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THE GOLDEN TOUCH

Destined for true classic status in years to come, GoldenEye is
perhaps Rare's most accomplished achievement to date. Edge met
with the team responsible and spoke to some of its key members

erhaps more tham any

ather title, GoldenEys is

the greatest axample ol
Rare's creative and technical
expertise, having pushed bach the
boundaries of the videcgama. It's &
title that seems to have captured
the easence of G4bit gaming with
unbridied sophistication, shumning
the bright and breezy attitude of
most NE4 titles in favour an
altogether more mature theme.
In short, it's @ modern classic.
Perhaps most surprisingly, it was
ereated In the most part by
individuals who hadn't worked in
Y ' ey > hfﬂ“‘-

Edge met the team behind the

project and spoke to three of its
key mambers - Martin Hollis
(game director/programmaer), Dave
Doak (software engineer/designar),
and Karl Hilton (3D artist).

Edge: So, apart from the film
(obwiously), what were the main
Influences for GoldenEyel?

Martin Mellle: We couldn’t pratend
we didn't play Doom a lot.

Karl Hilton: And Virfua Cop as

well. It was pagged as being a
Doom and Virtue Cop synthesis at
the baginning.

Edge: And when ezactly did the
werk on the project begind

Dave Doak: Two and a hall years
sgo. Well, no, probably getting
towards three years ago now - it
was January 1995 It was when wa
were first getting the emulators for
the NE64 chipset | remember we
didn't actually have the actual
hardware ot the time.

PD: There was all the pain of
changing over to now hardwara.
MH; it was just an enormous
smount of trouble because wa
didn't hawe the final hardware and
we were using Onyx emulators; we
didn't get much mileage out of
them at all. Then we recelved an
watly build of the sctusl N64
hardware and wa realised that it
was quite different — it wasa't an
emulator any more, it weas some
appravimation of an N&4,

Edge: How long was It belore you
£ot the game engine running?
MH: Probably about a year. It was
a very long time because |

remember in "95 there wasn't
muth of a game.

Edge: It was first shown st
Shoshinkal on video, wasn't in?
KH: There was no gon on screen,
no deaths, you got to travel around
the aichives and that was about it

CONTROLLING IAMES BOND

Edge: What do you think separstes
Goldenfye lrom most firstperson
PC games?

MH: | guess the major difference is
with the control system. Its a fairly
obvious remark, but an anslogus
controlier makes a big difference.
The analogue stick is good - it's
perfect. | suppose.

Edge: Yes, but it could be u’ud
thal using & mouse with & PC
offers a similar degrea of flexibiliry.
MH: Yea, that's true, but it's not
tha same bacause you keap having
to mowve it back, whereas the N64's
stick re-centres.,

KH: There's baen a lot of stull on
the Net about why we haven't got
& jump or why we haven't got a
run button. Firstly the analogus’s
meant to be for renning anyway =
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if you push forward you are
running and il you look at the
speed you're going it's actually
quite reslistic for running.
Secondly, there are no more
buttons left anyway for & run of &
jump so you'd have to start dolng
strange combinations with things,
You'd nead a Joypad with, say, 14
buttans if you want to get
everything that everyone wanis in
i PC game.

MH: The worst thing about running
is that everyone runs the whaole
time anywiy. On Quake you've got
a configoration that says "nun
always’. Well, it's like, what's the
point of heving walking? It's just
completely redundant.

Edgs: Goldenfye probably sxploits
the NEd coniralier te its Fullest
poteatial to date. How much
thought went into that?

MH: We went through a lot of
control systems.

Edge: The default control actually
seams tha most swioward to get to
Erips with,

KH: Do you think 507 Because |
hate the Tarok-style one. The
feedback we've got back off the
Nat seems split 50/50. There are a
lot of kids - most of the feedback
is from Americo because they've

Mot of the GoldenEye team had ma
game mxpedience prior to the project
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