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[music] 

Nate Shivers: We are here to talk all things James Bond 007 60th anniversary Limited 

Edition here on the latest Stern Insiders Pinball Podcast. Let's go. 

[music] 

Joining us today on the Stern Insiders Pinball podcast, we have Keith Elwin, Mark 

Penacho. Am I saying that right, Mark? 

Mark Penacho: That is correct. 

Nate: I thought I had that one, but you never know. Welcome, Mark. You're a first-

timer on the SIPP as we refer to it as. We're here to talk about James Bond, 007 60th 

anniversary Limited Edition pinball machine. The word has been put out into the world. 

We're all excited. It's something very unique. It's different. We have lead playfield 

designer, Keith Elwin. We have senior system programmer, Mark Penacho, who Mark 

told me off the record before we started. He's going to be coding this game for a while. 

He's working on it now. He's at home doing the work. Welcome, guys. How are we all 

doing? 

Mark: Doing good. 

Nate: Good. 

Keith Elwin: We'll also add that Mitch Deason is also helping out with the software 

and doing the light shows and stuff, so shout out to him. 

Nate: Shout out to Mitch. 

Keith: He's also a new guy. Not that Mark's new, but-- 

Nate: Mark, how long have you been at the company for those who don't know you? 

Mark: I started at Stern not that long ago, I think it was March of 2021. I worked on 

pinball machines a long time ago, but after a 30-year break, I'm back. I get [crosstalk] 

Pinball. 

Nate: You've got a name-drop now. If you worked on games a long time ago. Games 

did you work on 30 years ago? 

Mark: The last game I worked on was Fish Tales. 
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Nate: Oh, wow. Very cool. Very cool. That game owns me in a special way, 

unfortunately. That's okay. 

Keith: [laughs} That's a great game. 

Nate: It's great. I know you like it a lot. I've had this conversation with Keith about this 

game, but we're here to talk about James Bond. This took everybody by surprise. This 

was something not expected. We knew we were going to get the Big James Bond 

release. A lot of people knew George Gomez was designing it, but then out of nowhere, 

there's not three games, there's four games, and this is a special game. This is a retro-

inspired game. 

I'd love to hear the genesis of where this came from for you, Keith and then, Mark, 

what your thoughts are on working on a game that is very different than what Stern 

has been building for the most part in the past couple of decades or more. I don't 

know. Keith, when did this start, When did this idea for a flat-ish type game start? 

Keith: I overheard somewhere in the grapevine that the licensor wanted a more classic 

retro game to represent the era where Bond first came on the scene and I threw my 

hat in the ring because I had a longer, a normal break between my cornerstones. 

George and Mark Wayne are project manager, were like, "Yeah, I think it'd be a good 

fit. You know the classic games. This fits perfectly in there." I got excited and here we 

are." 

Nate: It's funny, when I was talking to George about this, he said the same thing. Keith 

knows the classic games really well, and I thought back to when I first met you and 

some of the other top players, a lot of it was at PAPA, or It Never Drains In Southern 

California, and I always got the feeling there was this evolution for a lot of players 

where you would get really-- your skill level would raise up, you'd get to know the 

newer modern games really, really well. Then there was almost this-- that's when you 

started to appreciate the old games even more. They became, I don't want to say more 

fun, but there was something to them that, I don't know if it was a relief from the 

modern, fast-paced crazy games, but I always got this sense of excitement from some 

of the best players with the classic style games. Is that true? 

Keith: Oh, yeah. If you see what the classic styles games, especially in a social 

environment where you're playing with your buddies. There's no story. You're fighting 

against gravity to keep the ball in play. The ball times are short, whereas in modern 

games, they're telling the story, there’s all kinds of clips. Sometimes, the games can 

take a while. There's a lot to be said about the older games, and sometimes you just 

want to play a 10-minute game of pinball, and that's where these just fall in line 
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perfectly. Obviously, that's what I grew up playing, so I can really appreciate it. Half of 

my collection are all classic games, so this is a lot of fun for me to do. 

Nate: When the opportunity was discussed, and you found out you're going to do it, 

did you have ideas already or did you completely start from scratch? 

Keith: No, I started from scratch. I really wasn't sure what I could or could not do. We 

had a Beatles buried here somewhere that I had to look at to see how much room I 

had between the glass and the playfield and stuff like that just to see what I could do. 

Then I just started jamming on CAD, and here we are. 

Nate: Take me through the design a little bit. I think the four spinner things has been 

talked about a lot online. I keep, "oh, there's four spinners. Oh my gosh, there's four 

spinners," which there are four spinners. That is cool, but I think there's some other 

really interesting features to this layout. Why don't you give us maybe a left-to-right 

walkthrough of what's on the game and what your thoughts are on that? 

Keith: Well, four spinners, man, I wanted to set a record. I couldn't think of any games 

that had four spinners, so that was something I actually wanted to do. Left to right, we 

have our first two optic spinners are on the left side, one in what you might consider 

a left orbit shot, but it doesn't orbit, it actually feeds into a little scoop. There's another 

spinner above that that loops around and feeds back down the left lane, kind of does 

a figure eight. If you do it right, you can shoot the upper optic spinner. It'll loop around, 

go back down through the lower optic spinner. Then you can try to hit the other two 

spinners. It was designed like a four-way spinning shot. 

To the right of that, we have a bank of four drop targets. To the right of that, we have 

another optic spinner that feeds the top three lanes, the 007 lanes. It has two control 

gates, so the ball can either orbit around those lanes or it can drop into the lanes, 

depending on what Mark wants to do. We have two pot bumpers. We have a bank of 

three drop targets below that. Then we have the Odd Job hat, which is a modified 

version of the spinning disc that we've done in the past. This one actually hones in a 

certain area, around three or four o'clock. It kind of forces you to shoot around it, to 

shoot at the center drop targets, or you can spin it and try to hit the targets while it's 

spinning. 

To the right of that, we have an old-school captive ball, which is a loose ball between 

two posts, which probably been a while since that's been used in pinball, I believe. I 

can't remember the last time I saw one of those. To the right of that, we have a bank 

of three in-line drop targets. This is where we'll start the main multi-ball. It’s pretty 

straightforward. Knock down the three targets, shoot the scoop behind it, and you'll 
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be in multi-ball. To the right of that, we have our fourth optic spinner, which also can 

either drop down to the 007 lanes or right around. 

Very right corner, we have what's called the M target. You actually shoot through a 

one-way gate to hit this target that's buried up there, and then it drops into the shooter 

lane when it's lit that will collect your bonus. Bonus is huge in this game. We took the 

retro approach of your jackpot is your bonus at the end of the game, at the end of the 

ball. We have some huge bonuses that can be built up and collected there. 

Nate: Will the ball auto-fire when you shoot it back into the shooter lane? 

Keith: Yes, it does. 

Nate: Yes, okay. Just curious. Very cool. 

Keith: [crosstalk] bonus collecting. 

Nate: Yes. I saw the collect bonus there. I figured that was going to be a very key part 

of this game for sure. It's interesting when you talk about having the two controlled 

gates up at the top, I think that little information bit speaks to what an interesting mix 

of very modern pinball you have here. You have a screen in the playfield. You have 

modern mech ideas with spinning disc, but then it's very old school. Inline drops and 

a free captive ball like that, it's interesting. Was that something you thought about or 

just the natural evolution of your design? 

Keith: Yes, I'm a flow type of guy. I wanted a game with classic elements where you're 

shooting dangerous stuff like inland drop targets, regular drop targets, the spinning 

disc, but also I wanted some flow shots where I want to shoot some orbits on the fly 

and score combos. It's definitely a nice fusion of the two, I think. 

Nate: How much input into ruleset and scorings did you have here? Because I know 

famously, so far at Stern you've been heavily involved in that side of development of 

your games. 

Keith: I pretty much let Mark do what he wants. He's obviously a skilled programmer. 

I love Fishtails and I really like Roller Games too, even though I don't know if he would 

admit he likes it. 

[laughter] 

He doesn't need much direction but he does bounce ideas off of me. I'll give my input 

and bounce ideas off of him. We're working together pretty well. 
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Nate: Mark, what were your thoughts when you saw this project? This is a really unique 

one. 

Mark: I saw the score reels and I'm like, "Okay, I want to do those score reels." At the 

very least, I want to do those score reels because I grew up playing games in the 70s. 

I know that the score reels go five steps and then a rest period if you're on a Williams 

or a Bally mech, and I wanted score reels to do that. That was what really drew me in, 

was I wanted to make a score real game done right, but then the game also has a lot 

of modern elements too. We got a display in the playfield. It's got Stern Insider 

Connected. It's got Achievements. It's got all the stuff that you get from a modern 

game. Everything you do has been a weighing, how old school do we keep it? How 

modern do we keep it?  

Finding the right mix has really been the tough thing where I'll say, "Hey, what about 

this for a set of rules?" Keith will say, "No, no, no, I think it's better if we do this or I 

think it's better if we do that or no, I like that." This game doesn't have lane change 

because it just felt better without lane change. Everything's been a trade-off between 

old school and new school, and I think we're going to hit it pretty well. 

Keith: To give you an idea how much studying Mark has done, he knows all his 

different chimes. We have a chime sound package that's selectable. He's like, "This 

chime package, it does five hits and then pause, five hits and pause. And this one does 

three just based on various eras of electromechanical games." That's how much 

homework he did in some of these sound packages he's putting together. 

Nate: Mark, how much did the theme of James Bond, and obviously what's one of the 

unique things about this game is all of the James Bond actors are portrayed on the 

game and you can see them all. There's assets from all the eras of James Bond. How 

much does that play into your thought process in what you're doing on the 

programming side? 

Mark: For this game, not really a whole lot. It's themed very much more the way like 

'70s or '80s game was themed. The theme is integrated into every single thing, but it's 

basically the playfield and what makes sense pinball-wise. 

Nate: Do you guys feel that this could be something you would repeat down the road? 

I know I asked George this, and he said, "Ah, maybe if it's successful." Is this something 

that's interesting to you guys both as Stern team members of having a more street-

level game out there alongside Cornerstone releases, or is this something just kind of 

a one-off special in your mind? 
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Keith: I think for now it's going to be a one-off special, but who knows. They have a 

whitewood here in the office, and everyone loves playing it because, like I said, the ball 

times are quick. You can play with your friends and these score reels are super cool. 

These aren't like the score reels we used in the past. These are much more powerful 

and faster. Mark's done some pretty good emulating, making them look like actual 

score reels. Then we do stuff like the slot machine effect with them, which is really cool 

too for the match. I think he's been having a lot of fun with those. 

Mark: That would be correct. 

Nate: What kind of a mechanical engineering undertaking was that to work on a 

project like that? 

Keith: I think it was a lot. Mark can iterate. 

Mark: No, we went back and forth with the score reels, even though they look like old 

school, they're modern stepper motors. We went back and forth a lot with what motor 

controller will give us the most accurate, the strongest pulse with the reels. And how 

quickly can we move them? How quickly can we stop them? What is as close as we can 

get to the old mechanism, but still using modern parts that people can service and 

take care of and will work accurately. 

We've got the reels on test. I think I was there yesterday and I'm at 4 million steps on 

the score reels going on test and still going strong. It is very much going to not break 

like an old game. It'll be a good solid modern game from the underside. It'll just look 

a little old school here and there. 

Keith: Obviously, with four optic spinners, we need fast reels. 

Nate: They got to be to keep up with you hitting multiple spinners in single shots 

possibly. 

Keith: Oh yeah. 

Nate: That's neat. You're saying shorter ball times, and I think that's obviously 

something we've all played classic tournaments where you get up there, you plunge 

and you literally watch your ball drain immediately. What are you seeing on this game? 

How difficult is this? Are there safe shots here? Some of these things look awfully 

dangerous to me. What is the playfield like for you once you get plunged? 

Keith: It's actyally not that draining. I'm actually trying to make it a little more drainy. 

The slingshots are set out wide to the side like Godzilla. They're not as dangerous as 

slingshots that are closer together. You definitely have a good chance. You plunge the 
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ball into the top lanes, into the pop bumper area, or you can do a super skill shot 

where it'll punch the ball over in the orbit and then you try to hit the first target in the 

inlanes. This is our first use ever of tripable inlane drop targets. So, if you hit just the 

first target on the super skill shot, it'll trip the entire bank and light lock for you. There 

are other times where he's tripping the bank too. Like you can collect a gadget that 

will allow you to hit the action button anytime to trip the drop target bank, so you can 

either save that for when you have stuff set up or you can just cash that multi-ball in 

right away. Unlike a classic game, this does have a short ball saver for both the plunge 

and the multi-balls. But we're trying to keep it fairly short, keep the game moving. If 

you mess up the multi-ball, it has an old-school multi-ball restart thing that was 

popular in the '90s, so we're making a comeback in this game. It is drainy, but it's fair. 

Nate: I'm going to remember that. What is the integration like for you, Mark, with 

something like Insider Connected where you've got the game on the playfield 

obviously, and you've got scoring in front of you. You have a screen that is going to 

be leading the way into different parts of the game, and now you have Insider 

Connected, which is its own ecosystem. What are your thoughts on that and how have 

you been approaching work with that? 

Mark: I came to Stern specifically to work on Insider Connected. So, a lot of the work 

and Insider Connected was done by myself, by Tania Klyce and by Mark Guidarelli. I 

was very familiar with-- Coming to this game, I was very familiar with everything that 

we could do in Insider Connected. So I just had to make it work. Coming up with the 

Achievements and what the scores would do were a lot of fun. It's just, you see 

something you're like, "Okay, that's a good Achievement. That's a great Achievement." 

Since this is a low-scoring game with four reels, there's a lot of fun Achievements we 

could do. Like if you end a ball with 007 in your score, that's an Achievement. 

If you end a game with 007 in your score, that's another Achievement. Some fun things 

like that that you could do might not have been done in some of the other games with 

Insider Connected. We were able to do and we're coming up with some other fun 

things now. Like there's a James Bond day. If you play on that game, you can get a 

different Achievement. I know we did some Achievements like that with Elvira playing 

on Halloween. 

There's been a lot of fun things we can do with Insider Connected, and it's the same 

full-blown Insider Connected on all the other games. Even though we have a small 

screen, it's got the scanner, it's got the Home Team, it's got the full-blown auto update 

online. As far as Insider Connected goes, it's a regular Stern Pinball machine. 

Nate: Nice. 
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Keith: Another thing this game has is an old-school light-up backglass around the 

score reels. We have ball on play, player up, tilt, match, game over are all backlit on 

the plastic itself like the old back glasses would show you. 

Nate: I'm looking forward to seeing that. The mockup I've gotten from our friends in 

your marketing department only has just a flat, it almost looks like a screen. I freaked 

out when I thought I said, "Ah, there were supposed to be score reels on this game." 

Keith: No, that's a mock-up. 

Nate: Very good. Do you feel the buyer for this game because I know this has a limited 

run and it's super unique. Is the buyer for this game the collector? Do you expect to 

see these on route? Where do you think these end up? It is very unique. 

Keith: Wow. My opinion is you probably won't see very many on route. Of course, 

there are some places that will put it on a route simply because you're not going to 

find it anywhere else. Places like Ayce Gogi, who buy every one of our LEs and puts it 

on route, just so people can see it. But I'm sure, for the most part, they'll end up in 

collections of maybe James Bond fans or classic playfield fans, probably be a 

combination of both, that's where I see it. I'm not sure what Mark's thoughts are. 

Mark: Now pretty much hopefully one ends up in my house. 

Nate: I was wondering if there was going to be a push from some of the employees to 

try and get some of these because it is a unique and something very different and 

interesting release for you guys. 

Keith: No, we're definitely going to be fighting over these whitewoods. 

[laughter] 

Nate: That's cool. I don't want to just beat a dead horse here, but I got to say, it's so 

interesting to do this game. And I know there's been other companies build games 

sort of similar to this. You guys did the Beatles release, which was a very interesting 

project, a rework of an older design. Is there a place for this in modern pinball? Could 

you see a larger-scale run of a game with no ramps and a game that's more retro-

inspired as the marketing tagline says? 

Keith: I don't know, I think as the games evolve, I'm not sure how much you want to 

go backwards. It reminds me of the video game boom, where suddenly you had these 

consoles that you can play your old consoles when you grew up. You're like, "Oh, this 

is cool. I remember I used to play this game all the time." You play for a few minutes, 
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you're like, "I'm bored. I want to play Red Dead Redemption now," or whatever it is 

you're playing. 

Nate: Contra doesn't seem as good anymore as it did back in the day. 

Keith: Exactly. I think there's always a place for it whether that's moving towards the 

future, I doubt it. 

Nate: It's interesting. 

Mark: I think we're going to be seeing ramps on a lot of games for a long time to 

come. 

Nate: I think you're probably right. 

Keith: We love ramps. 

Nate: Lots of ramps. Can you fit four optical spinners on your next Cornerstone game, 

I think is the question? 

Keith: That's tough. That's the advantage of not having ramps. You can make extra 

spinner shots. 

Nate: Very cool, so James Bond, who's the best James Bond, Keith? 

Keith: Oh, I grew up on Roger Moore, so even though I don't think he's the best Bond, 

but that's what I grew up with. 

Nate: That's what you think of as James Bond? 

Keith: That's where my loyalties lie. 

Nate: Mark? 

Mark: I would probably have to say the same thing. I grew up with Roger Moore going 

to the Roger Moore movies. I've seen a lot of the Sean Connery movies. I've seen some 

of the newer movies, but Roger Moore was James Bond when I was a kid. 

Nate: It's interesting. 

Keith: That car jump, man, that sold it. 

Nate: That's such a generational thing. 
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Keith: The twisting. Yes, it is. I admit that Sean Connery is probably the better Bond, 

but I didn't watch those until I was older and he is like, Who's this guy? This isn't James 

Bond. 

Nate: Who picked the, I don't know if your guys are calling them, I guess they're the 

gadgets? The jet pack, the spy camera, the gondola Hovercraft. That's quite a mouthful 

to get there on the playfield. Who picked these? 

Keith: I think it was a combination of Kevin O'Connor, the artist, and with some 

feedback from us, he's like, "This will fit here and this will fit here," and I was like, "Cool. 

That works." 

Nate: Nice, nice. 

Mark: There is a Gadget mode in the game where you can Achieve other Gadgets tied 

to getting the four Gadgets on the playfield. If there's four Gadgets in the playfield, 

you get those, you'll play a Gadget multi-ball in which you have a lot of different 

Gadgets to unlock. 

Keith: It's crazy, how many Gadgets are actually in the game. Obviously, we don't have 

that many inserts, so it'll be a surprise. 

Mark: And with Insider Connected, those gadgets are a lifetime Achievements. If we 

have, I don't know how many gadgets we're going to end up with, but they'll be 

lifetime Achievements for every time you play. As you get the gadgets, there'll be 

different ones than the ones that you've already gotten in your lifetime until you've 

gotten all of them, and then you get the Achievement for that. 

Nate: How deep are you going here, Mark? Are we going to have multiple wizard 

modes? Just one wizard mode? nNo wizard modes? What's this going to look like? 

Mark: As far as the game goes, there's a lot of modern things. Electro-mechanical 

games, if they had a multi ball, it was one multi ball. We've got a lot more than that. 

We've got a lot more than that. There's several different multi-balls. I think we have 

one or two wizard modes depending on how you want to call them. It's an old-school 

feel, but it's a modern game. 

Nate: I don't know how your scoring's going to be working. I'm assuming you can roll 

this game. Is that what the 10 to 20,000, 30,000 numbers are there at the top? 

Keith: We have an over-the-top light that will flash when you roll it and then we have 

it. It's got 10 to 40 and that stacks up, so I think it goes to 100%. Nobody's going to 

completely roll it. 
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Nate: Not even you? 

Keith: No, I think my high score so far is like 18,000, which is one-eighth the way of 

rolling it. 

Nate: I feel somewhere out there, Kaylee George is like, "We'll see." 

Keith: No, that'll be an Achievement. Max out your score. 

Nate: That's awesome. 

Mark: I notice you have to be very conscious of what you score for things with the 

reels and the numbers. Coming up with the scores for things has been-- it's been a 

unique challenge because you can't just have inflation that goes wild. We've got four 

digits to work with, really. 

Keith: It's like jackpot, 100. Woo, actually that is pretty good. 

[laughter] 

Nate: It's interesting the way game scoring can differ, and this is the ultimate 

downsizing and scoring. It'll be fun to see. All right, guys, I'm super excited to see one 

of these. I can't wait, when are these going to hit the line, Keith? 

Keith: Last I heard was December, but fingers crossed. 

Nate: Alright, hopefully, I get to leave that in here and everyone knows they're hitting 

in December. We'll see what the bosses say when I finish recording here. 

[laughter] 

Keith and Mark, thanks so much for coming and talking about the James Bond 007 

60th Anniversary Limited Edition pinball machine. I look forward to talking to you guys 

both. I'm sure more games are coming. Enjoy the launch and talk to you again soon. 

Keith: Thank you very much. 

Mark: Thank you. 

[00:27:50] [END OF AUDIO] 

 

 


