TOMB RAIDER GOLD 4 –BREAKDOWN 

Synopsis

It is believed that the fabled Fountain Of Youth lies at the very center of the vortex known as the Bermuda Triangle – it has even been said that this ‘fountain’ does not just merely act as a regenerator of ‘life spirit’ but may also be the gateway to the heaven-like state of Nirvana ( or the true location of Atlantis)…

In mythology, the Bermuda Triangle can be viewed as a sequence of 3 ‘lay lines’ locked into place at the 3 corners by powerful and magical ‘generators’. It is only by the sheer accident of a spilt cup of tea that Lara, while pursuing this mystery, discovers that the Bermuda triangle may have been plotted in the wrong position, and a simple shift in her calculation of it’s geometry reveals 3 possible new locations for these generators. One point lies in New Orleans….

C/S 1a – the legend: 3statues create access to Nirvana/voodoo vision

C/S 1b – the present: Lara triangulation discovery, arrival New Orleans, Dr Ya Ya’s presence.

NOTES: whole opening sequence could be framed by a Voodoo vision ceremony, presided over by shadowy figure- Dr YaYa.

Level One – Mardi Gras

( influences – Angel Heart meets Live and Let Die meets Wild at Heart )

Believing that the generators spoken of in the legend are in fact a series of human-sized statues locked into magical receptacles, Lara begins her search for the first location. Through the festive streets of New Orleans, a warehouse stuffed with huge helium filled carnival balloons and an underground voodoo jazz club, Lara searches for the statue, finally arriving at the famous tomb of Marie Laveau, the voodoo queen. It is here that she discovers the statue deep in an underground labyrinth below the city-like tombs. But no sign of the receptacle…Voodoo magic is rampant in this level, with zombies, ghosts and wolf-dogs ( loup-garous) all sent by an unknown assailant to block her path.

SETS – A. Tomb Of Marie Laveau ( taxi drop-off) 

 B. Basin Street – Houses with verandas, a square, hotel, spanish barracks


 C. Mardi Gras Warehouse -  carnival floats and heads, fish factory, cranes


 D. Church leads to underground Voodoo Jazz Club and Labyrinth under tomb

CHARACTERS – Dr YaYa’s  Henchmen (bald, shades, suits) B,C



       Voodoo Torchbearers – ( one in A, rest in D)



       Dogs – A,B



       Bats – A,D



       Ghosts – zombie spirits D



       Flying snake Woman – ghost of Marie Laveau, D



       Mummies – zombies ( couple in B, rest in D)



       Rats – A,B 



       Scorpions – voodoo-like creepy crawlies – induce visions, D

PLOT PROPS –     A. Tomb offerings ( statue clues), ceremony ingredients



       B. Written clues – eg books, apothecary potions, a rooster’s foot.



       C. As above – Beauregard memoirs, civil war 



       D. Jazz instrument, ceremony ingredients, eg a tongue.

WORLD PROPS-  A. Statues and Angels, tombs, urns, coffins, skeletons.



       B. Verandas, hotel sign, statue in square ( jazzman)



       C. giant floats and heads



       D. Flaming torches, bonfire, skulls and skeletons, plus A.

STATUE LOCATION – In Zombie crypt under Marie Laveau’s tomb.  

RECEPTACLE LOCATION –  None

TRAPS – 

VISION- Ceremony of removing statue – vision of plantation surroundings for receptacle ( flipmap of statue room)

SECRETS- 1. If statue ceremony is performed differently ( ingredients, a shrunken head,   tongue, a rooster foot etc) then a different vision opens up – 

2. Link to Paddleboat ( showboat) – bonus level. Very musical! Small theatre  on board, rooftop fight.

3. something simple! – eg a secret small tomb in A., or Mardi Gras

NOTES-  Possible jeep for sections A and B. 


    Possible split into 2 load sections, AD and BC ( too many characters)


    Section C – really the ‘blues’, i.e. in blue!


    Music – Jazz/blues, voodoo chant

Level two – Plantation

( influences – Angel Heart meets Mandingo meets Southern Comfort meets Deliverance)

Lara discovers that the receptacle is located on an old Plantation deep in the Louisiana Bayou. It seems that the plantation’s owner, General Beauregard, was Marie Laveau’s lover, and it was here that her Voodoo ceremonies took place, fuelled by the ancient power of the Statue/generator. The art of Voodoo can be seen as a magical link to the primitive past, but Laveau’s power was weakened by the fact that the three generators were NOT in place, and her followers could only achieve trance-like visions of Nirvana, and become regenerated as zombies. The statue from this location had been removed to New Orleans during the American civil war, after Beauregard’s crushing defeat at Shiloh.

Amidst a level of Mangrove Swamps, alligator farms, voodoo ceremonies and zombies rising from their graves, Lara replaces the statue and receives a vision of the location of the next receptacle…It is discovered that her nemesis for this adventure is Dr Ya Ya, a voodoo priest dedicated to preserving the secret of the fountain ( and descended from the original Arawak natives to whos’ culture it belonged).

SETS – 

CHARACTERS – 

PLOT PROPS –

WORLD PROPS-

STATUE LOCATION – 

RECEPTACLE LOCATION – 

TRAPS – 

VISION-

SECRETS-

NOTES-

C/S 2. Vision – statue is removed from Port Royal. Map fade.

Level three – Port Royal

( influences – The Barbary Coast, Mutiny on the Bounty, Pirates of the Caribbean)

The ancient pirate town of Port Royal lies on the next point of the triangle, and Lara discovers that the receptacle is in fact buried  in the part of town that disappeared underwater in the great Earthquake of 1692. Exploring the island shanty-town on her motor-cycle, Lara learns that the statue was stolen by Coronado and his Spanish Conquistadors back in 1545, and supposedly removed to the legendary Seven Golden cities of Cibola, somewhere on the Spanish Main. Facing the voodoo rejuvenated pirates and native spirits, as well as countless hammerhead sharks and black rats, Lara realizes that the fabled city of gold can only be accessed in a vision as part of a voodoo ceremony, and somehow she must move the statue from it’s spiritual home to return it to it’s physical location deep in the shining waters of the Caribbean…

SETS – 

CHARACTERS – 

PLOT PROPS –

WORLD PROPS-

STATUE LOCATION – 

RECEPTACLE LOCATION – 

TRAPS – 

VISION-

SECRETS-

NOTES-
Level four – The Golden City

( influences – Aztec legends, Spanish Galleons, Legacy of Kain, Lawrence Of Arabia, Jason and the argonauts)

Lara enters the Golden city of Cibola via a voodoo trance. Here she must constantly deal with the two changing states of the city – a fabulous golden pyramid/tomb, and a transparent mirage shimmering in the desert. She must locate the statue and move it from  the desert-like state of the mirage to the glittering vision of the golden city. Facing her will be the ghosts of conquistador horsemen, warrior skeletons and flying mythical beasts. Once the statue is found and transferred from it’s physical location, buried deep in the desert sand, to it’s spiritual location in a golden temple, it can be transported via the voodoo trance to it’s original home in Port Royal.

SETS – A. Desert Ruins – interchange with B. use jeep. Broken totems, angled ruins


  B. City Mirage – interchange with A. visions of temples and pyramids


  C. Pueblo – interchange with D. Ruined village with underground excavation

  D. Cibola Temple – interchange with C. Underground palace. Statue altar.

CHARACTERS –  Dead Conquistadors – in vision, can’t be killed A. open ‘gate’.



        Metal Knights – as conquistadors  B, D



        Knight on horseback – as conquistador. D



        Eagles –as condors, A, C



        Scorpions (small) – all areas



        Scorpions ( large) – C, D



        Rats



        Jackals – desert, A,C



        Skeletons – C,D 

PLOT PROPS –  Spanish gold trail. Skeletons pointing. Buried objects recognizable in visions. Map of cibola by coronado. Gems for cibola ceremony ( C to D).

WORLD PROPS- Altar, bodies of conquistadors, treasure, cactus, ruined signs, distinctive rocks. Huge talking head.

STATUE LOCATION –  Buried in sand near Pueblo – C.

RECEPTACLE LOCATION –  None

TRAPS – 

VISION- Level is a sequence of visions ( flipmaps) use shared landmarks to locate statue.

SECRETS- 1. Spanish gold trail – trail of gold doubloons leads to Conquistador graveyard – ferocious trap or beast. Reward – TREASURE!


        2. By performing a different ceremony, Lara gets an entirely different vision – transparent mirage city. ( a reflection of Atlantis?)


        3. The Tomb of Ponce De Leon, with Fountain of Youth clues.

NOTES- good location to use jeep? Sequence is critical – arrive in vision B, get dumped out into reality A, use clues to find pueblo and location of statue C, create new vision D and replace statue to bring back ( repeat A?) Return to level 3

C/S 3.  Brief reprise of receptacle in level 3, statue in place, and lead to capture by Dr Ya Ya and taken to island, as triangulation is completed at island on map.


Level Five – Dr Ya Ya’s compound

(influences – Man with the Golden Gun, demented funhouse, Jurassic Park compound)

The energy created by the replacement of two of the three statues pinpoints the location of the 3rd receptacle – a seemingly deserted island in the vicinity of Bermuda. Arriving there Lara is confronted by her nemesis Dr Ya Ya and is shocked to discover that the third statue is not actually missing or even in place, it is lying a few feet away from it’s receptacle, but carefully guarded and separated by Dr Ya Ya. Turns out he is protecting the secret of his ancestors, the Arawak, who have been exterminated on Earth but live on in their Nirvana. No outsider shall ever regenerate the fountain of youth, and Ya Ya was confident that the missing statues would never be reunited and the triangle formed… Every creature we have left is changed and zombified and pursues Lara though the Bond – modern décor of the house, the deadly pool, the hall of mirrors, the graveyard, chapel and the underground tombs of Dr Ya Ya’s fiendish island. Should Lara ever manage to reunite the 3rd statue then….

SETS – A. Modern mansion – mansion exterior compound, shark pool


  B. mansion interior – ‘funhouse’, hall of mirrors, statue room


  C. Zombie Graves/ voodoo clearing

  
  D. Underground Coves -  ceremony site, final altar. 

CHARACTERS –  Guards – as level 1 A,B



        Ninja assassins – YaYa’s private guard A,B



        Dogs – A,B 



        Mummies – zombies, two types – C,D



        Ghosts – voodoo spirits C,D



        Thor god – Dr YaYa transformed – D



        Sharks – A



        Bats – D



        Beetles – crabs A,C

PLOT PROPS – Dr YaYa on multiple television screens. Final altar

WORLD PROPS- modern art, sculpture, 50’s furniture, graves and crosses, pool furniture, hanging sacrifices, fire-boats, butterfly collection

STATUE LOCATION –  In heavily guarded statue room inside mansion

RECEPTACLE LOCATION –  In ceremony site in underground cove.

TRAPS – 

VISION- vision of 3 statues reunited – gateway ( Fountain of Youth ) opens

SECRETS- 1. Welcome to the BatCave – YaYa’s underground operations centre, perhaps YaYa himself, and a super-duper Batboat. Oh, and a golden gun…


       2. funhouse2 – a funhouse ride special.


       3. Possibly, the ONLY access to the Fountain of Youth, and Lara’s salvation.

NOTES- Depends on whether Fountain of youth is a true, or bonus level. Sequence of events to be determined – Lara’s ‘death’, FofY activated, Lara regeneration. Island explodes to break the link forever...

Level Six – The Fountain of Youth  

In this surreal and ancient level, Lara dies – that’s right, dies, as the towering vortex that is the fountain of youth and the gateway to Nirvana swirls around her…Dr YaYa has won, and has protected the secrets of the ancients…or has he?

· By some strange quirk of fate, the body of Lara is swept into the vortex, and the regeneration takes place – young Lara emerges….to doubtless win the day, discover the secret of the true Atlantis, to become older Lara again, to destroy the gate and so protect mankind….

..or, in a dramatic Dark Knight – like move, and in a wonderful marketing coup – Lara ends the game aged 14, is reinvented, and thus has plenty of time left for further adventures…

SETS – 

CHARACTERS – 

PLOT PROPS –

WORLD PROPS-

STATUE LOCATION – 

RECEPTACLE LOCATION – 

TRAPS – 

VISION-

SECRETS-

NOTES-
Bonus Levels 

1. Pitcairn – Lara discovers that by triangulating from the Bermuda axis a ley line runs right to Pitcairn Island near Tahiti. Tracing the journey of the stolen statue, she discovers that Bligh’s intended trip on the Bounty from  Tahiti to the Caribbean was in fact a cover for the recovery of the statue. On Pitcairn, the final resting place of the mutineers, Lara encounters the ghost of Fletcher Christian deep in the caves under the island…

2. Steamboat – a short transition based on the train level in TR4, but with a vertical levelled paddle steamer instead of a linear train. A good transition used around New Orleans.

3. Sunken ships Graveyard – all manner of vessels lost in the waters of the Bermuda Triangle, discover the secret of the Mary Celeste, and walk on a living island in the Sargasso Sea. 
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