








game review byTomDowd 

Lara Croft Tomb Raider: Anniversory 
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Any look at the recent release Lara Croft Tomb Raider: Anniversary has to start with the name. 

Ignoring the absurd title inflation afflicting many so-called sequels, this game title Is correct in 

that it emphasizes the heroine, Lara Croft and the Anniversary classification is, as I will explain 

later, also accurate. The electronic game Industry has few realistic break-out characters - as 

opposed to, say, cartoon characters like Mario - that are recognizable to those besides gamers, 

yet the popularity of Lara Croft clearly transcends the bounds of the game subculture. 

Tomb Raider merchandising has become vast and includes 

videogamesonnearlyallplatforms,two 
big-budget motion pictures, comic books, action figures, 

tradingcards,ancillaryaccessoriesandcollectibfes.The 

LaraCroftcharacterwasalsofeatured in the 

·Got Milk?" print advertising campaign. 

Whatdoesallthismarketingofthe Lara Croft character 

have to do with thegame,youask? Everything. Since 

the original Tomb Raider game came out in 1996, Lara 

Croft has been the focus on two distinct levels: Lara asa 

physicaliconandLaraasgameplaymechanism.Thereis 
little question that the media - primarily mainstream media 

-was more focused on Lara·sappearancethananyother 

aspect of the game. 

Certainly, Larawasdesignedasa male-idealized 

actionheroineanditisthisimagethatdroveasignificant 
amount of the Tomb Raider marketing. 

Herlookevolvedovertheyearsalongwithtechnology 

anditsabilitytorenderthehumanformwith increasing 

fidelity.Interestingly.with each iteration.her physical 

proportionschangedtomorecloselymatchrealisticnorms. 

Her appearance in Lara Croft Tomb Raider: Legend and in 
Anniversary resembles a more reasonable heroine-ideal 

thanherpriorsex-dollphysique.Whetherthisisanodto 

changing gender sensitivities and sensibilities or the simple 

reality that a traditionallydisproportionateLaraCroftwould 

look even moreabsurdintoday·srealistic/naturalisticgame 

enginesishardtosay.Perhapsitisanindicationthatthere 

are more women entering the gaming industry, �~� 



Fall 2007 Schedule 
ALL LECTURES ARE FREE AND OPEN TO TH E PUBLIC 

KEN RINALDO 

September 20th, 5:00 PM 

FergusonAuditorium,600S. Michigan Avenue 

ARTIFICIAL LIFE, ROBOTICS, AND EMERGENCE 

Ken Rinaldo is an artist and Professor of Art and 

TechnologyatOhioStateUniversity. 
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Thetwoprincipals,JoAnnGillermanandRobTerry. 

provideauniqueblendofdigitalmedia , finearts, 

video,sound,computersandinterfacedesign.Viper 

Vertexhasco-producedmanyinteractivemultimedia 

exhibits,includingpermanentinstallationsatChabot 

SpaceandScienceCenter,TheTechMusuemof 

andpuppeteeredanumberofcharactersforCartoon 

Network , Children's Television Workshop , MTV, CBS-TV 

and Paramount Pictures. Ricdesignsfromhisstudio 
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with a sense of empowerment that comes from hope 

intheenduringpotentialofhumanity 



Survey Results 

CORRECT RESPONSES CONTROL GROUP GAME ONLY GAME ANO VIDEO 

Tot al Respondents 

You areworkingatyour 
desk onaweekend and 
you see smoke. 

The minimum number of 
stairwell exit s in a high 
rise is ... 

You have been asked 
to exit the building by 
your firema rshalbut a 
coworker is visibly upset 
and unable to move 

After dialing 911 

While attempting to exit 
the building through a 
stairwell you see smoke 
in the stai rwell . 

All exit s fromyourfloor 
were smoke filled. 

All exits are blocked 
and smoke is f illingyour 
office after sealing the 
door. 

Your primary exit 
is blocked and the 
alternate exit door feels 

lf youaretrappedin your 
office. 

While exiting your office 

You've been instructed 
by the fire marshalto 
st ayon yourfloor but 
you see fireon your 
floor. 
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20.7% 
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78.0% 
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16 

93.8% 
83.3% 

87.5% 83.3% 

68.8% 100.0% 

93.8% 83.3% 

93.8% 83.3% 

87.5% 83.3% 

50.0% 83.3% 

81.3% 100.0% 

93.8% 

81.3% 83.3% 

0.0% 16.7% 



-Thanks to the pioneers of modern psychology, 
we know that games - by their very nature -
are interactive and provide a function far beyond 
mere entertainment. 

Each group, with the exception of the control group, Comments from participants provided us with 

was given the questionnaire after playing HELP or additional information on how to improve the game 

viewing the video and playing HELP. A comparison of and make it more playable by a larger demographic. 

results was used to ascertain how well each group This project has provided significant insight on how 

performed in regard to the learning objectives of serious games should be constructed and how to 
HELP. create methods of assessing their effectiveness. 

Thequestionnairewasdivided intotwosections. 

One section, comprised of six quest ions, was 

used to gather the background of the participants 

in the study. Theothersect ion,comprisedof 

l l questions,measured(preexisting)building 

evacuation knowledge. 

The control groupsurveywassentvia e-mai l to 

faculty and staff of Columbia College Chicago 

invited to participate in the study. Of approximately 

900 questionnaires sent out, a total of 87 were 

completed and returned. 

The final two groups were given packets containing 

the game CD; install instructions and a link to 

one of the three surveys. These participants were 

randomly given packets that would place them into 

one of the two control groups. To keep track of who 

volunteered for the study, participants were asked 

to sign a roster indicating they had received the CD 

and would be expected to return the packet after 

completing the study. They were also asked 

to include comments about their experience. 

CONCLUSIONS 
The resul tsofourstudyshowthal there was an 

increase of correct answers to survey questions 

as a result of playing the game. Because of time 

constraints,wewere unable to gather larger 

populationswithineachassessmentgroup. 

However.even with our sample size, results 

indicatethatplayingthegameclearlymet the 

learning objectives of our project. More time and 

participants,webelieve,would strengthen our 

findings. 

Wehopetoapplywhatwehavelearnedto future 

projects as well as continue our research of video 

games as an important and better way of learning 
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