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Cult
Croft

After 22 years, 11 mainline games, heaps of spin-offs,
three blockbuster movies, comics, books and much
more, OPM looks back at the history of gaming’s biggest
heroine - and ahead to her future on PlayStation 4




Guinness World Records:
Gamer's Edition 2010 gave
Lara the “most successful
videogame heroine” gong.




RAIDING THE VAULTS

omb Raider and Lara Croft are
inseparable concepts. In 1996, it
was the perfect combination of
boundary-pushing game design
and an iconic, kick-ass heroine
that helped create what would
go on to be not just one of
the industry’s biggest ever
series, but a character who
smashed through the
mainstream barriers to
be accepted by non-
gamers. So it seems
unthinkable that
Lara Croft almost
never existed.
“Tomb
Raider’s
protagonist
started off as

a man named Fletcher
Christian,” explained
Crystal Dynamics’
senior community
manager Meagan Marie,
who we spoke to us

she worked on the 20
Years Of Tomb Raider
book in 2016. “He was
reimagined as Laura
Cruz, a South American
archaeologist and
mercenary inspired by
Tank Girl and Neneh
Cherry. Eventually, Core

dwarfed by the rise of
Lara herself as a new
figurehead for gaming.
One of the biggest
moments came in 1997,
when Lara graced the
cover of now-defunct
fashion and culture
magazine The Face —
a magazine that typically
put pop stars and
models on its front page.
It would be the start
of a mainstream assault
that saw Lara become

“LAURA CRUZ WAS A
SOUTH AMERICAN
MERCENARY INSPIRED
BY TANK GIRL.”

Design decided to make
her a hometown heroine
— a quintessentially
British character. She
was renamed Lara
Croft, given a privileged
upbringing, a great
education, and a manor.”
The man responsible
for her birth, Toby
Gard, didn’t stick
around for the long haul
and parted ways with
developer Core Design
after the first game’s
release. He wouldn’t
return to the franchise
until 2006’s Tomb
Raider: Legend, but that
intervening decade was
anything but quiet.

CORE VALUES

As Core Design got to
grips with PlayStation
and wrung more and
more from the grey box,
Tomb Raider games

got bigger and more
complex. But their

rise in ambition was

the face of Lucozade in
a series of TV adverts,
and a series of models
become the face of Lara
in a long campaign by
publisher Eidos to bring
the archaeologist to life.
Hollywood played its
part in that aim, too.
Angelina Jolie fronted
two films, the first of
which starred her father,
Jon Voight, who played
Lara’s dad, Lord Richard
Croft (renamed from
the original timeline’s
Lord Henshingly Croft).
This year a third movie
hit cinemas, with Oscar
winner Alicia Vikander
now playing the lead.
And Lara’s voice?
When talking classic
Croft vocal chords, most
people think of Keeley
Hawes, but the famous
Brit only became the
voice of Lara in 2006.
Prior to Tomb Raider:
Legend, Shelley Blond
(TR1), Judith Gibbins
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- Croft

for our feature on p8. °
Conversion

The official faces of Lara Croft

NATHALIE
COO0K

96-97

VANESSA
DEMOUY

98

NELL
MCANDREW
98-99

LARA
WELLER
99-00

LUCY
CLARKSON
00-02

Lara creator Toby Gard
returned for Tomb Raider:
Legend having left the :
series after the original.

JILL

DE JONG
02-04

KARIMA
ADEBIBE

06-08

ALISON
CARROLL

08-13
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(TRII, TRII), and Jonell Elliott (TRIV-TR:TAOD)
provided the audio.

Tomb Raider: Underworld featured motion-
captured animations for the first time, with gymnast
Heidi Moneymaker making Lara’s moves come to
life. Fast-forward to the present day and Lara’s now
fully performance captured, with Camilla Luddington
providing her voice and moves for Tomb Raider
(2013) sequel Rise Of The Tomb Raider, and the
forthcoming game Shadow Of The Tomb Raider.

“THE RESIDENT'S OF
DERBY EVEN VOTED
TO NAME A ROAD
LARA CROFT WAY.”

Spin-off games throughout the years have seen
Lara explore platforms far and wide, including
Game Boy Color, Nokia’s N-Gage phone and even
interactive discs to be played on bog-standard DVD
players. But two in particular have made significant
marks on PlayStation: isometric, twin-stick co-op
games Lara Croft And The Guardian Of Light and
Lara Croft And The Temple Of Osiris. Both were
developed by mainline studio Crystal Dynamics, and
the first was originally prototyped as a side-scroller
before the team settled on the isometric viewpoint.

She’s bagged multiple Guinness World Records
and, in 2010, residents of Derby even voted to name

At one point in Lara’s Lucozade campaign,
the drink was temporarily named Larazade.

a new ring road after
her (unlike the doomed
support for the RRS
Boaty McBoatface in
2016, the public got

its way and Lara Croft
Way was born), but

two moments in Tomb
Raider history stand out
above all others.

First, the switch in
developer from Core
Design to Crystal
Dynamics in 2003
in the wake of The
Angel Of Darkness’
poor reception would
forever alter the course
of Croft. And second,
that studio’s daring
decision to start the
legend all over again
with 2013’s reboot
has fundamentally
changed what Tomb
Raider is and will be.

RISING UP

Twenty years on,
Lara Croft not only
endures, but thrives.
“The blend of an
engaging and ever-
evolving character,
top-tier storytelling,
and cutting-edge
technology has
kept Tomb Raider
on top,” said Marie
of Lara’s lifespan,
“as has the support
of her diehard fans.
Tomb Raider delivers
a promise of discovery,
told across a spectacular
global stage. It offers
an opportunity to see
the world we know, and
ones we never could
have imagined, alongside
a courageous, intelligent
and extraordinary
leading lady.”

So, over the next 28
pages, we embark on a

RAIDING THE VAULTS

spot of tomb raiding of
our own, digging deeper
into the core 11 Tomb
Raider games from
PlayStation’s history and
taking occasional glances
at Lara’s Rise. m
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RAIDING THE VAULTS

FORMAT PS1
RELEASED 1896
PUB EIDOS

DEV CORE DESIGN
SALES 7.5 MILLION
(ALL FORMATS)

TOMB RAIDER
CONTAINS...

Hearty exploration;
painfully precise
jumps; some T-rex
murdering; a man
called Cowboy; an
ace English mansion.

TOMB RAIDER FACTS
W Though she quickly
became a PlayStation
icon, Lara’s debut
outing was actually
released first on Sega
Saturn. It would be
the only Tomb Raider
to hit that console.

W Nathan McCree
composed the theme
tune. He parted ways
with Tomb Raider
after Ill, but was
involved with some
20 Year Celebration
recordings in 2016.

W The exterior of
Croft Manor was
inspired by Core’s
offices. It remains
one of the greatest
and most memorable
training levels of all -
and surely a gaming
mansion second only
to Resident Evil's.

W APS1 Greatest Hits
version came bundled
with demos for other
Eidos games - the
demos themselves
changed depending on
when that particular
copy was made.

THE BIRTH OF A LEGEND

Tomb Raider

PS1 gotitsicon in this hand-crofted masterpiece

orget Crash, Spyro or even Nathan Drake.

Back when PlayStation was at its most

crucial, embryonic stage in the mid-"9os,
it was Lara Croft who stood alone as perhaps
the most culturally significant games character
ever. Some may say that undoubtedly had
something to do with the archaeologist’s virtual
sex appeal — those pouty lips sold a lot of
Lucozade — but really, Croft’s success is down
to this spectacular action-adventure debut.

Skip back to 1996 and 3D gaming was still

struggling to break through. Polygons were crude.
PS1 had yet to embrace analogue sticks. Core

CLASSIC LEVELS

THE LOST VALLEY

This hidden Peruvian gorge played
host to PS1’s most prehistorically
awesome level. While searching
for the Tomb Of Qualopec, Lara
uncovered a tropical valley cut

off from time, and it housed some
seriously brassed-off dinos. Cue

a series of iconic gunfights against
raptors and that T-rex.

ST FRANCIS FOLLY

One of the most unapologetically
complex game spaces on
PlayStation, and undoubtedly one
of the great Raider levels, this
deeply complex crypt was located
in Greece and was so dizzying in
its design, you'd think MC Escher
was its architect. A platforming
playground of the highest calibre.

ATLANTIS

Lara journeyed to the legendary
submerged city in a level that

saw her duking it out with winged
demons and... um, an evil clone.
This doppleganger, or Atlantean
Lara Copy (if you want to get
technical about it), was just one
highlight in an impressively layered
stage with fiendish puzzling.

Design, nevertheless, stepped
up and crafted something truly
innovative. When most games
were learning to crawl, Tomb
Raider let you sprint, roll,
shimmy, dodge, and, best of all,
swan dive, in an adventure that
celebrated 3D movement like
never before.

In 2016, trying to control the
original Croft is akin to parallel
parking the QE2. Yet 20 years
ago, few games felt as graceful.

ORIGINAL CONCEPT ART

Those graceful dives may
nab the limelight, but the
heart of Raider will always
lie in lining up jumps.

It also laid down a template
for exploration, precision
platforming, and (admittedly
muddled) shooting that would
see the series stand the test of
time. An extraordinary game
that birthed an even more
extraordinary icon.

LVERDICT |

A truly pioneering PS1 classic,
and one of the greatest action-
adventures ever made.
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RAIDING THE VAULTS

FORMAT PS1
RELEASED 1897
PUB EIDOS

DEV CORE DESIGN
SALES 8 MILLION
(ALL FORMATS)

TOMB RAIDER Il
CONTAINS...
Terrifying sharks;
new outfits (a

bomber jacket and
wetsuit); flares (the
fiery kind); a harpoon
gun; a hedge maze

in your back yard.

TOMB RAIDER Il
FACTS

W Lara’s model
jumped from 250
polygons in the first
Tomb Raider to a
(then) whopping 450
- more than enough
to see her iconic braid
rendered in-game.

W Tomb Raider Il

was the first of the
series to arrive as a
console exclusive to
PlayStation machines,
after the Sega Saturn
was dubbed not
powerful enough.

W The sequel didn't
see the return of Lara
voice actress Shelley
Blond. Judith Gibbins
took the role.

W Lara’s mansion had
arefurb, including
the addition of

her bedroom and
bathroom, secret
treasure rooms, and
an assault course.

BRINGING OUT THE BIG GUNS

Tomb Raider 11

Lara just couldn’t stop thieving in this bigger, bloodier sequel

his tale of the search for the mystical

Dagger Of Xian built upon the qualities

of the first game with cunning tweaks
aplenty. Levels were much bigger, and involved
a lot more guns-up action compared to the
first outing’s constant brain scratchery. Combat
came thick and fast, and now Lara found herself
up against human foes more regularly.

Given that these Homo sapiens wielded guns,
it was just as well we got a few new moves
(including a mid-air roll for quick direction
changing) and a few new weapons (namely
an M-16 and a grenade launcher).

CLASSIC LEVELS

VENICE

Tomb Raider II's second area
was released as a demo prior

to the game’s launch, mainly to
show off the major new addition
of vehicle sections. Motorboating
around the canals of Venice was
a phenomenal showcase for the
larger levels and a breezy teaser
of the exterior locales to come.

40 FATHOMS

It was the intro to this level that
dug its teeth into our memory
banks. Hitching a ride down to
the bottom of the sea, Lara was
suddenly accosted by a shark.
Cue the end of the cutscene
and us taking control. Wait,
where did that shark go again?

BARKHANG MONASTERY
Don't shoot the monks! This was
the advice whispered between
pals upon reaching this level.
Should a stray bullet strike

one of the devout fellows, the
entire monastery would rise

up against you. Leave them be,
though, and they’d actually help
you out. Bless ‘em.

Visually, TRII was a hefty
improvement. While still using
the same engine, the dev team
had grown immensely. There
was dynamic lighting, so we
could use flares to light our
way, and we got the series’
first vehicle sections.

Lara also boasted a braid,
which swung about with
her acrobatics. This sounds
insignificant, but back then,
those locks were gasp-worthy.

ORIGINAL CONCEPT ART

The sequel delivered 18
levels over five locations, an
upgrade on the first game’s
15 levels and four locales.

Sweeping from Venice to
the Floating Islands, via Tibet
and the underwater Maria
Doria, Tomb Raider II was an
explosive and essential PS1
superstar. Oh, and you could
lock the butler, Winston, in
the fridge. Double trouble.

LVERDICT |

Lara’s action-heavy journey to
procure the Dagger Of Xian
made for a perfect sequel.

PlaysStation. Official Magazine UK






RAIDING THE VAULTS

FORMAT PS1
RELEASED 13898
PUB EIDOS

DEV CORE DESIGN
SALES 6.5 MILLION
(ALL FORMATS)

TOMB RAIDER Ill
CONTAINS...
Quicksand; monkey
bars; steamy breath
in cold weather;

a trip to Blighty;
deadly piranha.

TOMB RAIDER Il
FACTS

W Lara’s mansion saw
another overhaul, this
time with a quad bike
racing track in lieu of
the maze. It wouldn't
appear during
gameplay again until
Tomb Raider: Legend.

W The London-based
villain, Sophia Leigh,
was voiced by the
same actress (Judith
Gibbins) who provided
Lara’s vocal asides.

Wt wasn't seen

as a big deal at the
time, but TRIll saw
the series dabble in
stealth, courtesy of
Lara’s new crouch
and crawl moves.
Not a main pillar of
gameplay, true, but
a telling indicator
of how ubiquitous
stealth would become.

W TRIIlis the only
game in the series

in which you can pick
up a rocket launcher.
Probably a good thing
as it was a nightmare
to fire accurately.

CHOOSE YOUR OWN ADVENTURE

Tomb Raider 111

New moves abounded, but it was the layout of the levels that shone

athering the scattered remnants of a

meteorite was the aim of the game this

time around, though the route by which
Lara set out to do it had been significantly
altered from the series’ previously linear style.

No, no, TRIII didn’t go open-world (we’re not

quite that far along the timeline). Instead, besting
the opening levels in India saw our heroine, and
therefore the player, faced with a choice. Where to
go next? The pool of London, the Nevada desert,
or the South Pacific? Once those three giant
areas were out of the way, it was a final trip to
Antarctica for the freezing finale.

CLASSIC LEVELS

THAMES WHARF

We'd not yet truly entered the
age of the skybox, so stepping
out onto the rooftops of London
for the first time and spying

the city unfold before you was
heady stuff (even if the level was
chocka with bugs). A massive
shortcut meant you could
speedrun it in under 25 seconds.

AREA 51

Where else would you tuck away
a UFO? This level in the Nevada
section raised the difficulty
considerably, especially as it
saw your weapons confiscated
just prior to arrival, plus guards
toting laser sights. Pro tip: an
alien autopsy room was hidden
away here to discover.

ANTARCTICA

Tomb Raider III's final section
saw Lara heading down south
to the big white after uniting
the story’s four artefacts.

A neat new winter wear outfit
was donned for the first time in
the series, as Lara used a dingy
to navigate the freezing - and
deadly - waters.

Lara’s movement repertoire
grew even further, with a
sprint, as well as a crouch and
a crawl, cropping up for the
first time. We also saw new
weather, including rain and
fog, alongside deadly wet
quicksand and a grand total
of four vehicles — the quad
bike the pick of the bunch.

With its punishing difficulty,
plenty of controllers were
gnawed upon, but the huge

ORIGINAL CONCEPT ART

More outfits, more enemies
and a ramped-up difficulty
level: Tomb Raider Ill
definitely meant business.

amount of visual variety

on offer — the night sky of
London clashed vividly with
the bright sunlight of Nevada,
for instance — ensured this cut
through for the third year on
the bounce to continue Tomb
Raider’s meteoric rise.

LVERDICT |

Many shook fists at its brutal
difficulty, but the levels were
phenomenally well put together.
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RAIDING THE VAULTS

FORMAT PS1
RELEASED 13893
PUB EIDOS

DEV CORE DESIGN
SALES S MILLION
(ALL FORMATS)

TR: THE LAST
REVELATION
CONTAINS...

A massive dragon;
16-year-old Lara;
von Croy's creepy
demon eyes; oh God,
so many beetles.

TR: THE LAST
REVELATION FACTS
Lara's friend Jean
Yves was planned for
more games - until
an actual French
archaeologist called
Jean Yves noticed
similarities between
himself and the model.
The character was
axed from sequels.

Tomb Raider Il
and lll voice actress
Judith Gibbins made
way for Jonell Elliott,
who would go on to
voice Lara for the
remainder of Core
Design'’s control over
the franchise.

There were actually
two PlayStation
versions of The Last
Revelation. The first
had a five save file cap
and triggered the title
screen upon death,
while the second
release allowed you
to immediately reload
one of seven saves
off the memory card.

KILLING OFF THE CROFT

Tomb Raider: The Last Revelation

ith three Tomb Raider titles under her
W utility belt, it was time for a different

perspective on Lara Croft — from above,
as she fell to her death in a collapsing temple.
Yes, this was the game that dared to bump off
PlayStation’s greatest heroine.

But before the finale had us dropping our
DualShocks in disbelief, The Last Revelation
packed in subtle refinements of the series’
strengths. Lara had learnt to shimmy up and down
ropes (to avoid being eaten alive by scarab beetles
a la that The Mummy scene), swing on them,
and shuffle along ledges. More capable than ever,

TOMB OF SEMERKHET

THE LOST LIBRARY

TEMPLE OF HORUS

her new skillset included the
ability to backtrack to previous
levels — incredibly handy for
solving puzzles, digging up
alternative routes, and hunting
down all those missed items.
Forget Lara’s passport — the
majority of the action was set
in just the one location. A
painstakingly rendered Egypt
played host to our hunt for the
Amulet Of Horus, as well as
the inevitable chase once we

accidentally released the Set’s
spirit into mentor Werner von
Croy... whoopsy daisy.
Super-slick and polished,
it was no wonder Lara’s hands
slipped on that fatal ledge.
How could she possibly
clamber out of the afterlife?

VERDICT
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RAIDING THE VAULTS

LOOKING BACK ON LARA

Tomb Raider Chronicles

othing gets a party started like the funeral
of the honoured guest, eh? Chronicles’
rain-lashed memorial at Croft Manor
was a bit of a downer, until Lara’s bereaved
pals traipsed inside to reminisce by the fire.
As Winston Smith, Father Patrick Duncan, and
Charles Kane talked, we played through varied

R 00 vignettes of Lara’s past exploits. An inventive

PUB EIDOS concept for its time, Chronicles’ mini-adventures

DEV CORE DESIGN pushed PS1 to its limits, both graphically and

SALES 1.5 MILLION . . . -

(ALL FORMATS) mechanically. Saving at any time and item-
combining carried over from The Last Revelation

TOMB RAIDER :

CHRONICLES — but now Lara also walked tightropes, swung

CONTAINS...

A talkative hanging
corpse; chloroform
takedowns; a sniper
rifle; a living bronze
statue packing a
laser-sword.

TOMB RAIDER
CHRONICLES FACTS
W The year 2000 also
brought a somewhat
controversial casting,
with American
Angelina Jolie being
named as Hollywood's
Lara Croft. She pulled
off the British accent
- shame the plot was
a bit bum.

M Chronicles’ secrets
came in the form of
shiny Golden Roses.
There were 36 to
collect, after which
you'd unlock a special
menu with The Angel
Of Darkness artwaork,
as well as Chronicles
storyboards.

W The Rome section
featured famous
sculpture The Mouth
Of Truth. Legend has
it that if a liar sticks
their hand into the
mouth, their fingers
will be bitten off.
Fortunately, all of
Lara's digits survived
her rummage.

CLASSIC LEVELS

SINKING SUBMARINE

Level seven was anything

but heaven. Things didn't get
much tenser than avoiding

the health-sapping water
flooding the nuclear sub as

it headed towards the ocean
bed. Leaping from table to table,
over fires and into soldiers...

it was pulse-pounding stuff.

GALLOWS TREE

Then came a curveball. It was
Tomb Raider’s token weaponless
level - you played as 16-year-old
Lara navigating a strange island
in Ireland. It all got deliciously
bonkers once a hanging cadaver
asked you to return his heart,
which happened to be guarded
by a dragon named Nidhogg.

RED ALERT!

The real test of your raiding
prowess, requiring ammo and
medipack conservation, plus
silky stealth skills. Moving
lasers, android-trapping, and
choppers triggering huge
explosions made for a dramatic
finale, in which Lara escaped
by a cat-suited whisker.

A fireside chat and four crazy adventures

from horizontal bars, and
grappled across levels.
Remember Rome’s old-
school aesthetic, with Pierre
and Larson returning to help
hunt the Philosopher’s Stone?
Or donning a diving suit to
search a German U-boat? And
the stealth-centric infiltration
of von Croy’s complex?
How about guiding a teenage
Lara through a surreal Irish
nightmare-scape? Good times.

ORIGINAL CONCEPT ART

Ah, you can’t beat a wake for
hearing stories about the
good ol days. Like that time
Lara went deep-sea diving...

Despite poor sales and
few innovations, it was an
atmospheric joy. And at the
end, von Croy dug through
that temple’s rubble for Lara’s
corpse, which turned out to
be in much better nick than
we’d assumed.

LVERDICT |

Essential for - and loved by
- Tomb Raider fans, it was a
celebration of all things Croft.
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RAIDING THE VAULTS

FORMAT PS2
RELEASED 2003
PUB EIDOS

DEV CORE DESIGN
SALES 2.5 MILLION
(ALL FORMATS)

TR: THE ANGEL

OF DARKNESS
CONTAINS...

Rubbish stealth;

more lasers than
Mission: Impossible;
unnecessary dialogue;
a stabby sidekick.

TR: THE ANGEL OF
DARKNESS FACTS

Its borked stealth
sections were
designed in response
to the colossal
success of the first
two Metal Gear Solids.

Core designed The
Angel Of Darkness
to act as a launchpad
for a new trilogy.
Poor sales and
terrible reviews put
paid to that - it would
be three years before
Lara was seen again.

Angel rarely made
its heroine bust out
her passport. It took
place entirely in a
very gloomy Paris
and Prague.

In the Louvre levels,
the Mona Lisa was
swapped out for a
picture of composer
Peter Connelly.

THE FRENCH FARCE

Tomb Raider: The Angel Of Darkness

Tomb Raider: Total Franchise Killer. Lara’s

PS2 debut was a sad misstep. Largely
savaged by critics, it failed to meet sales targets
and it stunk the joint up so heinously that the
series was swiftly transferred from Core Design
to Crystal Dynamics. Oh, and it also introduced
a hugely irritating sidekick called Kurtis Trent
— or Tomb Raider’s answer to Poochie, if you're
a long-time Simpsons fan.

It’s not that Angel Of Darkness didn’t try. Quite

the contrary. Core clearly had grand ambitions for
the black sheep of the Croft herd. New moves,

P ffh. The Angel Of Darkness? More like

LOUVRE GALLERIES
THE SERPENT ROUGE

NEPTUNE’S HALL

such as an army crawl, and
more nuanced hand-to-hand
combat tried to make Lara a
more ass-kicking explorer,
while optional conversations
with NPCs even saw Crofty
dip her toes into RPG waters.
Despite these additions,
it was clear Tomb Raider was
struggling to keep up in a
climate that had been forever
changed less than two years

before by Grand Theft Auto III.

Lara’s fussy platforming now
felt restrictive, while a largely
Paris-based plot revolving
around a divine demon seemed
absurd after Liberty City’s
biting wit. Indeed, this was
such a muddled dud, it took
Lara a decade to rebound fully.

VERDICT
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RAIDING THE VAULTS

FORMAT PS2
RELEASED 2006
PUB EIDOS

DEV CRYSTAL
DYNAMICS

SALES 4.5 MILLION
(ALL FORMATS)

TOMB RAIDER
LEGEND CONTAINS...
Missing mums;
motorbike chases;
Keeley Hawes;
Excalibur; a trip

to Cornwall.

TOMB RAIDER
LEGEND FACTS

W Composer Troels
Folmann’s soundtrack
paired levels with
instruments native

to their geographical
setting, and bagged
the BAFTA for Best
Original Score.

W The Croft Manor

of the first games
was given a dramatic
facelift to bring it into
line with the pad in
the Jolie movies.

I At one point,
Legend was going to
feature a motorbike
chase along an
English motorway, as
Lara tried to save her
kidnapped sidekicks.

W The PSP version
included a multiplayer
mode, Tomb Trials,

in which two Crofts
raced each other and
played hide-and-seek.

CRYSTAL TAKES CHARGE

Tomb Raider: Legend

Crystal Dynamics’ devilishly good debut whitewashed the fallen Angel

ears before Yamatai, Lara survived a

separate near-death experience: The Angel

Of Darkness. Eidos scraped what was left
of her reputation from the Parisian pavement
and handed the remains to Crystal Dynamics.

The Legacy Of Kain wizards dragged her into

the analogue era, ditching the rigid tile-based
acrobatics and revamping her animations with
motion capture gymnastics. Watching her go
full Tarzan with a grappling rope or mounting a
ledge with a 180-degree flip, it was as if we were
witnessing the arrival of a new hero. Her magnetic
grappling hook was a highlight, as it heaved

CLASSIC LEVELS

PERU

Crystal Dynamics gave an

early nod to Lara’s past with

a flashback to her braid and
green vest days. Okay, it wasn't
the happiest of memories

- she left a friend to die (only
to surface later as a huge pain
in the arse) - but it ticked the
nerdy fan service box.

TOKYO

Tapping into her inner toff,
Croft waltzed into a swanky
soirée to steal a magic sword
from the yakuza. Watching

her hoof it across skyscraper
rooftops in a skimpy dinner
dress felt like a scene from the
Jane Bond film that Hollywood
will never make.

CORNWALL

Pasties aren't the only legendary
thing to be found in Britain's
knobbly extremity - it does a

fine sideline in Arthurian tourist
traps, too. Exploring gift shops
and plywood castles felt like a
parody of classic Raider. Well,
until a sea serpent turned up. We
give it one star on TripAdvisor.

ancient mechanisms into place,

or simply yanked balcony-

dwelling goons to their deaths.
You also sensed Lara’s trips

to Hollywood had rubbed off

on her, with a heavier focus

on set-pieces — ranging from

quick-time event stunts to

overlong motorbike chases —

and gunfights, the latter boiling

down to holding a trigger

as you jumped about like

a lead-spewing Zebedee.

ORIGINAL CONCEPT ART

Control-wise, Legend's
Lara was an evolutionary
leap from her more
clunky predecessors.

And Crystal Dynamics laid
the groundwork for the future,
with a new origin story about
Lara’s missing mother — plus
the reappearance of a friend
thought dead — kickstarting
events that wouldn’t be tied
up until Underworld.

LVERDICT |

Rebooted, retooled, and
redesigned, we got a Lara
fit for 21st century thumbs.
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RAIDING THE VAULTS

FORMAT PS2
RELEASED 2007
PUB EIDOS

DEV CRYSTAL
DYNAMICS

SALES 1.3 MILLION
(ALL FORMATS)

TOMB RAIDER:
ANNIVERSARY
CONTAINS...
Familiar locations;
shinier graphics;
grappling hooks;
bullet time dodges;
stupid dinosaur bit.

TOMB RAIDER:
ANNIVERSARY FACTS
W Eidos sent Lara
model Karima Adebibe
to open a women-only
beach in Rimini,

Italy, to celebrate
Anniversary’s
release. You see,
Lara’s also a woman.

W Stages could

be replayed with
audio commentary
from Anniversary’s
creative director,
Jason Botta, and
original Lara-maker
Toby Gard.

W Croft Manor gained
an outdoor area, a

vast hedge maze, as a
nod to Tomb Raider II.

W Core worked on

its own 10-year
anniversary remaster
for PSP, but the
project never saw the
light of day beyond

a leaked trailer.

RAIDER REMASTERED

Tomb Raider: Anniversary

If at first you do succeed, repeat it all over again ten years later

as there ever been a smarter remake

than Anniversary? Not only did Crystal

Dynamics filter 1996’s iconic game
through 2007’s tech, but it managed to fit
Core’s pre-existing story into its own modern
trilogy, pitching it as a prequel to Legend while
setting up story elements for Underworld.

Anniversary itself was far more than a lick of

paint. Crystal’s devs stepped into PS1’s dusty old
designs to carve out new routes to challenge the
more capable Croft they’d built for Legend. They
also developed ideas that had slightly missed the
mark in 1996 — the T-rex was twice the size, the

CLASSIC LEVELS

ST FRANCIS FOLLY

A level so iconic that Crystal’s art
team cloned it all the way down

to the floor tile textures. The four
tasks were polished up, too - a
vast statue of Atlas and his globe
replaced a simple boulder, for
example. Oh, and Neptune became
Poseidon - those were all meant to
be Greek gods, after all.

MIDAS’ PALACE

Ten years on and we still adored
the way the Midas myth was
incorporated into the puzzle,
with Lara using the hand of ol’
Goldfinger to turn lead bars

into golden keys. No visit was
complete, of course, without
hopping Lara on the hand herself
and wincing at her shiny demise.

OBELISK OF KHAMOON

The Ancient Egyptians’ eye for
an ornament was beautifully
served by the modern creative
team, coating the walls of vast
vertical shafts with murals so
ornate you almost felt bad when
Lara scuffed her shoes along
them. All that height made for
heart-in-mouth climbing, too.

Greek levels no longer featured
Roman gods and there was no
sign of that skateboarding boss.
Let’s assume/hope he ollied
into some lava. And what
bosses did remain were less
hassle, thanks to Lara’s slo-mo
adrenaline dodge skills.

For all the tweaks, however,
Anniversary’s appeal remained
a testament to the brilliance
of Core’s original. It had more
memorable stages than any

ORIGINAL CONCEPT ART

Raider’s T-rex made a
welcome return, though
the fight was questionably
invaded by some QTEs.

other Raider, with a bite to
the platforming that’s greatly
missed in Lara’s more hand-
holdy reboot. Pairing that
ambition with Crystal
Dynamics’ polished graphics
and improved controls made
for one of Lara’s finest outings.

LVERDICT |

Timeless adventuring met
modern standards with utterly
fantastic results.
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FAREWELL TO CLASSIC CROFT

“Mum, is that you?”
Underworld saw a direct
continuation from Legend
with Lara’s parental search.

Tomb Raider: Underworld

Welcome to the jungle, watch it bring dirt to your knees

hey say “go big, or go home,” but with

Croft Manor burnt to the ground in

Underworld’s opening tutorial, Lara had
only one option. So Crystal Dynamics went big:
planting tombs at the bottom of ocean ravines,
or in jungles so vast they required a motorbike
to navigate. Lara’s hunt for her mum would lead
her to more traditional catacombs, sure, but

FORMAT PS3 . . .
RELEASED 2008 their doors were beyond anything the series
PUB EIDOS had shown us before (and, arguably, since).
DEV CRYSTAL : ‘ot
DYNAMICS Graduatlpg to PS3 gave us a more SOPhlSthated
SALES 26 MLLION Lara. Her virtual bones learned to wall jump,
ALL FORMATS -

teeter along balance beams, and abseil down
TOMB RAIDER:
UNDERWORLD
CONTAINS...

Mutilated manors;
a giant octopus;
realistically filthy
knees; Thor’s
hammer; Lara’s
doppelganger.

TOMB RAIDER:
UNDERWORLD FACTS
W Player Tailoring
was one of the

best difficulty
systems we've seen,
letting you tweak
parameters such as
enemy health and
ammo capacity.

W DLC filled out the
story of Lara's clone,
showing us what she
was up to when not
bothering the real
Croft. Alas, it never
made its way to PS3.

W Lara’s twin sported
her iconic braid, while
Croft had a ponytail

- the clone was born
after Anniversary,
when she had the
classic ‘do’, y'see.

W Keeley Hawes
again supplied Croft's
vocals, while gymnast
Heidi Moneymaker
supplied the poised
mocapped moves.

CLASSIC LEVELS

NIFLHEIM

Lara’s seabed dive felt like a dry
(well, wet) run for Uncharted

4's soggier scenes, as amazing
architecture loomed out of the
Mediterranean murk. Having
dropped your jaw, Underworld
quickly clenched it shut as a
kraken arrived. At least those
nearby spike traps came in handy...

XIBALBA

One girl, two wheels, multiple
tombs. As a biking Lara tore
through a Mexican lightning
storm, we caught a glimpse of
the more open-world raiding
to come. But don't worry, Lara
stayed true to her past by
murdering the country’s entire
panther population. Hooray!

VALHALLA

Norse architects showed a

chronic lack of imagination in
hiding Thor’s Hammer behind a
room full of giant swinging mallets.
It had the subtlety of - yes - a
sledgehammer, but gave us one

of Lara’s finest platforming
challenges as she desperately rode
the thunderous tools to victory.

grappling ropes, while her
virtual skin could pick up dirt
and squelch muddy footprints.

Combat mixed things up
with the ability to target two
goons or endangered animals
at once, though it felt like a
distraction from the acrobatic
main event. Plus there was the
small matter of Lara’s magical
doppelginger — how do you
beat gaming’s most capable
heroine in a fight?

ORIGINAL CONCEPT ART

It was a romp of such scale
and confidence that you might
wonder why anyone saw the
need to reboot it. Okay, it had
one foot in Lara’s linear past,
but if any series has taught us
the potential of ancient history,
it has to be Tomb Raider.

LVERDICT |

With athleticism and grand
designs, Crystal Dynamics
ended its (first) trilogy in style.
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A LEGEND REBORN

With plenty of low-ceilinged
waterways and tight cave
openings, the reboot ramped
up the claustrophobia level.

Tomb Raider (2013)

A reinvented Lara headed for Uncharted territory

ow this is how you bring a beloved

PlayStation legend back to life. After

a five-year hiatus, Lara roared back to
relevancy with an adventure as inspired by
Nathan Drake as it was old-school Crofty.
Crystal Dynamics reset the series mythology
with a tale that wove a new origin story for the
fresh-faced archaeologist ass-kicker. Stranded

FORMAT PS3 P . .
RELEASED 2013 on the beautiful (if brutal) island of Yamatai,
PUB SQUARE ENIX Lara had to save members of her expedition
DEN CRYSTAL while battling a deranged band of cultists.
SALES 8.5 MILLION With the focus very much on shooting and
(ALL FORMATS) . .

showy set-pieces, rebooted Raider owed a lot to
TOMB RAIDER (2013)
CONTAINS...

Over-the-shoulder
shooting; advanced
ponytail physics; a
clichéd Scotsman;
loads of Lara injuries;
amazing beaches.

TOMB RAIDER FACTS

W It was built on
Crystal's Foundation
engine, while the later
PS4 Definitive Edition
offered an unlocked
60fps, plus fancy
features such as
TressFX hair.

W Lara underwent
aradical facelift,
with her new design
based on model
Megan Farquhar.
Californication
actress Camilla
Luddington provided
Croft's vocal tones.

W The reboot’s lovely
score was composed
by Jason Graves. He's
probably best known
for pounding your
eardrums in the Dead
Space trilogy.

W The oft-forgotten
multiplayer launched
with five maps

and three modes,
offering variants on
team deathmatch.

DEFINING MOMENTS

SHIPWRECK BEACH

Being a sort of sandbox hybrid,
Lara’s reboot didn't really do
‘levels’. That said, Yamatai was
brimming with spectacular
spots, such as Shipwreck Beach,
with its ruined vessels, dramatic
crags, and savagely choppy
tides. Blame the wreckage on
that pesky Dragon’s Triangle.

GONDOLA

Not an area so much as a
moment. As Crofty travelled
from Yamatai’s shanty town on
the north side, she embarked
upon a misty gondola ride. This
eerily evocative moment brought
on chills as the slow descent
took in sensational views
through the clearing mist.

MOUNTAIN VILLAGE

Chickens to chase, statues to
unearth, plane wings to scurry
along - Yamatai's mountain
village had the lot. Fast travel

to this idyllic spot and you were
treated to gorgeous shrines and
a seriously pretty waterfall. That
downed craft stole the show,
giving it a distinct Lost vibe.

Uncharted. But while Croft
snuck a cheeky peek at Nate’s
homework, her adventure
offered far more player agency.
Platforming sections demanded
keen timing, while Yamatai’s
sandbox hubs were stuffed
with side-quests, making
them rife for exploration.
Despite Lara’s AK-toting
exploits, Crystal Dynamics
didn’t abandon the series’
quizzical, adventuring spirit,

ORIGINAL CONCEPT ART

thanks to challenge tombs.
These optional, bite-sized
conundrums didn’t just offer
snazzy physics puzzles, but
helped Lara rekindle her PS1
past in a game that so often
looked to move into a certain
other thief’s domain.

LVERDICT |

A radical restructuring of a
true icon that shot to thrill
and rarely missed.
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— ABOVE & BEYOND

uilding on the success of the 2013 reboot,

the sequel bounced back bigger and

better. Following a bread crumb trail left
by her late father, Lara first headed to Syria,
only to find an empty tomb there crawling
with members of the shadowy paramilitary
group, Trinity. From there, she ventured with
her fellow shipwreck survivor Jonah to snowy

;2[*2‘:;;,’,53016 Siberia, and the story that unfolded was filled

PUB SQUARE ENIX with chills, spills, and betrayals.

el The first game’s balanced mix of Uncharted-

SALES 7 MILLION influenced set-pieces with wide-open hub areas
ripe for exploration returned, though, keyly, the

RISE OF THE TOMB

RAIDER CONTAINS...
More adventuring;
puzzle-solving; stealth
takedowns (especially
of the death-from-
above-variety);

100% more snow.

RISE OF THE TOMB
RAIDER FACTS

W Writer Rhianna
Pratchett returned
to craft the story,
though the previous
game’s composer,
Jason Graves, was
replaced by Bobby
Tahouri.

W The 20 Year
Celebration edition
included not only
alternate costumes
for Lara but all
previously released
story DLC. Blood
Ties and Lara’s
Nightmare both
showed very different
sides of the Croft
manor, whereas Cold
Darkness Awakened
was zombie-filled,
and Baba Yaga: The
Temple Of The Witch
featured a trip into
Slavic folklore via
hallucinogenic pollen.

DEFINING MOMENTS

BEAR BOSS

Like the 2013 game, Rise

didn't really have levels - but it
had standout moments. After
overhearing someone meeting

a grisly end in Siberia and
investigating, Lara found a bear
guarding a cave. Later she'd
have to face the beast with nowt
but a good stock of arrows.

CLASSIC LARA

The 20 Year Celebration edition
came with a new wardrobe for
Lara, including some classic
looks. Facing off against Big

Bad Konstantin sporting Lara’s
original polygonal look really had
to be seen to be believed, though
that last-second reveal became
all the more surreal for it...

TOMB RAIDING IN VR

In DLC Blood Ties you had the
option to explore Croft Manor in
VR. With nothing but the storm
outside for company, Lara had to
scour her home for something to
prove she was the rightful heir
to the estate. While not a horror
game, the detailed manor was
creepily atmospheric.

tomb-based puzzle sections
that gave the series its name
in the first place were greatly
expanded in Rise.

Lara returned with a whole
host of new toys to play with
as well, and each area was
constructed with that in mind.
‘While bullets still flew, stealth
was presented as a real option
more often than not, with
Croft able to use foliage for
cover or even launch a stealthy

ORIGNAL CONCEPT ART

Syria made a sunny starting
point - but the bulk of Lara’s
adventuring was in snowy
Siberia this time.

ise Of The Tomb Raider

Lara Croft returns and this time, it's personal

air assault by leaping from a
tree branch.

While the main single-
player campaign was strong,
the game also boasted stern
DLC challenges and a
procedurally generated
two-player survival mode.

LVERDICT |

The second act in Lara’s new
origin story successfully built
upon 2013's solid foundations.
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