Introduction 1

Complete Introduction
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Action 1

Action 2 (Observation of Cue 7)
Action 3 (Observation of Cue 7
Action 4 (Observation of Cue 7)
Action 5 (Observation of Cue 7)
Action 6 (Observation of Cue 7)
Action 7
Action 8

Action 9

Action 10

Action 11 (Observation of
Automation 1 and Cue 8)

Action 12

Action 13 (Observation of Cue 9 and
10)

Action 14 (Observation of complete
exploration area 1)
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Action 15
Action 16 (Alternative outcome for
Cue11.2)

Action 17

Action 18 (Observation of Cue 12)

Action 19

Action 20

Action 21 (Observation of Cue 14)

Action 22

Action 23 (Observation of Cue 15)

Action 24 (Observation of Cue 16)

Action 25

End of opening cinematic
triggers Cue 1

No action required

No action required

Pulling arrow out of Lara's
side triggers Cue 4 and
stops Cue 3

When player walks up to
pedestal with skull, Cue 5
is triggered

See written analysis

No initial music. Picking
up torch triggers Cue 6
(Not dependent on Cue 7)

Moving towards burnable

crates with torch triggers

Cue 7 (Not dependent on
Cue 6)

See written analysis
See written analysis
See written analysis
See written analysis
See written analysis
Burn 1st hanging sack
Burn 2nd hanging sack

Test action button "B"

Test action button "LB"

Burn obstructing crates
and then move forward
towards exposed gap ina
rock wall

Move through gap in rock
wall

See written analysis

Explore area lok for new
musical events. Lighting
torch triggers Cue 9.

Lighting fabric triggers
See written analysis

See written analysis

Move to next area, let
enemy kill Lara. Moving
fowrad through tunnel to
next area triggers enemy

to attack and triggers Cue
1.

Move to next area
triggering Cue 11, then
escape from enemy

Continue through tunnel
and move into the water in
the cave to trigger Cue 12

See written analysis

Explore new area, a large
cave where the player
must solve a puzzle to
move forward

Solving the puzzle starts a

cutscene and triggers Cue

13, following the cutscene
begins Cue 14.

Listen to Cue 14

See written analysis

Move to next area after
solving puzzle, only
outcome is to fall into a
hidden pit which triggers
Cue 15. When Cue 15
finishes Cue 16 begins.

Listen to Cut

See written analysis

See written analysis

Move to next area and
jump over gaps in floor,
each gap cleared triggers
anew Cue. Jump back
and forth over gaps to
observe Cues.

Continuing to jump over
gaps.

Continuing to jump over
gaps.
Continuing forward Lara
dives under a boulder and
an enemy grabs her ankle.
This triggers Cue 20. Let
Lara die.

MUSIC CUE AS A RESULT FROM
ACTION

Cue 2 (Loop 1)

Cue 4 (Stinger 1)

Cue 5 (Stinger 2)

Cue 6 (Stinger 3)

Cue 7 (Loop 2)

Automation 1

Cue 8 (Stinger 4)

Cue 9 (Stinger 5)

Cue 10 (Stinger 6)

Cue 13 (Stinger 7)

Cue 14 (Loop 3)

Cue 15 (Transition 1)

Cue 17 (Stinger 8)
Cue 18 (Stinger 9)

Cue 19 (Stinger 10)

owers |

Action 26

Action 27 (Observation of Cue 21

Escape enemy to move
into the next area
triggering Cue 21 and Cue
22, but do not proceed.

Letting Cue 22 play, not
continuing forward.

Cue 21 (Stinger 11)

Cue 22 (Loop 5)
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and 22)

Action 28 (Observation of Cue 21
and 22)

Action 29

Action 30 (Observation of Cue 24)

Action 31 (Observation of Cue 24)

Action 32

Action 33

See written analysis
See written analysis

Continue to next area and
then jump over gap

triggering Cue 23 followed

by Cue 24. After clearing
gap, let Lara die.

Listen to Cue 24
See written analysis

See written analysis

Continue ascension and
do not get hit by falling
boulders, however, do not
complete climb. Dodging
each boulder triggers a
new Cue.

Listen to new cues.

See written analysis

Cue 23 (Transition 2)

Cue 25 (Stinger 12)

Cue 26 (Stinger 13)




