TOMBRAIDER II  -  THE GOLDEN MASK

The original Tombraider II levels find Lara encountering Warrior Monks and crazed cult members plotting against her as she travels from the remote mountain peaks of Tibet, the canals of Venice and even to the bottom of the sea on her search for the dagger of Xian. In the four new levels (plus one bonus level) included in Tombraider II Gold –The Golden Mask,  Lara is off to find the Golden Mask of Tornarsuk.  

During the course of her day-to-day investigative research,  Lara comes across some “clues” referring to Melnikov Island, a small island in the Bering Sea.  The clues include an old 1945 newspaper mentioning a conflict over an Alaskan gold discovery; a secret Russian blueprint outlining some kind of fortified military mine base; and a faded photograph showing an Inuit whale hunter holding what looks like and ancient Golden Mask. Lara discovers that it might be the long-lost Golden Mask of Tornarsuk – a “greater Spirit,” said to bestow  powers of re-animation on the wearer of the mask.

Next stop:  Alaska……
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WHAT REVIEWERS ARE SAYING


… the new levels are pretty tough and should keep you playing for quite a while…..On the whole the new levels are well thought-out and attractive, with plenty of action to keep Lara fans amused. 

Score: 9.5/10 

PC Gaming World

Tomb Raider 2: The Golden Mask 

 If you like ANY of the Tomb Raider series then this re-release is worth catching - it's not many games that bother to add new levels for a budget re-release and this includes four- the titular search for the Golden Mask. These four on their own are more challenging than most entire games these days. 


X-treme Games Network

Tomb Raider 2 - The Golden Mask 

The incomparable, irrepressible Lara Croft is back, with four new levels in Tomb Raider II, The Golden Mask. Lara’s movements -- especially her swimming -- are smoother and more lifelike than ever. And she has never looked more beguiling in the water, particularly from some of the more "interesting" camera angles. Visual detail is better too: both Lara and the scenery elements such as rocks are smoother and less. This latest incarnation of Tomb Raider further solidifies the game as the world’s best, most-popular RPG adventure title. 

Rating

*****

ZDNet

Tomb Raider II - Golden Mask Review

All of the levels are very well paced and game play is excellent. Imagine, taking all of the best elements of Tomb Raider II and making 5 levels from it. You won't find any ship levels here!

PRIVATE
The Cold War: Classic Tomb Raider II, Grade A 

…the most wonderful part of the level is the Ice Palace defended by ghosts of the Intuit Warriors. Game play is very fast paced with a lot of action, shooting it out with the mercenaries. Puzzles are simple with the exception of the "Easter Egg". Since it kept me up until midnight, I will give it a grade A.

Fool's Gold: Shoot em up! Grade B 

….this is just plain shoot em up! The dark room is just plain terrifying. Secrets are well hidden. Grade: B If you like shoot em ups, you would probably give this level an A.

Furnace of the Gods: Lara goes exploring! Grade A 

In this level, Lara goes exploring ala Tomb Raider I. The graphics of the level are beautiful and alone are well worth the trip. It is comparable to The Deck for the exploring factor, but not quite as difficult. The secrets are very well hidden, and you will have to use all of your wits to find them. 

Nightmare in Vegas: WOW! Grade A++ 

Nightmare in Vegas is the bonus level and has been receiving rave reviews. Nightmare in Vegas is sure to be an all time classic like Lost Valley. 
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WHAT PLAYERS ARE SAYING

The best Tombraider….

Anna Jouppi from Finland, 04/14/00
This is absolutely the Tomb Raider ever! Not even the Last Revelation can beat this. This game has something new and special. I don’t think there will ever be better Tomb than this!! Well I know I'm not very good at writing reviews nor english, but the genuity in this game is outstanding!! 


The supplement of Tombraider II….

Joe from USA, 11/09/99
You can't really rate this game as if it were a whole different Tomb Raider game, because it isn't. It is a great supplement version of the popular Tomb Raider II, and in my opinion contains the best add-on levels they could ever offer. It takes you back to the familiar graphical interface that Tomb Raider II had, an puts you in 4 newer and more complex involving levels. The story line, though faint, is fair in that it could have been a little more complex, though I think it suits this type of game well. It just adds to the fun of completing Tomb Raider II and then saying, "well the adventure isn't over yet." 

Excellent addition

Jasmaster from Vancouver, WA, 08/16/99
The game is more of what we love... Lara in her natural habitat! 
The new levels are great and challenging!

Brilliant from start to finish….

Numb from the Eidos Interactive forums wrote, "Brilliant from start to finish. Far more enjoyable as a bonus level than All Hallow's, which felt like a labyrinth marathon. If you treated Vegas like a fun bonus level, you won't have been disappointed. "

THE GOLDEN GIRL 

chanele21
by:  (Sat Jan 29 '00) 

Pros: great filler while waiting for new raider to come out
Cons: could have been more levels

Lara has done it again!
As some of you already know by now, I am a die hard fan of Tomb Raider and am thankful that I have a PC to get me through the dark times of waiting for the next adventure of Lara Croft! Now I have the best of both worlds. When I'm waiting for a new playstation release, I have the PC Gold series to keep me going until then, and it seems as if they always have it timed just right. 

The Gold Series consists of only a few levels, which of course are pretty long, that uses the storyline of the previous game. The levels are a continuation of the game levels in TR2. 

The graphics were really well done and I found that they finally provided enough medi packs and ammo and flares that were needed to complete the game. ( couldn't say the same about TR2 ) This got me excited and left me with the idea that Eidos listened to our complaints and decided to do it " our way ". 

 Any true diehard TR fan, i'm sure is eagerly awaiting the release of TR3 Gold. Come on all, we know it's gonna happen and if they make it as well as the TR2 Gold, then I CAN'T WAIT TO PLAY IT.

This is a great game to play on PC if you are new to the world of Lara Croft. It's a great teaser to give you a taste of what TOMB RAIDER the series, is all about and I highly suggest that if you are the type who likes to use your brains in a game instead of just "SHOOT EM UP" then you HAVE TO TRY THIS AT LEAST ONCE.

The puzzles are mind teasing and if you do like the "SHOOT EM UP" style the don't worry, Eidos didn't forget you. There are plenty of situations where you can blow things up, if fact in some cases, it's a must, right along with bad guys and creatures.

GIVE IT A SHOT AND I CAN GUARANTEE THAT LARA CROFT MAY END UP BEING "YOUR NEW GIRL"
Have fun all.

Recommends to friends? Yes
________________________________________________________________________

LEVEL DESCRIPTIONS: 

Insert coldwar01.jpg
(LEVEL I) THE COLD COLD WAR

In this first level, Lara drops from a helicopter onto an island in the Bering Sea. She finds that mercenary treasure hunters have arrived before her. The mercenaries are part of an organization known only by the acronym A.V.A.L.A.N.C.H.E.  She must battle armed guards on foot and on a snowmobile as well as avoid or kill hungry, indigenous wildlife such as snow leopards, bald eagles, great white sharks, and other creatures. Dramatic confrontations, snowmobile battles and contact with the spirit world finally bring  Lara  into the heart of the old, seemingly abandoned mining complex...

Insert level screens
________________________________________________________________________

Insert foolsgold01.jpg
(LEVEL 2) FOOL’S GOLD

The facility is, in fact, a secret Russian government mine, long since
abandoned, but populated now by mercenaries and wild animals.... The
Russians had obviously built themselves a stronghold in this 'national
no-mans-land' to help themselves to the enormous gold reserves discovered
there. But why was the mine abandoned so quickly? What did the Russian
soldiers see that scared them so much.  Lara delves deeper and deeper into the old mining complex……

Insert level screens
________________________________________________________________________

Insert gods.jpg
(LEVEL 3) FURNACE OF THE GODS

Lara finds herself in an area where the 'prospecting' has suddenly stopped and a pile of skeleton fragments and eerie cave paintings issue a stern warning. The mine had been built above an ancient Inuit settlement - a warren of cave dwellings, sacrificial chambers, furnaces and rivers of gold.   Lara finds the artifact, and discovers its strange power of resurrecting Inuit warrior-ghosts as she continues to battle the gold-hungry mercenaries. It seems like the Inuit were working the gold veins, and creating molten gold in order to appease their Gods, a fact reinforced by the storytelling walls and the sacrificial 'welcome' rooms. Suddenly Lara is trapped in a sacrificial device as the Inuit gods appear...

Insert level screens
________________________________________________________________________


Insert yetiking.jpg
(LEVEL 4) THE KINGDOM

The 'Gods' in fact, are strange Yeti-like creatures, fierce and tough, living in a lush tropical valley, a 'Shangri-La" hidden from the world for thousands of years. Gold is everywhere.  Ancient technology has been used to keep the heat and light pouring into this mysterious chasm - but for what purpose? What will be revealed to Lara as she puzzles her way out of trick cages and the dense forest of the Yeti Kingdom?  What is to be her fate once she places the artifact into a ceremonial receptacle and unwittingly activates an enormous 'Kong-like' Yeti ……..

Insert level screens
________________________________________________________________________



Insert vegas.jpg
(LEVEL 5) NIGHTMARE IN VEGAS
Lara finds herself at the 3 Kings Convention Center in Las Vegas and in the middle of a kidnapping…Perhaps it was all a dream, or will the ghost of Vegas Elvis finally be laid to rest?! 

Insert level screens
Interviews with Tomb Raider2 Gold creator, Philip Campbell, on designing Tomb Raider

Prospecting for Gold: An Interview with Tomb Raider Gold designer Philip Campbell 

Written by:
David Laprad 

On Friday, March 20, Eidos Interactive gave legions of Lara Croft fans a very nice thank you in the form of four free add-on levels for the original game. Called Tomb Raider Gold, these never-before-seen levels were designed by Phil Campbell, producer and designer for a number of Eidos titles. The new levels are split into two sections: Unfinished Business and The Shadow of the Cat. Unfinished Business consists of two expert levels chronicling Lara's dramatic return to Atlantis, where she must destroy a hidden alien hatchery. The Shadow of the Cat levels take players back to the City of Khamoon to embark on an all-new adventure. The Adrenaline Vault was able to catch up with a busy Campbell and get his insight into the Tomb Raider Gold design process and all things Lara Croft. 


Jack of all Trades

AVault: Thank you for taking time to speak with us. How long have you been involved with the world of Tomb Raider? 

Campbell: I have been doing Tomb Raider-related work since March of last year. When Jeremy and Adrian Smith saw my work on another Eidos project, they asked me if I would like to design some expert levels. I worked at Core in England for a couple months creating concepts for a number of possible levels. Subsequently, I designed and built the two Unfinished Business levels. Later, I designed the Shadow of the Cat levels with the help of Rebecca Shearin, a senior artist here at Eidos. 

AVault: What other game development experience do you have? 

Campbell: I started work at Domark in San Mateo a few years ago. Before that, I had been an architect for 15 years. Initially, I was art director on a couple of projects, and now I am handling producer and designer roles on a number of projects. Currently, I am working on Vermin with Kronos Digital and Omikron with Quantic Dream. I guess I am the office handyman! I try to get involved in all design related projects, ranging from external development to Tomb Raider publications, comics, and merchandising. 

AVault: Where does your work take you? 

Campbell: Technically, I am a senior producer and designer working for Eidos USA and based in San Francisco. However, my current schedule has me spending six weeks in Paris working on Omikron and two weeks in Los Angeles working on Vermin. In Paris, I just completed the recording and motion capture sessions, and am currently concentrating on level designs. Although I work for the publisher, I supplement the Omikron design team. On Vermin, Tom Marx and I form a production team, helping the external developers with design issues. We have been very involved with this project from the beginning and are trying to break down the traditional concept of publisher and developer relationships by working closely with the team on all aspects of the game. Back in the U.S., I am currently designing a marketing, packaging, and website campaign for Omikron with the marketing department, and working on another Tomb Raider product. 

AVault: Working on another Tomb Raider product? Do tell! 

Campbell: [to the sounds of his hands being tied by public relations] Soon! Very soon! 

AVault: Why is Eidos publishing Tomb Raider again, this time with extra levels? 

Campbell: Tomb Raider Gold is an added value product. The four new levels, extra goodies, and the low price make it a great deal. There are probably a lot of new converts to Tomb Raider following Tomb Raider 2, and we wanted to make it easy for them to pick up the rest of the story. 

AVault: It is rumored the Unfinished Business levels are for expert players only. What special challenges confront players in these levels? 

Campbell: The two levels that detail Lara's return to Atlantis are meant to follow directly from the end of the original game; therefore, we had to make sure the difficulty was as high, or higher, than the preceding levels. I do not think they are that difficult, but the player who really wants a test should play them before the Shadow of the Cat levels to limit the number of pickups and weapons. 

AVault: You do realize cruelty in game design is a punishable crime. 

Campbell: I do not think we are being cruel! Devious, yes. Even sneaky. Hard, but fair. I think the levels reward careful play. No enemies materialize from thin air, nor are there random deaths, except for that one situation.... 

AVault: Do the new levels concentrate on adventure-style puzzles, similar to the King Midas brain-buster from the original, or are they more focused on action, like the sequel? 

Campbell: Both, although there may be a slight emphasis on action. The nature of the Atlantean foes makes them very tough enemies. On the other hand, the first Unfinished Business level is like a puzzle box. You must have an understanding of where rooms are in relation to one another. The Shadow of the Cat levels are more focused on mystery and mysterious puzzles. The player can get cat visions, and some objects transform. I loosely based a series of room puzzles on the Nine Lives of the Cat, an Egyptian hierarchy of gods. For instance, there is the Sun God room, where everything looks like it has been bleached out by the intense rays. 

AVault: Describe the conceptual development of these levels. Did you do any special research, and run into any unique design problems? I imagine you drew upon your experience as an architect. 

Campbell: The Unfinished Business levels are based around a tight architectural construct. There are a lot of transparencies highlighting the connections between the various spaces. I imagined a giant underground hatchery, built out of the synthesis of a crumbling ancient architecture and a horrific kind of gunk. This is why you will find some very organic areas growing out of some fairly formal sets of rooms. Of course, everything is built upon the fiery red lava, and I wanted the lava to be constantly bubbling and popping throughout the levels. I worked around a lot of concepts I felt constituted good level design, such as foreshadowing events, allowing the player overall tactical views before a confrontation, building up the intensity as the action progresses, all the time considering dramatic camera angles and dramatically designed spaces. I did the Shadow of the Cat levels because I loved the Egyptian look in the original game, and wanted to add to the mythology of Khamoon. I did do a bit of research into Egyptian lore and culture, but mostly I imagined huge outside spaces, vast expanses of desert, and gigantic pyramids. 

AVault: Describe the actual dynamics of constructing the levels. 

Campbell: The editor was a joy to work with. Rather than feeling like I was building models, plane by plane, vector by vector, I felt as though I was sculpting space, taking a solid block of matter and carving out an environment. Designing Tomb Raider levels involves a lot of late nights, on-the-spot testing, and subsequent tweaking and rebuilding. One of the great advantages of the editor is you can test as you go along. 

AVault: How easy was it to pick up the editing tools? 

Campbell: The tools are geared to results, and I think part of the success of the original game is due to the quality of the level editor. It is very simple to build, test, and revise. The original did have some limitations, but these tended to focus the design rather than hinder it. Of course, my challenge was to build levels with the same high quality as the original, and I hope players find the maps challenging, compelling, and enjoyable. 

AVault: Do you think the editing tools could be mastered by the Internet community? What are the chances of them being freely released? 

Campbell: Anyone with a creative eye could build playable levels, and I hope you will soon have a chance to do just that. 

AVault: You mentioned working with Rebecca Shearin on the Shadow of the Cat levels. Is there new art in Tomb Raider Gold? 

Campbell: Rebecca and I came up with some concept designs in the Shadow of the Cat levels, and she made some great new textures, many of which have a feline flavor. We had to stick very closely with the original textures for the Atlantean levels for continuity's sake, but I had a free hand as far as structures and constructs were concerned. For the Egyptian areas, I started out with pretty much the same texture set as the original, then gradually introduced new material as the mystery progressed. We were also aiming for more dramatic outside spaces than the original, so the levels ended up being pretty huge. 

AVault: What is your take on the Lara Croft phenomenon? Do you feel there have been any missteps along the way? 

Campbell: Of course not! The whole Lara Croft and Tomb Raider franchise is the current preoccupation of many talented people at Eidos and Core. Everything is carefully geared to respond to our audience's wishes, and each step is meticulously planned. With a movie deal now in the works, it is critical for us to generate a quality script. Eidos makes sure experts are employed to deal with every conceivable expansion area for the franchise. 

AVault: Where do you see the franchise going? 

Campbell: Tomb Raider is both a series and a franchise, and has potential to develop in many directions. The movie is an exciting opportunity, and as long as people want Lara Croft games, we will continue making them. 

AVault: Describe Vermin and Omikron, as you are able. 

Campbell: Briefly, Vermin is an exciting 3D arcade action game, and Omikron is a real-time action and adventure title. Both look to be potentially great games, and we will be releasing more details as they develop. Certainly, they will both be featured at the Electronic Entertainment Expo this year, alongside our many other titles

___________________________________________________________________________

Tomb Raider 2 Gold – Interview with Philip Campbell

Ahh, Philip Campbell. The man who LOVES feedback. heh heh (then again, who doesn't?) Philip Campbell is the Production Leader for the Tomb Raider 2 Gold game. I had the esteemed privilege to interview him in regard to this TR expansion pack. On a personal note, I would just like to say that Mr. Campbell is a really nice guy and more than just a fan for the TR games. I could arguably say that he knows more about the "inside" of Lara than most of us combined. (OK, ok, Bad programming joke.. >=P so sue me) 

3 Long hard grueling months ago, Philip Campbell and his Production team started the creation of TR2 Gold. 16+ hours a day for 7 days a week straight hardly seems feasible for most of us but not for Campbell's team. Not only did he and his team do this, but they did it with style. The 4 new levels on TR 2 gold are really quite incredible. Visually and mentally speaking. I had the chance to play (ok, watch Philip play) 3 out of the 4 new levels and I must say this.... "WOW" Rebecca Shearin (Senior Artist for Tomb Raider 2 Gold) really outdid herself. The new graphics and "retextured" enemies are visually amazing. 

Without giving away much of the plot or what to expect, the 2nd level (Fools Gold) is probably gonna be my favorite level, and that's just visually speaking. From what I saw of the gameplay and what it looks like, the rest of the level is going to be incredible. The Northern Lights on this level (when you enter the main courtyard) are visually breathtaking. Honest to God, Philip and I were so immersed in our talk about the visuals that we didn't notice poor Lara getting shot. ;_; Lara died but I couldn't stop looking at the backdrop and textures of the level. 

The additional levels all look really good and there are even a few surprises (enemy wise) that nobody knows about yet. Although I promised Mr. Campbell I wouldn't mention the new enemies or any of the level surprises, I can say this. Philip brought back an old Enemy! 

"So what" you might be asking, well the reason I'm saying this is that this particular enemy has been re-textured and revamped and looks visually Beautiful. I'm telling you this because Mr. Campbell has taken a lot of time and energy to make this the best that he can make it. When you play the rest of the levels, you will see what I'm talking about. 

Question: "What does Lara and the Tomb Raider series mean to you personally? How has does this tie in with the creation of the TR 2 Gold game?" When I asked Mr. Campbell this question, I wasn't prepared for the amount of detail in his response that he gave me. I apologize for not getting direct quotes but I did take snippets from his answer. Many people don't know this but the phrase, "The World revolves around Lara" actually isn't far from the truth ^_~;;. What do I mean? well let me put it to you this way. Tomb Raider, the game as well as the editing program used to create the levels are all proportioned around Lara. The jumps within the game as well as the physical tiles and textures are all designed to work with Lara and her abilities in mind. ::catches breath:: So, in all essence, her programmers know her the best. This is why Philip is probably the best candidate for Lara Questioning. ^_^ 

To get inside the mind of Lara, you have to know her. Know her moves, know her limitations and know her style. Once you got those fundamentals, your have your basis for creating Tomb Raider 2 Gold. ::catches another breath:: @_@;; Now back to the game itself. When you actually get to play TR2gold, pay particular attention at the level itself. Most of us do anyway but with Mr. Campbells levels, the Level itself tells a story as well as surroundings. I went back and played first levels of TRgold (the original) and I noticed a similar pattern. If I was stuck on a particular part within a level, the level itself guided me to the next destination. The same applies with these newest Lara Levels. Although I can't speak for every section with each stage, I can say that Mr. Campbell likes to go for "Surprises" rather than super-duper-impossibly-hard-puzzles. (hint hint nudge nudge) 

Well, that just about wraps it up for my interview with Mr. Campbell. From what I got out of the interview, I can promise you this. If you didn't like TR2 that much compared to the other Tomb Raider games. Give this one a chance. Philip stayed very close to the gameplay of TR2 so expect a lot of enemies but at the same time, prepared to be immersed within the levels itself while your playing. If you don't, you probably wont enjoy them as much. =P 

Tombraiders.com
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