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Situated miles from anywhere in a
converted farmhouse in deepest
Warwickshire, Rare don't need to
publicise themselves. Nintendo do that
for them. Their own games do that for

them. Rare also don't giv

at least, they didn't until now..

Rare: GoldenEye 007

The Rare
Essential

Gathering together all nine members of the GoldenEye team, N64
discovered how the world's greatest game came into being...

N64: 50, how did Rare end up
developing GoldenEye?

Rare: Well, | guess it was a kind of
joint decision, between Rare and
Nintendo, to take on the licence,
although | think originally we
approached MNintendo with the idea
It was actually quite an unuspal
decision, especially for them, to take
on this sort of licence

NE4: Were you fans of the film
already?

Rare: Yes. But some of us prefer the
new one

N6&d: And what of Pierce Brosnan?
The best Bond yet?

Rare: Definitely. Although, Sean
Connery was good

NE&4: Was GoldenEye ahways going
lo be a firsi-person shool-'em up?

Rare: We did have other ideas but,
after about two weeks, we had pretty

much deaded on it baing a first-
person shoot-"em-up. There were
some other ideas but they were never
really pursued any further,

NE4: You've said before that Quake
and Virtua Cop were influences on
the game?

Rare: Um, well_ it was Doom rather
than Quake. We looked at Quake
about three-quarters of the way into
development, when we had a test
version up and running. But Chuake
faled to impress us enough to
thange GoldenEye, We're all avid
gamesplayers but none of us found
that the Quake idea had any sort of
longevity. Unlike a Bond game, which
people would want to be playing a
leng time after its refease. In truth,
we looked at all the first-person
shoot-"em-up'’s. When Turok came
out. we played that and we liked it
but never thought there was
anything suffickent enough in it to
warrant us changing ColdenEye
We've pretty much stuck to our
original plan of doing it the way we

wanted and not taking elements from
other games

NE4: Was it a bit nerve-racking
working with a Bond licence?

Rare: Yeah, it was a bit of a
responsibility,
but | don't
think it ever
weighed us
down too
much. I think it
was more the
fact that this
was our first
game. That
was harder

NE&4: S0, none
of the team

had worked an
& game before?

Rare: No. Except Graeme and Grant,
because they're both musicians
Grant did Donkey Kong Land on the
Game Boy and Graeme did Biast
Corps. and they've also done Diddy

e interviews. Or,

+ 5

Kong Racing and Killer instinct.
Martin has also worked on the Killer
Instinct coin-op,

NG4; Blimey. What was if ke
COMPosing your music around the
Bond score?

Rare: Il was good, but after a while
we got really sick of it because
there're only about three chords in it
and you can only do 50 much with
that. But, you know, it was good fun
and, especially for a game fike this,
the music's neally, really important.
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N64: A particular favourite in the
M64 office is the zoom on the Sniper
Rifle. How did you make that
possible when games like Turck have
to mist everything up so close in?

Rare: We programmed it the right
way! No, really, we managed to draw
more things than Turok did, that's for
sure. We simply misted things up
further away.

ING4: It's that simple, is (£?

Rare: Well, it can be, You don't
need to mist everything up so dose
in. The machine allows you to draw
things further away. You've just got
to apply it

NG4: The attention to detall is
phenamenal, especinlly the way in
which bullet holes are left in the
walls and you can shoot out plags
panets and securily cameras. Were
they considerations from the start o
added in at the end?

Rare: Well, everyone had a wish list
of what they wanted put into the
game and we were quite fortunate,
in that, we did most of it, The maost
disappointing thing in first-person
shooting games is the fact that, when
you fire off vast amounts of
ammunition, notheng around you
gets damaged at all. So, we always
wanted to make sure that we went
that extra step further and allowed
the player to do that damage

ING&: It's like total immersion...

Rare: Exactly. Every Fifle thing you
see in the game makes it mare

Ly, Tim with his hire car. A sensible driver, and
no mivtake. (Excapt for that accident on
the dual carriageway in Tamworth.]

Y,

A, Martin Hollis, Mark Edmands and,
n the f round, Dave Doak. (OF
o Doak fame, seet)

believable, You're not running around
cardboard box rooms anymore. But,
it's actually quite surprising at how
immersed people thought they were,
because we knew what we wanted
to include and we really only got half
of it in. As far as we were concemed
it was kind of half-immersion. Almaost
there, but not quite.

N6 How did you manage to
mauwnfain such an authentic level
design?

Rare: Well, we went down fo the
film set about six or saven times and
they gave us full access to all the
designs, model shots and all the
plans, and we just took along a
camera and photographed just about
everything we saw. When we
brought it back, we had all the
GoldenEye material we needed. We
also had the blusprints as well from
the actual sets they were bulding, so
we could base our plans on the sets.
We just took the blueprints as a basis
and let the levels in the game grow
out from them.

NE&4: S0, how come Bond doesn't
fun?

Rare: He does. He runs with the
analogue stick, He runs all the time
in Fact, bul it's just not at a sily pace
It you look around you, you'll see

The full. mine
o The full, nin

werfificate

that he's actually running at a
realistic speed. The point is, when
you're playing a game like Doom,
where you run about three or four
times as fast as you really should be,
you're running all the time and
making no use of the walk function
The walk just becomes academic.

50, what's the point in having it in
the first place? We just wanted to
make the movement of the character
maore realistic

NE&4: What are the GoldenEye team’s
favourite levels, then?

Rare: The Control because it's such a
large level and there’s so much going
on. And the second Bunker level, It's
probably where the Stealth works
best. You know, you can really go for
it. Tear through in 43 seconds,

N64: How was it that you came fo
chose Jaws and Baron Samedi in the
secrel levels? Weve you anly allowed
access to certain Bond villains?

Rare; Mo, no. We were allowed
access to everyone in the Bond films
except Jack Wade. He was the only
one we weren't allowed. Ch, and the
previous Bonds. Really, it was just a
case of picking the most interesting,
colourful villains. We just thought no
game's complete without a witch
doctor, And, of course, it largely
depended on who we had
photographs of

NE4: Is it right the multiplayer game
was something of a last minute
addition?

Rare: Well, last months, yes. The

game took two-and-a-half years and
the multiplayer was put in with
about six months to go. But, it was
always going in. We were always
going to put iLin. It was just a
question of when we coubd get round
to it

NE&4: Were you concerned about
having four players on the screen af
the same time? Because no one had
ever really tried it before

Rare: Yeah, But, we were most
concerned that it might not be much
fun. It was sort of untested waters
especially as all first-person
multiplayer games had been
networked wp until then. Bul, it
wasn't really about the split-sereen
thing. It was more about how much
we had going on. S0, we just kept
changing things and altering things
until we got it right. We literally
spent hours and hours and hours and
hours playing the multiplayer levels
from the one-player game and
finding out what was fun and what
wasn't. And then, once we knew, we
built some of the special levels

N&d: Why is if that levels like the
Bunker can be played in three-player
but not four?

Rare; Basically, because some of the
levels weren't designed to be played
a5 multiplayer, We went through all
the backgrounds, playing them and
seging If they could run at a speed
that was acceptable. Some of the
lewels we didn't include wene
interesting but they just couldn't
handle all the action. The Dam, in
multiplayer, was a lot of fun. We had

CING,
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Rare: Rare

Like an undetected silo (erm, in the Midlands),
Rare's Twycross hideout is perfectly low-key
for a company doused in MiI5-style secrecy...

NE4: This setting seems fo suit the Rare ethos
well it's nol exactly easy to find, is it?

Ultimate but, even wheg Donkey Kong
Country was finished, {he profile of the

Duncan Botwood and Staphen Ellis having just been
asked about what they're working on net

that running for quite a while but it
was just too slow

NG4&: Were Ninfendo ever
concernéd GoldenEye might be a
bit too vialent?

Rare: Yeah, there were quite a few
concerns, but we never had to
compromise, In the end, we were
happy and they were too. And they
were even happier when it got a
Teen Rating.

N6&: How does the relationship with
Nintendo work?

Rare; Well, if we're lucky, they might
want to take a look at a version every
six months. Towards the end, there

wonk fov?

was looking

good, but there

Rare: Mo, it's nol easy to find, But, after a
while, you just come straight here and it all
feels very normal. It's funny being out in the
middle of nowhere, but it definitely
works for the games. And it's an
excellent company to waork for, There
can't be another developer that
would be better to work for

NG4: And things have really taken
off in the past four or five years
Were any of you aware of the
company you were abou! fo stant

Rare: \Well, it depends on who's
been here the longest, really. Five
years ago, Donkey Kong Country was
only half finished. At that stage, we

company was still quité low. We weren't tog |
aware what Rare were doing but we
knew the hislony, so it was fine
coming in
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was much weren't world class! Some of us were big /\ We're not. ﬂ'hﬂ
more we would Spectrum peaple and we all knew about mum

have done to ﬁi-u

it, It could have

gone either

wity, really. it could have disappeared,
or it could have done very well, We
wondered whether Bond would
appeal to everybody. In the end, it
did. But, we can never expenence It
like someone wha's just gone out and
bought it, because we're with it all
the way through. Luckily, we had
some good word-of-mouth publicity
and, at the end of the day, that did
the trick. People were interested in
the game because of what their mate
said about it, you know? Actually, it

Rare: GoldenEfe Team
Project #2

So, what next for the multl-talented
team that pieced together
GoldenEye? Another Bond game? An
original title? Let's see... |

are phane calls every day, once you was very nice when we got the first WM S0, what's next? Can you I US?  happen, e to the fact that MGM
get to quality control, And then we feedback from the testers in America, Rore: NG, Intera (an entértainment
send it off to them for testing because we'd sent it over to them i extension of cellulold giants MGM)
towards the end, and they'd sent N&4: Whatnothing at all? hias just begn setup and has handed
N&4: How long did the whale back comments, and everybody just ‘} the licenceito PlayStation|developer
project take? seemed to be over-the-moon about l""‘ No S ¢ Black Ops who'll duffer it all up.
it. 50, we guessed we must have de, At 5 | = "hpefully'
Rare: A long time. Cerfainly two- been doing something right m Mot even a littie bit | 50, thal definitely maans no Band
and-a-half years Rare: No ame for Rare. Or, does it? Mmm,
NB4; Anything, looking back, you } I, we'll §dmit, we're npt
N&&: Do you still play if in the wish you rr:-ufﬁ have changed, or NEg: Right. S0, nothing, theq? r@lumplﬂe*y' up on the legal
office? added? . ications of the matter, but we'd
R Ho- :EEIE to see how they could do it
Rare: The Banjo-Kazooie lot play it Rare: No. We've no regrets N4 Magic. Ta, Whiak we do know though, is the
every lunch time. Every lunch time, Although, the tank would have been e \ Goldentye team are using the same
every single day. good in multiplayer. Perhaps we \ A . enging for their next project and
could have put more lighting in the e ﬂ i that, this past month, ‘Happy*
NE&: Obviously you must h.rvr game and other litthe things but, AT Howird Lincoln, Big Chegse at
redfised you had an exceplional generally, we're very happy. And Nm'lendngf America, sot-of-
game, but did you there seems to be on-going bug M L confirméd that the Rare fpam would
redction you got frof reports from Goldentye strelthing to { %o be creating their own character and
I about ten pages now. Mast ot them ! levels and glipping them saugly into a
Rare; We didn't k aren't even b, -they're fist . souped-up Goldentye engine, |
exceptional. Like h " = ~things jou-can-doin the geme Wk, we already-tnpw-that Waich thisspace. In abaut two-
list was much longed§p, i ! 1t's-all about intéracthity agxn. Tomarow. Never Dies 't going 10 and-a-halfjyears timel
\ : .
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