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ames %ond dranN his first 0artini in 
Ian Fleming’s Casino Royale novel in 
����� while the first moYie emerged 
nine \ears later� Dr. No� starring 6ean 
&onner\ as the %ritish secret agent 

with a licence to Nill Ȃ XsXall\ in glamoroXs 
locations Xnreachable b\ a deSressed Sost�war 
%ritish SoSXlation Ȃ tXrned the alread\ IamoXs 
literar\ creation into a cXltXral Shenomenon 
that endXres to this da\� 

9ideo games were in on that action Irom 
their earliest \ears� %roadl\ sSeaNing� there 
are three Ȇerasȇ oI %ond games� 'omarN had 
the ��bit and ���bit decade �towards the end 
oI 5oger 0ooreȇs incXmbenc\ on screen and 
all oI 7imoth\ 'altonȇs�� ($ had the 3ierce 
%rosnan \ears� and $ctiYision had 'aniel &raig� 
%Xt there are a Iew odd e[ceStions� liNe te[t 
adYentXres� an $tari ���� title� and the moXld�
breaNing GoldenEye� 7hat eSochal shooter 
notwithstanding� argXabl\ the most sXccessIXl 
games are the ones that haYe creatiYel\ shaNen 
XS the %ondian ingredients� %Xt what are the 
elements essential to a %ond game? 1ow Sa\ 
attention� ���Ȑ

VOICES & LIKENESSES
*enerall\� %ond games tr\ to be cinematic� with 
sXch fi[tXres as the moYiesȇ IamoXs gXn�barrel 
intro� 0ont\ 1ormanȇs %ond theme� the e[otic 
locations� and� when bXdget and tech allow� 
actors who starred in the original films� 7he 
YisXal shorthand oI a man in a tX[ holding a 
Sistol was� in the earl\ \ears� an eas\ wa\ to 
sNetch %ond as a low�tech sSrite� ����ȇs A View 
to a Kill eYen had rXdimentar\ s\nthesised 

sSeech� bellowing� Ȋ0\ nameȇs %ond� -ames 
%ond�ȋ and Ȃ SresXmabl\ 0 Ȃ this one� 
Ȋ'ammit� \oXȇYe Iailed� %ond�ȋ  

2nce the technolog\ matXred� %ond games 
started to Sresent liNenesses bXt with soXndaliNe 
Yoices� &aron 3ascoe stood in Ior -Xdi 'enchȇs 
0 in IoXr games� Ior e[amSle� while %rosnanȇs 
%ond was at YarioXs Soints Yoiced b\ .eYin 
%a\liss� $dam %lacNwood� and 0a[well &aXlfield� 
7he onl\ e[ceStion to the ersatz rXle was -ohn 
&leese� who showed XS as gadget�man 5 in The 
World Is Not Enough and 007 Racing�

7he game�changer was Everything or Nothing, 
an original stor\ Irom ($ Sresenting itselI as an 
aXthentic new moYie e[Serience and casting 
the Yoices and liNenesses oI 'ench� &leese� 
:illem 'aIoe� +eidi .lXm� 6hannon (lizabeth� 
and crXciall\� 3ierce %rosnan himselI� 7he game 
was deYeloSed with &aXlfield Yoicing %ond �as 
he had on the SreYioXs Nightfire�� Xntil a late 
decision was made� at e\e�watering e[Sense� 
to bring in %rosnan Ior two IoXr�hoXr Yoice 
sessions and a head scan� 

ȊΖt was the right thing to do commerciall\�ȋ 
writer� SerIormance director� and then�($ 

SHAKEN BUT NOT 
STIRRED

Independent, unauthorised  
/  ZX Spectrum

1982 1983 19851985 1986

A VIEW TO A KILL 
(ACTION GAME)

Domark  /  Amstrad CPC, 
Commodore 64, MSX, 

Oric, ZX Spectrum

JAMES BOND 007
Parker Brothers  /  Atari 
2600, Atari 5200, Atari 

8-bit, ColecoVision, 
Commodore 64, SG-1000

JAMES BOND 007: 
A VIEW TO A KILL 

(TEXT ADVENTURE)

Mindscape, Angelsoft  
/  Apple II, Macintosh, 

MS-DOS

JAMES BOND 
007: GOLDFINGER

Mindscape, Angelsoft  
/  Apple II, Macintosh, 

MS-DOS

j  Setpiece action in Activision’s 
original story, Blood Stone.

“A decision 
was made 
to bring in 
Brosnan for 
two four-
hour voice 
sessions”

J

Shooting, driving, tuxedos… 
just what goes into a 
decent 007 experience?
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Ior 007 Legendsȇ title seTXence� Ζt adds to a 
moYie�liNe e[Serience� bXt whether it reall\ 
matters in terms oI actXal gameSla\ is a moot 
Soint� 5egardless oI whose Iace was on the bo[� 
%ilson sa\s� Ȋon the t\Sewriter side� Ζ was alwa\s 
writing &onner\ an\wa\�ȋ

SHOOTING
7he growth oI Yideo gaming in the mid�eighties 
sadl\ coincided with� argXabl\� a low Seriod Ior 
%ond moYies� the last da\s oI 5oger 0oore� 
Iollowed b\ the not�SarticXlarl\�SoSXlar 
7imoth\ 'alton films� $Iter Licence to Kill� there 
was an XnSrecedented si[�\ear hiatXs between 
films� and b\ ����� %ond was Srett\ moribXnd 
as an Ζ3� $nd then GoldenEye haSSened� 2n film 
it was a gamble� a Yisibl\ cheaS maNe�or�breaN 
film that� haSSil\� was a hit� %Xt it was Sossibl\ 
the tie�in game that reall\ relaXnched the 
Iranchise Ior an entire generation�

5areȇs GoldenEye 007 Sracticall\ laXnched 
the )36 on consoles� and Ior man\� locNed in 
the idea that a first�Serson shooter was the 
onl\ wa\ to aSSroach a %ond game� 3art oI 
GoldenEyeȇs charm was its hXmoXr� stemming 
Irom the small team oI %ritish Srogrammers 
whoȇd grown XS with %ond moYies on teleYision 
and were Sracticall\ lashing the game together 
with taSe� 8nable to Xse real firearm brand 
names� the inIamoXsl\ Xseless .lobb gXn was 
named aIter deYeloSer .en /obb becaXse it 
was ȊloXd and inaccXrateȋ�

Ȋ7here was no Saradigm Ior what games 
woXld be in �'�ȋ deYeloSer 'aYid 'oaN told 
.otaNX in ����� Ȋ(Yer\thing was coded Irom 
scratch� SarticXlarl\ maNing a �' game on a 

e[ecXtiYe 'ann\ %ilson tells Xs� ȊbXt Ζȇm not 
sXre 3ierce reall\ had mXch Satience Ior 
it� Ζt was more than him MXst coming in and 
reading lines� heȇs a great actor and e[tremel\ 
SroIessional� %Xt he coXld haYe crXshed it� and 
Ior whateYer reason� itȇs onl\ fine� not great�ȋ 

($ SXlled o΍ the casting coXS oI getting 
6ean &onner\ Ior its From Russia With Love 
tie�in two \ears later� Ζt \ielded similarl\ ȵat 
resXlts� althoXgh &onner\ looNs cheer\ enoXgh 
in the maNing�oI Iootage� $Xdibl\ more 
engaged was 'aniel &raig� who Sla\ed %ond 
three times Ior $ctiYision �inclXding� oddl\� in 
a remaNe oI GoldenEye�� althoXgh not Ior 007 
Legends� in which 7im :atson steSSed into the 
booth to Yoice %ond and $Xric *oldfinger� 

7he games eYen broXght in filmmaNers 
behind the scenes� liNe GoldenEye screenwriter 
%rXce )eirstein and SrodXction designer .en 
$dam� $nd Nightfire, Everything or Nothing, and 
Blood Stone went all�oXt Ior laYish original theme 
songs� resSectiYel\ SerIormed b\ (sthero� 0¿a� 
and -oss 6tone� )ilm comSoser 'aYid $rnold 
SroYided a new Yersion oI the Goldfinger theme 

THE LIVING 
DAYLIGHTS

Domark  /  Amstrad CPC, 
Amstrad PCW, Atari 8-bit, 

BBC Micro, C64, MSX, 
ZX Spectrum

1987 1988 19901989 1990

LICENCE TO KILL
Domark, Quixel  /  Amiga, 
Amstrad CPC, Atari ST, 

BBC Micro, C64, MS-DOS, 
MSX, ZX Spectrum

LIVE AND LET DIE
Domark, Elite  /  Amiga, 
Atari ST, Amstrad CPC, 

C64, ZX Spectrum

THE SPY WHO 
LOVED ME

Domark, The Kremlin  /  
Amiga, Atari ST, Amstrad 

CPC, C64, MS-DOS, 
ZX Spectrum

OPERATION 
STEALTH (AKA 

JAMES BOND 007: THE 
STEALTH AFFAIR)

Delphine  /  Amiga, 
Atari ST, MS-DOS

j  Chances to drive the 
famous Aston Martin are 
rare in the games, but 007 
Racing made it happen.

j  Stepping back into third-person 
for a full view of Brosnan in 
Everything or Nothing.

“He could 
have crushed 
it, but for 
whatever 
reason, it’s 
only fine, 
not great”
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3arNer %rothersȇ ���� side�scrolling shooter 
James Bond 007� coXld MXst aboXt be described 
as a driYing game� since \oX control a ȊsSeciall\ 
modified Yehicleȋ that coXld� iI \oX sTXint� be 
the /otXs (sSrit Irom The Spy Who Loved Me�

7hroXgh the rest oI the eighties� the A View 
to a Kill and Licence To Kill games both SroYided 
driYing sections intersSersed with on�Ioot 
sections� the latter more sXccessIXll\ with IXn 
helicoSter and Slane seTXences and some oil 
tanNer smashing in the final leYel� 'omarN� 
rather sneaNil\� retrofitted a %ond licence 
onto an Xnrelated boat�racing shooter called 
Aquablast� and renamed it Live and Let Die with 
that filmȇs centreSiece ba\oX chase in mind� The 
Spy Who Loved Me� meanwhile� was a toS�down 
driYing�shooting Irenz\ Yer\ mXch ȊinsSiredȋ b\ 
the coin�oS hit� Spy Hunter� $gain� that one SXt 
\oX in a /otXs� 7here wasnȇt mXch $ston 0artin 
action in those da\s�

'riYing became more scarce Sost�GoldenEye� 
Agent Under Fire, Nightfire, Everything or Nothing, 
From Russia With Love, Bloodstone, and 007 
Legends all gaYe \oX Yehicles to careen aroXnd 
in as a Salate cleanser �inclXding a tanN in  

comSletel\ new Siece oI hardware >liNe@ the 
1��� /iterall\� the engine was bXilt b\ sitting 
down with graShics te[tbooNs and figXring oXt 
eYer\ steS oI the wa\�ȋ 

1intendo was also an inȵXence� with 
The Legend of Zelda: A Link to the Past and 
Super Mario 64 insSiring the idea oI mXltiSle 
obMectiYes within leYels� Ȋ7he game became 
mXch more oSen as a resXlt oI Xs stXdioXsl\ 
learning what 1intendo was�ȋ game director 
0artin +ollis remembered in ����� 1intendoȇs 
Xnease at the gameȇs Yiolence was o΍set b\ the 
Srogramming team adding a MoNe\ roll�call oI all 
the characters at the end� liNe cast credits in a 
film� ȊΖt Xnderlined that this was artifice�ȋ +ollis 
e[Slained� Ȋ7he seTXence told SeoSle that this 
was not real Nilling�ȋ 

($ SicNed XS the %ond licence Ior the ne[t 
film� ����ȇs Tomorrow Never Dies� bXt the aYerage 
third�Serson adYentXre disaSSointed MXst aboXt 
an\one hoSing Ior a GoldenEye Iollow�XS� %\ 
the time oI The World Is Not Enough in ����� it 
was clear that the tie�in game had to be an )36� 
7hat trend continXed into the ne[t generation� 
with ($ȇs 36� and ;bo[ originals Agent Under 
Fire, Nightfire, and Rogue Agent� and $ctiYisionȇs 
Quantum of Solace, GoldenEye 007 Reloaded, and 
007 Legends� 2nl\ Everything or Nothing, From 
Russia With Love, and Bloodstone bXcNed the 
trend� steSSing bacN to third�Serson to caSitalise 
on the Yoice�and�liNeness Sresences oI� 
resSectiYel\� %rosnan� &onner\ and &raig� 7here 
wasnȇt mXch Soint shelling oXt Ior a star and 
then not haYing them aSSear on�screen� aIter all�

DRIVING
&ar chases and YehicXlar ma\hem are a big 
Sart oI the %ond moYies� \et in the games� 
driYing oIten taNes a bacN seat to shooting� 
6ome games did haYe Sla\ers occasionall\ 
hXrtling aroXnd in e[SensiYe cars� howeYer� 
in Iact� the first oɝciall\ licensed %ond game� 

JAMES BOND 
007: THE DUEL
Domark, The Kremlin  
/  Sega Mega Drive/

Genesis, Master System, 
Game Gear

1993 1997 19991998 2000

JAMES BOND 007
!intendo, /affire  /   

Game Boy

GOLDENEYE 007
Nintendo, Rare  /  N64

TOMORROW 
NEVER DIES

EA, Black Ops  /  PSone

THE WORLD IS 
NOT ENOUGH

EA, Black Ops (PSone), 
Eurocom (N64)  /  

PSone, N64

j  The unmistakable face of 
Pierce Brosnan in GoldenEye 
007. But not his voice…

j  :onnery ːies a Țetpack 
round the Houses of 
Parliament in From Russia 
With Love. Not quite sure we 
rememƹer that in the filmӘ
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leYels based on indiYidXal cars and moYies� 007 
Racing oSted to connect each seTXence with an 
original stor\�  

Ȋ0\ IaYoXrite leYel inYolYed driYing the $ston 
0artin '%� aroXnd a warehoXse b\ Ȇremote 
controlȇ throXgh fi[ed secXrit\ camera Yiews�ȋ 
'aYies recalls oI Tomorrow Never Dies ’ similar 
%0: seTXence� Ȋ7hat was something Ζȇd neYer 
seen beIore in a driYing game�ȋ

ESPIONAGE
)or a Iranchise aboXt a sS\� thereȇs little in 
the wa\ oI esSionage in the %ond games to 
date� 6hooting has largel\ taNen Srecedence 
oYer adYentXre elements� bXt there haYe been 
a Iew e[ceStions to that rXle� 7he first�eYer 
%ond game Ȃ an Xnlicensed Sarod\ Ȃ was a 
te[t adYentXre� Shaken But Not Stirred, selI�
released in ���� b\ bedroom Srogrammer 
5ichard 6heSherd� was a \arn aboXt stoSSing 
the eYil 'r� 'eath Irom nXNing /ondon� Xsing 
te[t inSXts and� in its final stage� reSlacing the 
adYentXre Iormat with a maze section�

$ brace oI oɝciall\ licensed games Irom 
$ngelsoIt were more resSectIXl to the 
Iranchise� 7he comSan\ released A View to a Kill 
in ����� Iollowed b\ Goldfinger in ����� both 
written b\ resSected aXthor 5a\mond %enson� 
whoȇd Senned a %ond comSanion booN and 
woXld go on to write seYeral original %ond 
noYels in the ����s� %oth games Iollow their 
soXrces reasonabl\ closel\� and cram a lot into 
their short camSaigns� A View to a Kill taNes in 
6iberia� /ondon� 3aris� and 6an )rancisco� and 
while the SXzzles are largel\ aboXt wires and 
microchiSs� \oX at least get to fight *race -ones 
Ȃ Xsing the command Ȋ)liS 0a\ 'a\ȋ�

Ȋ7here was a SrodXcer� me� and two 
Srogrammers Ȃ and that was it�ȋ %enson tells 
Xs� Ȋ6ince there were no graShics Ȃ all te[t Ȃ we 
didnȇt need artists or soXnd technicians� or the 
hXge teams that later games reTXired�ȋ 

the case oI AUF �� and those latter three gaYe 
\oX the $ston 0artin '%� Ȃ althoXgh itȇs a 
Sig to handle� 7he driYing sections in the )36 
games were handled seSaratel\ Irom the rest 
oI the Srogramming b\ ($ &anada� Xsing the 
bones oI the Need for Speed engine Ȃ althoXgh 
none oI the %ond driYing sections reach the 
standard oI Need for Speed or Burnout�

Only 007 Racing� released Ior the 36one in 
����� attemSted the seemingl\ obYioXs idea 
oI basing an entire game aroXnd %ondȇs iconic 
cars� 3Xt together Ior ($ b\ the small team at 
(Xtechn\[� the game Xsed the stXdioȇs own 
game engine� heaYil\ modified Irom its SreYioXs 
oXting� Le Mans 24 Hours� Ȋ*iYen the hXge 
di΍erences in the game st\le� it was a massiYe 
oYerhaXl�ȋ recalls lead Srogrammer 3eter 
'aYies� ȊbXt some core comSonents liNe the 
Sh\sics engine� renderer� and bXild tools were 
retained�ȋ Ζt was� he remembers� an immense 
coXS Ior (Xtechn\[ to be handling the licence 
Ior ($� and a great e[cXse to rewatch the films Ȃ 
althoXgh rather than simSl\ SroYiding seSarate 

007 RACING
EA, Eutechnyx  /  PSone

2000 2001 20032002 2004

007: NIGHTFIRE
EA, Eurocom  /  

GameCube, PS2, Xbox,  
PC, GBA, MacOS

007: AGENT 
UNDER FIRE

EA  /  PS2,  
GameCube, Xbox

007: EVERYTHING 
OR NOTHING

EA  /  GBA, GameCube, 
PS2, Xbox

GOLDENEYE: 
ROGUE AGENT

EA  /  GameCube,  
PS2, Xbox, DS

j  Bond faces evil milkman 
Necros in The Living Daylights.

j  The Stealth Affair was only a 
Bond game in the US. ‘Don’t 
move, Mr Glames’ doesn’t 
have quite the same ring.
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and the intro screens� bXt was otherwise a 
standalone stor\ throwing in Yillains liNe -aws� 
%aron 6amedi� and 2ddMob� The Duel shows 
how a mXndane Rolling Thunder clone can 
be eleYated to feel %ondian b\ simSl\ adding 
e[otic�looNing locales and sSrites in bow�ties 
and bowler hats� 

MULTIPLAYER
$s well as dragging the )36 genre onto 
consoles� GoldenEyeȇs second gaming 
reYolXtion was its legendar\ mXltiSla\er mode� 
Ζmmediatel\ sXggested b\ the 1��ȇs IoXr 
controller Sorts� the sSlit�screen battling was 
essentiall\ an aIterthoXght� a wish�list item Ior 
the 5are team that came to liIe simSl\ becaXse 
there was time to Sla\ aroXnd with it� 1intendo 
wasnȇt eYen aware the mode e[isted Xntil it was 
Sresented to them� Iairl\ late in the da\�

7hat IoXr Iriends coXld sit aroXnd one 
teleYision and shoot each other tXrned oXt to 
be GoldenEyeȇs Siªce de r«sistance� 7he TXalit\ 
oI the single�Sla\er camSaign was obYioXs� bXt 
mXltiSla\er death matches hXgel\ increased 
the gameȇs liIesSan� maNing it a staSle oI Sarties 
and all�night sessions Ior \ears� 

:hile none haYe matched that first ȵXsh 
oI geniXs� almost eYer\ sXbseTXent %ond 

7he middle section oI 'omarNȇs action�game 
Yersion oI A View to a Kill was also SXzzle�based� 
$ sSindl\ %ond mXst cliS�cloS aroXnd 6an 
)ranciscoȇs bXrning &it\ +all� finding items he 
can Xse to escaSe� the tricN being that rooms 
with items \oX need disaSSear as the fire 
sSreads� meaning thereȇs a crXcial element oI 
timing too� 7he best Ȃ and to date� the last Ȃ ��� 
adYentXre was 'elShineȇs Operation Stealth� a 
IXn ���bit adYentXre in the Yein oI /Xcas$rtsȇ 
irreYerent Soint�and�clicNing� Ζt was onl\ 
oɝciall\ licensed in the 86 thoXgh� where it was 
released as James Bond 007: The Stealth Affair�  
7he rest oI the world got Ȋ-ohn *lamesȋ as their 
secret agent and Ȋ'r :h\ȋ as his antagonist�

ON-FOOT ACTION
Ζn the eighties and earl\ nineties� stXdios liNe 
2cean were inIamoXs Ior grabbing film licences 
and tXrning them into SlatIorm games� 7his 
haSSened to %ond sXrSrisingl\ rarel\� the third 
section oI 'omarNȇs A View to a Kill� and the 
entiret\ oI The Living Daylights� thoXgh� were all 
aboXt rXnning and MXmSing� 7he Iormer saw 
%ond in a mine� attemSting to deIXse Yillain 
0a[ =orinȇs bomb� 7he game was imSossible to 
comSlete withoXt a SoNe to Satch it� 

The Living Daylights� meanwhile� benefited 
Irom the decision to design a IXn game and 
then retrofit the %ond elements onto it� ȊΖ came 
XS with the idea oI a man walNing along� 
shooting in Iront oI a scrolling bacNgroXnd�ȋ 
designer 5ichard 1a\lor told &	9* at the time� 
ȊΖt was then a matter oI t\ing the bacNgroXnd 
and characters Irom the film to the game�ȋ 7he 
resXlt was a scrolling shooter with the design 
wrinNle that� in order to shoot� \oX had to stoS 
rXnning and SXll XS a target �this lent itselI to 
the gameȇs later remi[ as a lightgXn game�� 

'omarNȇs final %ond game� The Duel� retXrned 
to side�on rXnning and MXmSing� 5eleased Ior 
6ega consoles� it Xsed 'alton on the coYer 

007: FROM 
RUSSIA WITH 

LOVE
EA  /  GameCube,  
PS2, Xbox, PSP

2005 2008 20102010 2012

GOLDENEYE 007: 
RELOADED

Activision, Eurocom  /  
DS, PS3, Wii, Xbox 360

007: QUANTUM 
OF SOLACE

Activision, Treyarch  /  
PC, DS, PS2, PS3, 

 Wii, Xbox 360

007: BLOOD 
STONE

Activision, Bizarre 
Creations  /  PC, DS,  

PS3, Xbox 360

007 LEGENDS
Activision, Eurocom  /  

PC, PS3, Wii U, Xbox 360

j  Roger Moore-era villain 
Jaws returns in The Duel.

j  Rogue Agent was about the villains. 
The GoldenEye name was a brand 
cash-in that didn’t fool anyone.

“The rest of 
the world got 
‘John Glames’ 
as their secret 
agent and ‘Dr 
Why’ as his 
antagonist”
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Soint that sXbseTXent games coXld neYer 
reSlicate� %ond�as�shooter became indelible� 
shXtting o΍ other aYenXes that might haYe 
been eTXall\ Ȃ or eYen more Ȃ creatiYel\ 
satisI\ing� 7he games haYe alwa\s looNed to the 
films� Ior e[amSle� and neYer to Ζan )lemingȇs 
original noYels Ȃ eYen when %enson was writing 
te[t adYentXres� Ζn ����� 7elltale *amesȇ 
then�head honcho .eYin %rXner reYealed that 
%ond was a Ȋdream Ζ3ȋ Ior the stXdio� ȊΖȇm a 
giant -ames %ond Ian�ȋ he told 2ɝcial ;bo[ 
0agazine� Ȋand Ζȇm alwa\s IrXstrated b\ games 
that maNe him a mass mXrderer� +eȇs a sXSer�
sS\� and thatȇs a di΍erent sNillsetȐ thereȇs not 
mXch Nilling in the booNs Ȃ more intrigXe�ȋ 

5XmoXrs Sersisted oI a game in 7elltaleȇs 
adYentXre Iormat Xntil at least ����� bXt 
nothing came oI them� %ilson� meanwhile� sa\s 
he Sitched an 002 to ($ �� \ears ago Ȋwhere 
the di΍erent Ȇlandsȇ were the di΍erent filmsȋ� 

ȊΖȇm not sXre the Ζ3 eYen helSs an\bod\�ȋ 
%ilson sa\s� ȊΖtȇs not going to maNe it a big hit� 
.ids donȇt >recognise@ 6ean &onner\� 7hatȇs 
grandSaȇs thing� Ζȇd loYe a GTA�st\le %ond 
game� where the mission is one thing and 
itȇs branching o΍ and \oX haYe all the classic 
Yillains� %Xt Ζ thinN the most imSortant thing Ior 
another %ond game is a great stXdio maNing it�ȋ

7here was neYer a %ond game Ior the 36� or 
the ;bo[ 2ne� $n entire console generation has 
gone %ondless� %Xt aIter that long silence� the 
stXdio cXrrentl\ swinging Ior 0Ζ�ȇs Ience is Ζ2 
ΖnteractiYe� oI Hitman Iame� $nnoXnced at the 
end oI ���� Xnder the Slaceholder title Project 
007� it Sromises the oSSortXnit\ to Ȋearn \oXr 
�� statXs in the Yer\ first %ond origin stor\ȋ�

ȊΖtȇs trXe that once in a while� the stars do 
align in oXr indXstr\�ȋ Ζ2 boss +aNan $braN 
said� Ȋ&reating an original %ond game is a 
monXmental XndertaNing� and oXr Sassionate 
team is e[cited to craIt the most ambitioXs 
game in the histor\ oI oXr stXdio�ȋ
-ames %ond will retXrnȐ 

game contains a mXltiSla\er mode� whether 
first�Serson� third�Serson� or in the case 
oI 007 Racing� on wheels� 7hat GoldenEye 
e[Serience simSl\ became an indelible Sart oI 
%ond gaming� Ȋ<oX canȇt helS bXt inclXde the 
IoXr�Sla\er sSlit�screen�ȋ laXghs 'ino 9erano� 
associate SrodXcer oI the final %ond game 
to date� 007 Legends� Ȋ7hereȇs nothing TXite 
liNe being able to throw a handIXl oI chiSs in 
someoneȇs Iace while the\ȇre tr\ing to shoot 
at \oX� Ζȇll neYer Iorget Sla\ing the original 
GoldenEye with m\ Iriends� &onsole shooters 
were still Xnheard oI at the time� and there 
werenȇt man\ games that tooN adYantage oI 
the 1��ȇs IoXr controller Sorts� 7here were 
definitel\ mXltiSle argXments on whether 
being 2ddMob >who was short and oIten below 
the e\eline oI other Sla\ers@ was cheating or 
not� :e finall\ settled on the rXle that onl\ m\ 
Iriendȇs eight�\ear�old brother coXld be him�ȋ

THE FUTURE
$s the ��th film� No Time To Die� finall\ arriYes 
in cinemas� itȇs Marring to note that itȇs been nine 
\ears since the last %ond game was released� 
007 Legends� marNing %ondȇs ��th anniYersar\ 
with leYels reSresenting eYer\ %ond era �with 
&raigȇs liNeness droSSed into all oI them�� Ielt 
somewhat Yaledictor\� and its dismal critical 
receStion and sales seemed to indicate that 
%ond games were no longer a going concern�

7he 1�� GoldenEye was a blessing and a 
cXrse Ior the series� a zeitgeist\ cXltXral high j  The Hitman studio’s teaser 

logo for the as-yet-untitled 
ProȚect ѕѕќ. Ço proȚected 
release date yet.

j  Boat-racing game Aquablast had the Bond licence 
slapped onto it and became Live and Let Die.

“The most 
important 
thing for 
another Bond 
game is a 
great studio 
making it”
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