
MAN WITH A
GUN

"Stay right there,
Bond. And don't

make any sudden
movements. I f  you

do I shall maim
you very

painfully."
Colonel Sun

HARDWARE
"The shielded

compartment in
the overnight

briefcase
contained the

Compact 9mm
Browning fully

loaded, and with
two spare

magazines. There
was a small

medical kit, which
would not help
them one iota

against the venom
of the water

moccasin; a set of
lock-picking tools.

some assorted
lengths of wire
which could be
used for several

purposes, a vicious
tool which could

be used as a nine
inch lethal knife,

or be transformed
into a hacksaw,
file or jemmy."

Scorpius

T h e r e  can hardly be a single British garnet out
there who hasn't seen the crime James Bond
film library, thanks to endless re -runs cm y

Bank Holiday.
As you read this, the newest 007 movie -

Tomorrow Never Dies - is being shot around the
world, and with the surge in interest mound in
espionage stories thanks to films like The Saint
and Mission Impossible, thoughts might turn to a
roleplaying frame of mind.

So why are there so few kl,Gs with a spy
theme? Something of a poor relation in the
roleplaying games field, thei e are only a handful
of spy RPGs out there.

Only one is currently in print -  Steve
Jackson Games' GURPS Espionage, which
incidentally has a supplemental scenario book,
GURPS Espionage Adventures.

Bond himself had his own RPG with Victory
Games' well-supported James Bond 007 system,
TSR produced two versions of Top Secret SI with
several scenarios and soureebooks, and Palladium
had NinjaS & Superspies. Chameleon Eclectic's
Millenium's End, while not strictly a 'spy' RPG,
also falls in the group.

Of course, you can run  espionage

Christmas drill: turkey, boiled-to-
death Brussels sprouts, figgy pud,

feeling a bit ill, and the Bond movie on
the box. But jimmer B can be used for
more than sending the olds to sleep, as

allow explains.
adventures 4mos t  any milieu ("Good Morning
Mr Phelps. The Ore you see before you is your
target. This parchment will self-destruct in ten
seconds..) but o r  the purposes of this wide
well concentrate only on present-day or near-
tuttil c settings.

"THE NAME'S BOK JAMES BOND."
Bond films that rcode

a bit of a non-starter,
your players will know

the plot and the twists from the start are vei y high
But theie ate a string of James Bond slot ies that

than the blockbuster

Using a plot from one o
it onto the silver scree
though. The chances

are rather less well
movies.

Kingsley
pseudonym Ro
Raymond Bens
novels after is
stogies ale in

(writing under  t h e
rkham) John Gardner and

penned a plethora of Bond
eming's death in 1964. These
less well known than Fleming's

works, but are still itch in usable material.
Gardner took the Sixties-era secret agent

and brought him into the Eighties and later the
Nineties, intact and still as suave as ever.

PEOPLE AND PLACES
One major element present in the Bond stories is
their use of contemporary 'props' - that is, story
elements, locations and characters taken from the
world at large. Recent Gardner books include
Seafire, whose villain is a media tycoon, perhaps
modelled on Rupert Murdoch or Robert Maxwell,
and Cold, where the foe is an American right-wing
extremist militia group.

Both novels feature bad guys inspired by the
news headlines of the day, in the same way that
villains from the 1960's stories were either
Chinese or Russian Communists, or else your
typical megalomaniac. Back then the Red Peril was
paramount and the Cold War was at full strength -

ESSENTIAL BOND STUFF Call published by Hodder 8 Stoughton)

COLONEL SUN
Robert Markham
ISBN 0-340-55137-2
Bond encounters Red
Chinese agents in Greece
after M is kidnapped.

LICENCE RENEWED
John Gardner
ISBN 0-340-26873-5
007 is brought back into
service, up against a nuclear
terrorist
FOR SPECIAL SERVICES
John Gardner
ISBN 0-340-32111-3
SPECTRE's master Blofeld
returns to cause trouble.
ICEBREAKER
John Gardner
ISBN 0-340-34660-4
M115, CIA & Mossad team up
to find a terror group hidden in
Arctic Russia.
ROLE OF HONOUR
John Gardner
ISBN 0-340-36941-8

A computer wizard plots to
destroy the Geneva peace
talks.
NOBODY LIVES FOREVER
John Gardner
ISBN 0-340-39860-4
Bond's foes compete in a
deadly game to capture him
alive.

NO DEAL, MR BOND
John Gardner
ISBN 0-340-41549-5
Double-agent murders lead to
Kowloon and a hunt by
assassins.
SCORPIUS
John Gardner
ISBN 0-340-48839-5
Bond discovers a connection
between a relgious sect and an

arms dealer
WIN LOSE OR DIE
John Gardner
ISBN 0-340-52032-9
Terrorists plan to capture an
aircraft carder. Bond intervenes,
naturally.
BROKENCLAW
John Gardner
ISBN 0-340-54289-8
Bad guy Brokenclaw Lee
kidnaps scientists for his evil
ends.
M E  MAN FROM
BARBAROSSA
John Gardner
ISBN 0-340-57112-8
Working for the KGB, Bond
squares off against a group of
Nazi hunters.

411

DEATH IS FOREVER
John Gardner
ISBN 0-340-58096-8
Members of the CABAL spy
network are dying in a
dangerous conspiracy.
SEAFIRE
John Gardner
ISBN 0-340-62869-3
A corrupt media mogul uses
neo-nazis to further his plans.
COLD
John Gardner
ISBN 0-340-65766-9
Fanatical militia group plans to
take over America's
government
LICENCE TO KILL
John Gardner
NOVellS960n of the Micheal G.
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it's only as you come closer to the present day
that the foes change t o  become more
contemporary enemies, l i k e  renegade
corporations (Zorin Enterprises in A View To A
Kim, the Russian Mafia (The Janus Syndicate in
Goldeney0 or drug lords (Franz Sanchez in
Licence To Kili).

Of course, if you still have a fondness for
the Cold War you can always ape Tom Clancy's
The Hunt For Red October and set your scenario
a few years in the past. Gardner's Bond also
finds himself up against terrorist groups and
Neo-nazis, both uni ue adversaries that are
products of th Seventies and Eighties.

A lo rd-thinking villain would be more
like a terro st, hidden (often in plain sight), swift,
highly m d e  and an altogether different kind of
foe. In old, the Children Of the Last Days are
sprea across the USA in tiny cells, and it's only
at summit meeting for it's leaders that 007 is
c b l e  of getting a shot at them.

In Scorpius, ruthless arms merchan
Vladimir Scorpius masquerades as the leader f
a wholesome religious sect, and SeaFire' Sir
Maxwell Tarn protects himself with a assive
international corporate empire. Differ nt times
mean different enemies, and with a a  dd picture
changing daily, threats come from all corners of
the globe.

Another important th matic 'prop' is the
backdrop -  the locatio o r  your story. While
some places will wo n o  matter when your
scenario is set (  e  Pyramids are still as
impressive now a they were in 1977's The Spy
Who Loved Me, modern locales lend a kind of
immediacy ta scenarios -  part of Death Is

Forever takes place on the French TGV
supertrain. The climax of Never Send Flowers
occurs in the Disneyland Paris theme park, and
the newest Bond novel, Zero Minus Ten,
happens in Hong Kong on the eve of the
colony's return to Chinese rule.

Running an espionage adventure about,
say, an attack on the Channel Tunnel during the
British general election would make the players
feel 'closer' to the action than one about a
missing spy-plane in Antarctica. Modem-day
espionage rolepLaying games have the best kind
of source material -  the news: just  watch  TV or
read the papers. No matter wh o r  who the
mission concerns, it's important/to maintain the
mood.

BREAKING THE MOLD
The traditional spy story co es. fn e  f o n '
format, with the agents cieIed on a task which
starts the chain of eve t h a t  lead to main pia
and the 007 mottles pave largely followed that
same style.

But that doesn't mean that you have to as
well. The referee can tag events to individual
characters to break up repetitive plots.

Have p e r s  take a holiday only to spot a
known KG,B agent in the company of an MI6
officer a their hotel. This is a great way to put
them off-balance and arouse their curiosity.

You can also expand the traditional spy
story 'toolkit' b y  introducing agents and
espionage 'players' from other quarters. The
novel Icebreaker features agents from the UK's
SIS & MI6, Israel's Mossad, America's CIA and

Russia's KGB as well as the little-known Finnish
SUPO. And what of groups like the BIR or NSA?
Shin Beth? BfV? Syrian MI?

Another angle is that of corporate spying
and industrial espionage, something that's a
permanent fixtfire of most cyberpunk RPGs. In
Japan, it's rumoured that the larger corporate
conglomerates have a  better intelligence
network than the government. So why shouldn't
big business be ready to cheat, lie and kill to
protect it's secrets and gather those of others?

As well as the idea of espionage agencies,
there are those groups and organisations that
operate on the fringes. Religious cults, terrorist
groups, environmental extremists, al l  are
examples of groups that have little or no loyalty
to any one nation.

LICENCE TO STEAL
The John Gardner/Robert Markham/Raymond
Benson James Bond stories are not as well
known as the films and original Ian Fleming
novels, so there's a fair opportunity to pillage
them for scenario ideas.

We've already covered some o f  the
essential elements of these books above, but
beyond this there are still fifteen novels worth of
storylines ready to be pilfered -  just make sure
that your players haven't read them beforehand.

Some of theylots can be placed into an
ongoing campaign by  swopping
elements or NPCs. In Special Send f o r
example. Bloteld makes a  reappearance,
returned from the dead, almost. Replace Blofeld
with your villain of choice and it can be James
Bond 007's TAROT or Top Secret S.I:s WEB
behind the dirty deeds

Other ideas like the 'hunter becomes
hunted plotlines of Nobody Lives Forever and
No Deals, Mr Bond are classic scenario leads,
turning the tables on agent PCs who might have
become complacent in past missions.

Icebreaker, SeaFire and Win Lose Or Die
are all good mixes of action set pieces while Role
Of Honour, Scoiplus and Zero Minus Ten have
plenty of pacey intrigue and 'legwork' for players
of a detective bent.

While the James Bond novels might lack
the gritty realism of John le Carte or the
technothriller aspects of Tom Clancy, they are
nevertheless pitched to provide action and
adventure for the reader and RPG referees. It
may be just what your game needs.

THE SOURCE
MASTER PLAN

"To his rising
horror and

concern, Bond
heard of the plans

in large cities
throughout the

United States, The
orders were already
clean-cut and clear
-  the seizing of TV
and radio stations;
the securing of all

National Guard
armories, the

neutralizing of law
enforcement
agencies and

military bases.
It was all standard

coup d'etat
procedure, played

by the book, and he
knew that, i f  there

were enough
people with

allegiance to
General Clay, the
entire operation
stood a definite

ILA nce of success."
Cold

Any referee
serious about
running a spy

RPG should check
out The Bluffer's

Guide To
Espionage, from
Ravette Books,

ISBN I•85304-IS6-
4, while those
living close to

London should
visit the excellent

exhibit on
Britain's spying

history at the
Imperial War

Museum.

arcane 7 7

Wilson & Richard
Maibaum movie
script
GOLDEN EYE
John Gardner
ISBN 0-340-
63537-1
Novelisation of the
Michael France &
Jeffrey Caine movie
scfipt
ZERO MINUS TEN
Raymond Benson
ISBN 0-340-
68448-8
Bond uncovers a plot
amid the 1997 hand-over of
Hong Kong to China (see
'People and places' in the text
above)

BOND CLASSICS
(all by Ian Fleming, published by Hodder & Stoughton)
CASINO ROYALE ISBN 0-340-42567-9
DIAMONDS ARE FOREVER ISBN 0-340-42564-4
DR. NO ISBN 0-340-41899-0
FOR YOUR EYES ONLY ISBN 0-340-42572-5
FROM RUSSIA WITH LOVE ISBN 0-340-42562-8
GOLDFINGER ISBN 0-340-42568-7
UVE AND LET DIE ISBN 0-340-42570-9
THE MAN WITH THE GOLDEN GUN ISBN 0-340-42571-7
MOONRAKER ISBN 0-340-42586-0
OCTOPUSSY AND THE LIVING DAYLIGHTS ISBN 0440-41365-4
ON HER MAJESTY'S SECRET SERVICE ISBN 0-340-42565-2
THE SPY WHO LOVED ME ISBN 0-340-42569-5
THUNDERBALL ISBN 0-340-42561-X
YOU ONLY LIVE TWICE ISBN 0-340-42563-6


