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their stunning Bond blaster.

GoldenEye perfected, if not invented, a new
way of playing first-person shooters -
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te approach games in a stealthy way were
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he initial idea for GoldenEye

came from Mintendo

themselves, After being

sarded the license to create
Fl 1r|._|ng + version of the upcoming
Bon they told Rare what they
ted — & SMES platformer in the style

¢ Kong Country.

Thankfully, Rare’s project leader
refused, telling Mintendo he'd prefer to
work on the new, cutting-edge N
GoldenEye 007 as a fully 30, fully first-
person blaster was bom - but it'd be
some time before the game's team of
nine programmers, all {rsf- me game
coders, settled an the mix of stealth,

of Donk

shooting and secrets that'd go on to sef

over eight million copies worldwide

Tl-E MAKING OF...

Birth of Bond
"When we started, we wanted to
create a kind of cross between Virfua
Cop and Doom," recalls GoldenEye's
designer who, like all Rare employees,
prefers to remain anonymous. "But as
we also wanted to release the game
close to the launch of the Med, we
chose to do an on-rails shooter, as it
wiould take us less time. So, we had the
camera maving on a preprogrammed
path through the level, and you'd use
the analogue stick to aim and shoot.”
Befare long, though, Rare were
programming guards to mowve around of
their own accord, and allowing the
player to guide 007 amywhere they liked
“¥ou felt more involved, because
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Authentic levels, like the
GoldenEye room | itsetf “Actess

So creaf'r';, r-_.i'lusflr_ .-)r..klru1
Is weas as difficull as

Realistic guns. Most of the weapars were

modeilled an existing guns, with |
sounds designed to match i
counterparts. The only diffe
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get off the Archive's KGB puys™ as their

didn’t progr

am to da f

YE 007

vou actually had the choice of where to
go and what to do. It felt more fike you

were actually there. The on-rails stuff
survivied for a while - we even talked

possible, allowing the player to immerse
themselves in the movie experience and
be Bond. That required two things
recognisable movie environments, and

“We started out doing an on-
rails shooter, so the camera
had a preprogrammed path...”

ahout ||.,1'.'|.-1;: it a5 an extra mode = bt

then it quietly shipped away "

Play the film
Rare's mission was now clear = recreate
GoldenEye the Tilm as faithfully as
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realistic James Bond-esque play

For the former, Rare recerved a
steady supply of design blueprints,
photos, and even scripts from the film
set, which helped give game locations
an unprecedented real life! feel
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ments before
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and Ir' hate 1 |1||| 1L o | I}’--
you'd haw
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Squeezing ev
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rumning at @ snail's pace,
coding {and ditching the levels
helped speed it up
"There were plenty of problem
Rare goom to explasn. “But it we'd

in g

before chever
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“This took ages o do.”
recalls a couple of the
team, “Evenything wvou
see needed hweaking
o et the Birming Fight
V'mv sure there were
times when the
wend mad for a few
.'n;-c and you saw
hat "
- | i g Bomd, We
altg captured some
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miles away from somecne shaking a
ketchup bottle onto the inside of the
television screen. Following that, we
decided to keep the blood jow-key -
Bond films are not noted for multiple
eviscerations of lots of violent deaths.”
Mintendo asked for versions with red
green, arange and bright blue blood
and after seeing how truly awful the
others looked, accepted Rare’s use of
srall amounts of red blood.

To aid the game's flow, Rare were
able to add set-pieces that weren't in

the film. As a result, real movie moments

(such as bungeeing from Arkangelsk’s

THE AZTEC LEVEL

damy) sat side by
from Rare
tense hostage

The Final Stretch
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» LK, it sold o
s NEd owners mad

Christmas present ot choice

. it's second only to Super Mario
64 in terms of Mi&d sales

t does make me smife when |
try to think al the actual number
of people who've played Golc ]
M even just seen il,” says the fead

rogramr they've had

enjayment from it~ NGE
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LEVEL TOUR: THE FACILITY

GoldenEye really came to life in its second stage, as Bond was dropped into the vents above a toilet in a Russian facility.
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