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Prologue : The player takes control of our hero or heroin in an action adventure style game. In this case I've used Lara Croft in this imagined level for Tomb Raider. The level is aimed at consoles with movement controller capability similar to the PlayStation Move.

Lara has discovered that “five stones of ice” need to be placed in the “freezing gods of Zarukmar” in order to reveal the Zarukmar Tomb. The stones of ice refer to 5 large gems found earlier within the game. The player cannot find anywhere called  Zarukmar on the map but is pointed towards the village of Zarukdaito as a place to start looking.

When Lara arrives in Zarukmar she learns that the village of  Zarukdaito is where the Tomb is believed to have been, it is south west of Zarukmar following the River Zaruk.

Rapidly on to Zarukdaito

Lara soon departs Zarukmar in a canoe heading South west; soon the river becomes more savage as  Lara finds herself in the middle of some rapids.

The player has to use the motion controller in a paddling motion to guide the canoe through the raging water. 

The player needs to  keep a clean line through the freezing Tibetan rapids. Each paddle to the right moves the front of the canoe to the left and each paddle to the left moves the front of the canoe over to the right. 

Paddling also gives a small amount of forward momentum. Visual clues in the water show trouble spots that need to be avoided. Player gets visual feedback on screen when a rock is hit. As the canoe gets more damaged it sits lower and lower in the water and will eventually break in half throwing Lara into the freezing waters and away down stream. Once this section is cleared the water becomes more gentle, almost still and the player can use the direction controller to direct the canoe.
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Slow water Shoot out

Far from being a quiet moment to reflect on the beautiful scenery of the Tibetan Plateau, Lara notices she's not alone on the river. 

Lara's rival treasure hunter, the Russian Postyania Tytinovich has obviously arrived in the area and has sent a squad of elite mercenaries after her.

Some of the mercenaries are in motorised military dingies and they're giving chase and shooting, others are running along the side edge of the river spewing automatic weapon fire.

Using the control stick on the navigation controller to give the canoe direction, the player can use the motion controller to aim and shoot at the enemies. When a rock is nearby, the player can press the circle button to gain cover. The player needs to dispose of as many enemies as possible early on to avoid them all bunching up together near the exit where Lara will stand little chance of surviving the hail of fire.

Lara can perform an Eskimo roll to avoid bouts of heavy fire whilst navigating between rocks, but this affects the health of the canoe and will send Lara into the freezing water.

Once all enemies are neutralised Lara goes further down stream. Before too long her way is barred by a waterfall and has to track inland to get to the village, she moors the boat and sets off on foot.

Thicket Slash

This area is covered in dense thicket and tall grasses. Although there is something of a pathway, it is very overgrown. Lara brandishes her machete and plugs in her MP3 player as she prepares to cut a swathe.

This is an opportunity for the player to explore a wider range of motion possibilities within the game and get in touch with Lara's cool persona as she hacks through the thicket to the beat of her favourite track.

Using the motion controller, the player has to make machete cutting sweeps in order to hack a route through. If the player hacks to the beat of the music they'll cut through more thicket in one go and clear the route more quickly.

Lara could use a similar mechanic to the Uncharted 2 Nathan Drake 'pre-emptive grab breakout' within this section. A stray bit of creeper could threaten to lash around Lara's hand; breaking the player's rhythm. A quick press of the triangle button means that Lara spots the creeper grab and allows her to perform a[image: image4.jpg]Enemy Ai — W
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 backwards sweep machete slash, taking out the tendril terror. Also along this track will be occasional jump and traversal obstacles.

Arriving in Zarukdaito

Eventually Lara arrives in Zarukdaito; it is a beautiful pastoral area with the remnants of a village nearby but deserted long ago. 

Dominating the area are five crudely carved wooden statues; 30 meters high, inlaid with gold and painted with bright colours which are now faded. 

Each statue represents a god from the five surrounding mountains and is posed in a squat position. 

The right arm in the air holding a closed fan in his hands. His left arm is held low with all fingers held as if channelling some energy through his finger tips; the hand from each of the statues is curiously close to the river Zaruk as it slowly meanders through the village.

Examination of a statue reveals a climbing route up to the top of t[image: image5.jpg]


he statue. This uses existing  movement mechanics familiar to most action platform games.
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Up at the top of the statue, the player can hear the cold wind whipping around. The player will be prompted to press a button and on doing so, Lara will place a stone of ice (one of the five earlier mentioned gems) into a recess in the head of the statue.

As soon as a stone is placed the fan opens mechanically and angles itself into the wind. This fan funnels freezing air down through the hollow right arm, into the body and on into the left arm and finally out through the hand and onto the surface of the river.

In addition, a small ledge appears which allows access to the next statue in the series.
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Once all five stones are placed and all five statues are redirecting the freezing wind onto the surface of the river, a cut-scene starts which shows the river slowing down, clumping up and finally freezing over.

Lara can now move around on the frozen river. 
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Moving to a specific section of the frozen river Lara notices a stone door is cut into the side of the mountain and encased in river ice. Lara once again brandishes her machete and hacks through the ice and down to the door where she enters the tomb and onto further adventures!
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