The film was rework d to give it a more obvious 
Tomb R id r flavour. Originally, Lara's act of 

round lh knife that was suspended in 
tim w oin lo spell the end for Manfred 
P w II. Wh n th blade hit him, it was game 
ov r. ut L r 's vic tories in the videogames are 
n v r o sily won, so a brutal fight was 

d where Lara pits her physical prowess 
Inst the male villain. 

It could have all turned out very differently 
h d the movie rights gone to MGM, who were 
the first to show an interest. "MGM were keen to 
do a deal involving James Bond," reveals 
Core's Jeremy Heath-Smith. "The idea was to 
introduce Lara in a cameo at the end of the 
Bond movie GoldenEye, and then have a Tomb 
Raider movie come later. " 

Bring on those movie sequels 

But the story doesn't end there. Whereas just 
about every previous videogame movie was 
culled after a single outing, a second Tomb 
Raider film is due this Summer. Angelina Jolie is 
once again strapping on Lara's gun belt in Lara 
Croft Tomb Raider: The Cradle of Life. 

The director in charge of the sequel is 
Dutchman Jan de Boni, who previously 
directed Speed and Twister, and produced 
Minority Report. "I have always been in love 
with the Lara Croft character in Tomb Raider 

and was convinced it would make a fantastic 
franchise," says de Boni. "To have an incredibly 
exciting heroine like her is the most ideal thing 
for a director like me." 

The movie details Lara's search for 
Pandora 's Box across China and Africa . Her 
adversary this time out is Chinese crimelord 
Chen Lo, but she also gets caught up in a 
plot to use the power of Pandora's Box to 
produce an army of clones and biological 
weapons. Lara's not alone this time though, 
with a love interest being introduced for the 
first time in the guise of Terry Sheridan. 

The filmmakers were refused permission to 
film on the Great Wall of China, and so resorted 
to the nest best thing: Sunny Wales in the UK. 
By the time the footage has undergone digital 
manipulation, you'll barely recognise it. Other 
locations for the shoot include Hong Kong, 
Kenya and Greece. 

Angelina Jolie is once again doing many of 
her own stunts in the new film, including riding 
a horse sidesaddle, rappelling face-forward 
down cl iffs and jet-skiing. "The new film is 
sharper, darker and sexier," says Jolie. 

A lavish Greek wedding is interrupted when 

the volcano of Santorini, dominant for 10,000 

years, spectacularly erupts, triggering a 

series of earthquakes that in turn causes an 

ancient underwater ruin to resurface from the 

bottom of the Agean Sea. 

So begins The Cradle of Life, the $90 

million new adventure for Lara Croft, heading 

to UK cinema screens on August 22. 

From the opening fight inside the sunken 

temple to the race for the fabled Cradle of 

Life, Tomb Raider 2 promises to be a far more 

action-packed outing than the original movie. 

Lara is on a perilous mission to rescue 

the world from the exploits of a Chinese 

crime syndicate run by Chen Lo and Doctor 

Jonathan Reece who plan to deploy an army 

of biological drones upon the world. 

Will Lara manage to save the day, again? 

» 01 Searching for clues in Kenya 

with Gladiator actor Djimon 

Hounsou playing a Masai warrior 

» 02 Lara throttles it in China in a 

thrilling chase, this sequence was 

actually filmed in North Wales 

» 03 It's the second movie, so we get 

to see Lara in a wetsuit. This has 

been tradition since Tomb Raider II 

» 04 It seems Lara gets an entourage 

wherever she goes. No autograph 

hunters around here though 

» 05 The villain Chen Lo would 

probably like to have got his hands 

on this before Lara 

» 06 Terry Sheridan, a former love 

interest, gives Lara a sniff of what 

she's been missing 

04 
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dark side. Through history they've always been 

there and there's been a religious war fought 
against them since the 1300's. That time frame 

for us is really important because we do make 

reference to it. Potentially we will make refer­

ence to it outside of this game. What I mean by 
that is that you find out that Eckhardt has been 

around since the 1300's, so he's obviously got 

some pact and some way of adding a form of 

longevity to his life. Ultimately Lara finds out that 

the cabal want to bring back the Nephilim race. 

For what means she doesn't know." 

Enter Kurtis 
"We introduce Kurtis quite early on and he's 

very much the protagonist at the beginning of 

the game. He's always one step ahead of 

Lara, he's in the cafe when Lara walks in, or 

he's on the other side of the river. Eventually 

they get together and they work together and 

you get to play Kurtis. 
'At that point, you get all the pieces of the 

jigsaw. You discover that Kurtis is the last 

descendent of an organisation called the Lux 

Veritatis, an offshoot of the Knights Templar. 

The Lux Veritatis, which translates as 'light of 

truth', were a religious group that have been 

fighting the Cabal through history. The Lux 

Veritatis knew what the Cabal wanted. They all 

have special abilities and have chosen to wage 

this war against the Cabal because ultimately 

the Cabal wants to bring back the Nephilim. 

They want to put themselves into a higher 

order, a new race if you like, that is going to rule 

the world and we're all going to be doomed. 

"Kurtis has turned his back on all this. 

Then his conscious pricks him. He's the only 

one in the world that knows this secret 

history. He takes it upon himself to take on 

the Cabal and Eckhardt." 

Hidden History 
"The war between the Cabal and Lux Veritatis 

has been going on for ages, so we might make 

use of this. It might be that every major event in 

history has happened for a reason. It might be 

that the Great Fire of London in 1666 didn't 

start in a baker's shop, maybe the Cabal and 

the Lux Veritatis had a bit of a tiff at that point 

and that's what started ii. 
"Maybe Richard Karel introduced the 

plague, because he's been doing everything 

he can to get rid of the human race. Maybe 

Adolf Hitler was just a manufactured person. 

It's something that we're going to play on. Not in 

this game, but maybe in a spin-off from The 

Angel of Darkness, because Eckhardt is such 

a really great baddie." 
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TOMB RAIOER 
On tile trail of the Atlantean Scion 

JI England, Surrey, Croft ancestral home 

J1 Peru ••• 
JI Greece 

» Egypt •• •• 
» Atlantis •••• ••••• ••••• •••••••••••• ~-TO_M_B_~-D-~-ll--~ffl=E~~~,=,E~R=oF~x=10~----..---.---■"•~·········· 
The search for the Dagger of Xian 

J1 England, Surrey, Croft ancestral home 

J1 China, The Great Wall 

J1 Italy, Venice 

J1 Ocean, Offshore Rig 

» Tibet, Barkhang 

» China, Great Wall 

» England, Surrey, Croft ancestral home 

•••••••••••••• • • •••••• •••••• •••••• •••••••• •••••••• ••••••• •••••• 
TOMB RAIDER Ill - fflE ADVENTURES OF LARA CROFT 

The hunt for the Meteorite Idols 

J1 England, Surrey, Croft ancestral home 

J1 India, Uttar Pradesh, River Ganges ITED STATES, NEW YORK 

JI United States, Nevada Desert, Nellis Air 

J1 South Pacific, Kuru, Madubu Gorge 

J1 England, London 

J1 Antarctica 

JI England, London, All Hallows 

TOMB RAIDER IV - THE LAST REVELATION 

Quest for tile Egyptian Ankh 

JI Cambodia, Angkor Wat 

TOMB ~DER V - CHRONICLES 

» Italy, Rome 

J1 Russia, Zapadnaya Litsa submarine base 

» Ireland, Connussie 

» United States, New York 

TOMB RAIDER - THE O&EL OF DARKNESS 

The trail of the Obscura paintings 

» France, Paris 

» Czech Republic, Prague 

• • 

• UNITED STATES, NEVADA DESERT 

IRELAND, CONNUSSIE • 

• • •• •••••••• SSIA, ZAPADNAYA LITSA SUBMARINE BASE ■ ■ ••• ■ 
•••••••••••••••••• • ••••••••••••••••• ENGLAND, SURREY, CROFT ANCESTRAL HOME • ■ •• ■ • 

ENGLAND, LONDON ■ ••• ■ ■• ■• ■• •••••••••••••••••• ••••••••••••••••• ECH REPUBLIC, PRAGUE ■ ••• ■• ■ ■ ■• ••••••••••••••••• ••••••••••••••••• i;.;::=!----~~~ 111ALYY,~VEnN~ICtE 7 • utt~~Hlt-s-ii!lrH~~e~~ INDIA, UTTAR PRADESH 
LY,ROME • • 

••••••• ••••••• EECE • ■• ••••••• 
CHINA, THE GREAT WALL 

,----=-=••=.• •• [ itil!i:ffH~~...;_- -li,, TIBET, BARKHANG 
YPT • ......._.:..:=:..!--=.:.;=:..::.:..=..-____J 

=------'■ 

------.• _LA_N_TIS _ __, . 
CAMBODIA, ANGKOR WAT 

SOUTH PACIFIC, KURU 
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