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there, just never really promoted in 
the commercial press.  Odd snippets 
in Micro Mart, or PC Format have 
touched the surface, but until Retro 
Gamer was released, the only place 
you could get a fix of retro gaming 
journalism was either on a website 
or in a dedicated fanzine. 
 
Fanzines have come and gone, 
many giving up after only a few 
issues.  Arguably the best of a very 
long list was ironically entitled   
Retrogamer, written by Keith     
Ainsworth, which lasted 6 years or 
so, and more recently the ZXF and 
Commodore Scene publications 
which are regarded by many as 
leaders in their dedicated subjects, 
and are still going strong.  What 
makes these last two publications 
successful is the fact that they are 
writing about specific machines and 
can devote their entire contents to 
them.  They appeal to only one 
audience and create maximum sales 
within that market. 
 
Writing a multi-format commercial 
magazine however, such as Retro 
Gamer, means that you have to try 
and appeal to as many people as     
possible.  Naturally you will alienate 
some of the readers who want to 
see specific articles (technical   
coverage, obscure machines and 
games for example) as the main 
aim is to sell copies, and it is only a 
small minority of people who want 
to see that kind of article in the first 
place.  These readers are better off 
sticking to the fanzine market where 
their needs can be, and usually are, 
better met.   
 
However for the mainstream reader 
(or those wanting to reminisce on 
the past) Retro Gamer has fed them 
with the information they have 
wanted for the past 12 months or 
so.  All of the main machines have 
already been covered (Spectrum, 
C64, Amstrad, MSX, Atari, Amiga, 
Apple etc) and so the lesser known 
machines are starting to get a little 
page real estate.  Other articles 
have made an appearance such as 
the Games That Weren’t section 
(one of my favourites) and a section 
on foreign gaming, amongst others. 
 
Some of it is pretty good and some 
of it seems out of place for a     
commercial magazine IMHO,     
however it is down to the buying 
public as to whether they like it or 
not, and I suppose only time will tell 
on that one.  
 
What is worrying though is that in 
an obviously tough time for those at 
Retro Gamer, it seems odd that they 
are not exhibiting at CGEUK next 
week.  Even stranger is the fact that 
they are the official sponsors of the 
event but will not be there.  You 
would have thought that they would 
have wanted to quell the rumours 
and speculation on their forums and 
others regarding the magazines 
future by showing the scene that 
they are holding their heads up and 
getting on with it, despite the   
problems they may be going 

Does retro gaming    
journalism hold a place in 
the commercial market? 
 

I write this editorial about a week 
away from the RR4’s official launch 
and toady I hear news that the only 
commercial magazine devoted to 
100% retro gaming coverage, Retro 
Gamer, has decided to go back to 
being a bi-monthly publication. 
 
Rumours are abound all over the 
net, however what does seem   
certain is that Live Publishing are 
having a few problems.  At least one 
of their magazines has been     
completely cancelled, members of 
staff have been made redundant 
and Retro Gamer freelancers have 
yet to be paid for work they have 
already had in print many months 
ago.  It now turns out that Retro 
Gamer will not be attending CGEUK 
in any official capacity (although 
members of the RG team will be 
making personal visits to the show, 
it is said). 
 
Retro Gamer is still the only true 
retro gaming magazine we currently 
have in the UK, with its only     
commercial competition being a 
section in GamesTM of around 25 -
30 pages at most. 
 
With retro gaming currently being 
so popular you would have thought 
that there would have been more 
pages devoted to it, or possibly 
even some proper commercial   
competition within the magazine 
ranks, however this has not been 
the case.   
 
The reason why I hear you all ask?  
The answer is simply the content, or 
more to the point the broad      
spectrum of content available, that 
makes creating a retro gaming 
magazine such a hard commercial 
project to pull off. 
 
Let me explain it a little.  With the 
announcement of the Xbox, PS2 and 
Gamecube we had a selection of 
magazines thrown on the shelves, 
official and non-official alike.  Each 
magazine was devoted to its     
respected console and could     
therefore concentrate on the news, 
reviews, articles and interviews that 
applied to the specific machine.  
Granted, there is limited material 
out there for new machines,     
however everything that is covered 
is new and fresh to the reader. 
 
With the retro side of gaming it is 
different.  As there is little or no 
new activity to report each month, 
writers are forced to create articles 
on games and machines that have 
already graced our TV sets.  The 
problem is that there have been so 
many of them over the years, the 
hardest decision is to work out  
exactly what to write about, with 
the idea being to please as many 
readers as possible and therefore 
sell as many copies as possible,  
after all it is a commercial mag. 
 
Retro gaming has always been 

through.  Confused?? I am. 
 
Writing a fanzine on the other hand 
is easier in the sense that you have 
more control over what you write 
about, less worry about deadlines 
and more control over who you 
market it to, and of course it     
matters little if you do not sell any 
copies.   
 
Retro publications of all types are 
battling with the internet.  You can 
find pretty much any information 
you want relating to whatever   
machine and game that you want 
and most, if not all, of the content 
that ends up in the finished     
magazine has been written before, 
usually three or four times.  The art, 
it would seem, in keeping your    
readership coming back for more is 
to try and provide a different angle 
for the same information; covering 
the same subject matter but from 
another point of view, making the 
whole thing more personal and 
inducing thought in the reader.  
Even better is to find information 
relating to retro gaming that has 
never been written about before, 
although this can be hard. 
 
You are probably asking yourselves 
“What does any of this drivel have 
to do with Retro Revival?”. 
 
Its simple really.  We have to learn 
from those around us.  We have to 
keep the information we write about 
fresh; we have to look at new ways 
to write about old information; we 
have to cover both old and new 
activities in the retro world, and we 
have to combine other aspects that 
were prevalent at the time into our 
writing. 
 
Retro Revival is going to be a 
printed publication as of issue 5, but 
it will never become a commercial 
project for all the reasons outlined 
above.  This is a labour of love, not 
a money making machine. 
 
 
 
Last issue we asked you “Which 
legendary programming duo created 
the Parallax game?”, and of course 
the answer was Jon Hare and Chris 
Yates.  We decided to accept single 
name answers as well as those with 
both names, and even so we still 
only got 3, YES THREE, entries. 
 
Toby Newman from Cardiff was the 
winner and here he is with his prize!  

 Important Bits... 

No part of this publication may be 

reproduced in anyway whatsoever 

without the written consent of the 

editor of Retro Revival, unless of 

course you ask nicely and line our 

hands with pound notes! 

 

The views contained within this 

publication represent the personal 

opinion of that particular writer.  

If you have an issue with anything 

they have said, please sue them 

directly! 

 

Whilst we work our nutz off 

trying to bring you the most up to 

date and concise information we 

possibly can, please remember that 

we are only human and Boyo does 

cock up now and again :-)   

 

Due to this, some things may be 

missed, or just blatantly made up.  

Either way the rest of us apologise 

for his shortcomings in advance 

and urge you to email us and tell us 

what you think we should do with 

the little scrote! 

 

Ok, lets get serious… 

 

The pictures, screenshots,     

marketing material, trade marks 

and anything else that does not 

belong to us  remains the sole 

property of the original creators 

or the rich people who now own 

the rights.   

 

We do not take credit for anything 

other than the inane drivel that 

fills the white spaces between the 

pretty pictures.  If you have a 

problem with a part of your   

intellectual property that appears 

in this thing-ami-jig then please 

contact us before sending round 

the heavies.   

 

It will give us a chance to leave the 

country! 

Competition Winner Competition Winner 

Simon 
 

It’s his bag baby! 

Chris 
 

(aka Boyo) 

Lee 
 

(aka Koopa) 

Michelle 
 

(aka Shellski) 
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steep learning curve - for me, that 
takes the fun away.   
 
That said, I do own all three current 
generation consoles, and I was 
thoroughly addicted to Retro     
Passions Outrun 2 setup at       
Retrovision 5 
  
RR: How much time do you put into 
Console Passion? 
 
CP: Not as much as I used to!  
Maybe three hours a day but that's 
spread through-out most of the day. 
I would say two hours checking and 
replying to emails and one hour 
packaging up and posting games. I 
work on the website on Saturday 
mornings, normally nursing a     
hangover. This will explain the 
dreadful spelling on most of the 
pages! 
 
RR: Where do you get your stock 
from? and how do you work out 
pricing? 
 
CP: I used to get stock by buying 
collections from Loot, Ebay and Car 
Boot sales.  These days people  
contact me wanting to sell their 
collections, so it's a lot easier.  I go 
to Akihabra in Japan to get my  
imports, which is cool as I get to go 
sightseeing while I'm there.   
 
Pricing wise, various methods -  
 
 
 
 
 
 
 
 
referencing eBay sometimes, but it's  
not always a good indication - what 
sells for £1 one day may sell for £10 
another. Plus you have the 'bidding 
war' factor to consider.   
 
There are a number of sites that 
have price guides (Digital Press is 
very good, albeit aimed at the 
American Market) that I use too. 
 
Common sense as well I guess.  If 
ten people ask you for say Toejam & 
Earl, and you only come across it 
every few months, you know that 
when you do get a few copies in 
that it will be priced higher than 
something like Fifa 95. I've got 
copies of that game coming out of 
my ears! 
 
RR: Why do you think that people 
shop with Console Passion?   
 
CP: As mentioned before, I only 
stock complete games - that’s a big 
draw for people.  Plus a lot of people 
are into imports and there are very 
few sites that specialise in Super 
Famicom, PC Engine etc.   
 
On a different level, I always try to 
be friendly and chatty with my  
customers. Many of them come 
back again and again, so you end 
up building relationships with them. 
I normally get a few people coming 
up to me at shows and thanking me 
for a game they bought a few 

Someone loves Retro 
Revival.  In fact for a 
freebie fanzine we 
have done pretty well 
so far. 

 
So well in fact that two of the major 
online retro game retailers wanted 
to get a slice of the RR pie too in the 
form of sponsorship deals. 
 
Firstly, Andy B from Console Passion 
offered his voice (and wallet) of 
support and for those who do not 
know either Andy himself or 
www.consolepassion.co.uk, we 
thought we would have a few words 
with the nice man… 
 
RR: Andy, firstly, explain what  
www.consolepassion.co.uk is all 
about: 
 
CP: Basically we try to provide only 
good quality boxed complete retro 
games and consoles.  As a collector 
myself, I found it hard to get hold of 
good quality items - loose cartridges 
seemed to be readily available, but 
tracking down good condition games 
was a lot more difficult.  
 
Anyway, I had bought a few large 
collections some time ago, and sold 
off the duplicates on Ebay.  I bought 
more collections with the profit to 
'fuel' my own growing stash and 
again sold off the duplicates.    
 
 
 
 
 
 
 
 
I guess it all snowballed from there.  
I think what separates us from 
other retailers is the fact we only 
sell boxed, complete games, we 
have a large import section and we 
are the only shop that offers    
modification services. 
 
RR: Who do you sell to and what do 
you spend your profit on? 
 
CP: About 50% of our money goes 
straight back into buying stock each 
month.  It's still a nice little earner, 
but certainly nothing I could retire 
on or quit my day job for!  As for 
sales we ship worldwide.  A lot of 
our customers are from Holland,    
Scandinavia & Australia.  
 
RR: What are your personal views 
on retro gaming, and why do you 
feel that it is so popular? 
 
CP: Everyone loves retro gaming - 
even those people who say old 
games are garbage secretly have a 
soft spot for them!  I like it as 
(without trying to give the stock 
answer) the games were simple, 
without relying on flashy graphics to 
make them look good. 
 
The trouble with a lot of games 
today is they lack the most       
important ingredient - playability.  I 
like the way you can pick up an 
older game and instantly get into it.  
Newer games seem to have such a 

months earlier etc.  Oh and I offer a 
100% no quibble return policy too! 
 
RR: What are your future plans for  
Console Passion? 
 
CP: We have just started stocking 
JAMMA boards and machines,   
something which we are looking to     
expand into.  We considered    
stocking computer (Commodore & 
Spectrum etc) items, but the time it 
takes to test the games offset 
against the revenue you would get 
made me change my mind. Also, 
there are plenty of other places you 
can get computer games from, so 
we wouldn't be offering anything 
new.   
 
Other future plans are this years 
CGE - we will be hoping to bring an 
even bigger and better display than 
last year, and of course there is the 
next Retrovision too, and our   
sponsorship of The Retro Ball - 
these things creep up on you all too 
quickly! 
 
RR: What do you think of retro 
gaming journalism at the moment? 
 
CP: Oooh I wouldn't be at liberty to 
say!  I get Retro Gamer every 
month, it's well presented and  
written - the articles are usually 
very well researched too - the Game 
& Watch article for instance was  
 
 
 
 
 
 
 
 
excellent.  I don't tend to bother 
with Edge or GamesTM, no personal 
reason though I just never bothered 
with them much.  Of course there's 
your fine publication too! 
 
RR: What do you feel about your 
sponsorship of Retro Revival?  What 
was the reasoning behind you   
decision to sponsor it? 
 
CP: I decided to sponsor Retro  
Revival as I see it's potential for the 
future.  A freely available online 
publication like this is only going to 
gain interest and readers.  It's well 
written and the articles are very 'in 
depth'.  
 
Of course there's the obvious    
publicity and awareness it will bring 
but it's also nice to be associated 
with something like this that gets 
talked about on Bulletin Boards 
.   
Sponsoring Retro Revival ensures 
it's future too - I want to promote 
and build the retro scene, and if 
sponsoring Retro Revival,         
Retrovision etc helps then that’s 
great.  After all, I did originally get 
into this not for the money, but the 
love of the games & scene... 
 
For those who have met Andy, you 
will know that he is as genuine as 
the day is long, and his customer 
service is next to none.  We are 
proud to have him onboard. 

Back In Time Lite  rears its rather 
pretty head in the sunny city of   
Manchester this year.   September 
10th & 11th to be precise at ‘The 
Avenue’ in Failsworth. 
 
On the menu will be none other than 
the SID80’s playing the tunes they 
and us love to hear, the launch of the 
Back In Time Live DVD (one of which 
we have been given as a prize to give 
away in a future issue of Retro     
Revival), and another launch in the 
form of ‘Sex Drugs & Rock & Roll’. 
 
For us however the highlight of the 
show will be the infamous ‘Hey Hey 
16K’ played live by MJ Hibbert and 
the Validators!  Better get learning 
the words now for the sing-a-long! 
 
If the audio theme is too much to 
handle, you can always get game 
playing with the Retrovision mini 
event which will see big screen Outrun 
2 head to heads as well as a host of 
other current and retro games ready 
to be played. 
 
For me information and to purchase 
tickets pop along to: 
www.c64audio.com/bitlive.php 
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 Retrovision 2006 

The green headed fella that adorned 
the front cover of Retro Revival Issue 
3 is coming back to scare us all 
again, this time for the 6th RV show, 
planned for February 2006 in     
Kenilworth,  Warwickshire. 
 
After the success that was RV5 way 
down in Frome, Somerset, Mark 
Rayson, organiser extraordinaire is 
moving the event to a more central 
location, but will be offering the same 
content as the previous encounter, 
and then some! 
 
RV6 will be solely sponsored by Andy 
B over at Console Passion, whilst the 
main event will showcase the SID80’s 
once again, but this time involved in a 
full rock concert with drum kit et al.  
This will be worth the entrance price 
alone, trust us on this! 
 
Also appearing for the first time will 
be Simon Uylatt and the Cronosoft 
wagon, offering the best of the new  
8-bit games, as well as a fantastic 
Back In Time / C64 stall with loads of 
audio and related items for you to 
spend your pocket money on. 
 
Other first timers include the Dragon 
Archive and Commodore Scene 
alongside regulars such as Retro 
Passion and Atari.net, and of course 
you can play games whilst getting 
drunk at the reasonably priced bar! 
 
Competitions will be rife at the show 
and prizes aplenty, although if you 
were after a copy of Blitz Basic from 
lasts years event, we are sorry to tell 
you that you are out of luck! 
 
More information can be found at: 
www.retrovision.org.uk 



 and 90’s, in my opinion, were   
classic years for gaming and have 
built a successful platform for  
today’s games. 
 
Another reason for the popularity of 
retro gaming is that you can go 
back and relive some of the most 
vital points of your youth through it.   
 
RR: What was the reasoning behind 
starting www.retropassion.co.uk? 
 
RP: The idea behind Retro Passion 
stemmed from many, many hours 
playing our favourite classic games 
with friends.   
 
I always dreamed of starting   
something I could really enjoy and 
work on as a hobby, so after much 
deliberation between myself, Tom 
and Richy we started work on the 
site and had spent time getting high 
quality stock collected and the rest 
is history.   
 
We have had a very successful last 
12 months and have even exceeded 
our own expectations in the amount 
of demand we have had for our 
service. 
 
RR: How much time do you spend 
on Retro Passion activities? 
 
RP: Between Richy, Tom and    
myself, we spend a lot of our time  
running the site and uploading 
stock, sending orders, sourcing new 
stock, updating the site and      
integrating new areas.   
 
 
 
 
 
 
We look at it in a positive way, as 
we are very fortunate to be working 
on  something we love, not to   
mention getting to talk to people 
with similar interests to us, so it is 
very rewarding. 
 
RR: How do you set your prices? 
 
RP: We constantly monitor the  
market values of each item with 
several sources to make sure we 
remain very competitive on price, 
offer high quality products and  
service that is second to none. 
 
RR: Where do you get your stock 
from? 
 
RP: We use several main sources 
for our stock, ranging from private 
advertising to buying private     
collections.  We have very high 
standards on the quality of the stock 
we buy, which although it costs us 
more to buy and takes a little longer 
to find, is worth every penny, as 
there is nothing better than a    
pristine, boxed item with all     
packaging and instructions as new. 
 
RR: Why do you think people shop 
with Retro Passion? 
 
RP: I would like to think people 
shop with us because we offer a 
high quality, competitively priced 
product with a website that is easy 
to navigate and offers a pleasant 
shopping experience.   
 

So there we were.  Console Passion 
had not only come on board      
financially, but also Andy has helped 
out a lot with development and 
other matters. 
 
Hot on the heals to get involved 
with Retro Revival were Barry, Tom 
and Richy, the guys over at Retro     
Passion, another great online retro 
store. 
 
We had a chat with Barry and this is 
what he had to say for himself… 
 
RR: What is Retro Passion all 
about? 
 
RP: www.retropassion.co.uk is  
designed to offer everyone easy, 
quick access to the world of     
retro-gaming.  We not only offer 
original games, systems,          
accessories and collectables, but 
also an ever popular forum,        
interviews, news, member reviews 
and we are expanding in the near 
future to offer even more services. 
 
RR: How do you differ from other 
online retailers? 
 
RP: We are very proud of our work 
on the main website and the fact it 
is so user friendly.  We offer a   
comprehensive shopping system, 
that operates a professional     
shopping cart system, integrated 
online payments, exclusive member 
offers and promotions plus excellent 
navigation throughout our ever 
evolving website. 
 
 
 
 
 
 
We have also tried to establish   
ourselves as something more than a 
one-stop shop by offering the extra 
services such as our forum.  We are 
also in the process of building new 
areas into our site that will further 
distinguish us as an independent 
retro network to all that wish to 
take a trip back in time. 
 
RR: What exactly do you sell? 
 
RP: We sell all the major systems 
and games of yesteryear from the 
early 80’s to the late 1990’s, so that 
we cover all tastes.  We also offer 
replica arcade systems for not only 
home use, but also commercial 
machines for venues to make sure 
we cater for all needs.  We also 
have in development, a wide range 
of retro gaming merchandise to suit  
all tastes, so you can be assured of 
a great choice. 
 
RR: What are your personal views 
on retro gaming and why do you 
think it is so popular? 
 
RP: I think there are a number of 
reasons for this, but the most 
prominent reason for me would be 
the fact that many modern games 
do not offer the classic ‘pick up & 
play’ that many older games can 
offer.   
 
I do enjoy playing modern games 
and consider them to be vital part of 
my gaming experience, but the 80’s 

 
 

Retro Ball 05 We also offer various delivery   
methods to all our customers, to 
make sure we cater for everything 
down to their budget and needs 
with postage.   
 
It is very important to us to make 
sure all customers walk away with a 
positive experience when dealing 
with us and has helped us maintain 
regular, repeat custom. 
 
RR: What are your future plans? 
 
RP: We have several major projects 
we are currently working on, which 
although we are not ready to    
publicise, will offer existing and new 
customers, more variety, services 
and even more choice in the near 
future. 
 
RR: What do you think of retro 
gaming journalism at the moment? 
 
RP: I feel that it is improving    
dramatically all the time, as the 
people writing the articles are  
genuine gamers with an interest in 
retro gaming.  Many modern games 
magazines (but by no means all) 
have writers and journalists that 
simply do their job to gain        
experience and have something on 
their CV for a future promotion in 
journalism. 
 
With publications such as Retro 
Revival, writers are actively involved 
in the scene and have spent much 
of their past playing the titles and 
systems they write about, so there  
 
 
 
 
 
 
is much more experience on the  
subject for the reader to gain.   
Also there is not the commercialism 
that modern gaming is subject to 
and this really helps to offer an        
unbiased, structured opinion for the 
writer and in turn, allows them to 
freely write about matters they are  
genuinely care about. 
 
RR: Why did you decide to sponsor 
Retro Revival? 
 
RP: We sponsored Retro Revival as 
we believe it has the ability to reach 
retro gamers on a new level.   
 
Even in it’s infancy, the quality of 
the writing, layout, design and style 
were exciting and it is rare an   
opportunity comes along to be part 
of something special at such an 
early stage.   
 
The last issue was a phenomenal 
success with everyone I had spoken 
to and really enjoyed reading it from 
start to finish.  Not since Your   
Sinclair have I enjoyed a gaming 
magazine this way, so it seemed 
only right to try and help develop it 
along with the team and provide our 
full support. 
 
So there you go.  Two of the biggest 
online retro retailers have pledged 
their finances and their support for 
the future of this project, which in 
turn will make it a better read all 
around.  We are here to stay! 

As if CGE, Back In Time Lite and 
Retrovision6 were not enough for you 
to get excited about, yet another 
event looms on the horizon. 
 
Coming to a cricket pavilion near you 
(well ok Kenilworth then!) is the start 
of what is hoped to be one of many 
charitable retro gaming events. 
 
Retro Ball 05 is the brainchild of a 
few members of the Digital Arcade 
forums (www.digitalarcade.co.uk) 
and is being heralded as the biggest 
retro gaming charity event the UK has 
seen.  
 
 
 
 
 
In partnership with Everyman (the 
testicular cancer charity) and CGEUK, 
with sponsorship from Console  
Passion, The Retro Ball (see what they 
have done there with the name?) is 
the first event organised by the group,  
and is being promoted under the 
Play4Charity banner. 
 
The announcement has already 
sparked interest all over the net with 
guests and visitors all responding 
positively to the news. 
 
Scheduled for the 3rd and 4th of   
December,  the venue in                 
Warwickshire will host both guests 
and games playing, with all the 
money made from the tickets being 
sent straight to the Everyman bank 
account. 
 
To date a large number of exhibitors 
and personalities from gamings past 
have already signed up for the event 
including  Jon Hare (Sensible      
Software), Ben Daglish (C64       
composer, SID80’s member) and 
Gary Whelan (Galaxian world record 
holder), with more people  being 
added to the list all the time. 
 
We have been told that the weekend 
will comprise of console / computer 
gaming, arcade machines,            
competitions, socialising and of 
course seeing and experiencing all 
the systems you played and didn’t 
play as a child. 
 
At the time of writing the organisers of 
Retro Ball 05 have informed us at 
Retro Revival that a few new faces 
have committed themselves to    
attending the event. 
 
Gary Whelan, the current Galaxian 
world record holder will be available 
to teach visitors the tips and tricks he 
has mastered on the great arcade 
game. 
 
Also David Whittaker, video game       
musician, will be showing his face so 
get your autograph pens at the ready. 
 
For more information please visit the 
play4charity website located at: 
 
www.play4charity.co.uk 
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Big Thanks To... 

Retro Revival is proudly sponsored by www.consolepassion.co.uk & www.retropassion.co.uk 

Retro Revival would like to thank Andy 
from Ultimarc for supplying the  
arcade components to make this 
’How To’ guide possible. The Ultimarc 
site can be found at: 
www.ultimarc.com 

Arcade VGA 
 

Connect your 15Khz arcade cabinet 
monitor to your PC with NO special 
configuration or special driver     
software in either DOS or Windows.  
 
# Displays all boot, DOS and       
Windows screens. Displays Windows 
desktop in a choice of resolutions 
including interlaced and non -
interlaced. 
 
# Allows DOS MAME or MAME32 to 
run almost all games at their native 
resolutions without hardware    
stretching, scan converters or other 
degradation. 
 
# Emulates the original game board's 
graphics hardware as closer than has 
ever been possible before. 
 
# Contains 28 built-in 15Khz video 
graphics modes tailored specially for 
emulation.  

OptI-Pac 
 

The OptI-Pac (Optical Interface for Pc 
to Arcade Controls) is an interface for 
easily connecting optical-type arcade 
control devices including trackballs 
and spinners to a PC for use with 
emulators such as MAME. 
 
# USB Mode: One USB cable handles 
up to two trackballs and 4 spinners/
rotary joysticks. 
 
# Serial mode: Two independent 
serial port inputs to accomodate two 
trackballs and 4 spinners/rotary 
joysticks. 
 
# No external power needed when 
used in USB mode. 
 
# The active control (trackball or 
rotary) is automatically selected using 
a "first moved" method. 
 
# Supports buffered controls (Happ 
type) or unbuffered (Suzo, Wico), high 
or low polarity. 
 
# Configurable via software, jumpers, 
or external switch. 
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The I-Pac The I-Pac 

Figure 2 - The I-Pac4 Figure 2 - The I-Pac4 

set-up. Just  remember to use the 
relative ports on the interface. 
 
The picture below shows you some 
of the components that you will 
need to prepare the interface for       
connection to your computer. 
 
Wire 
I-Pac 
Crimping Tool 
Crimps 
Pliers 
Micro Screwdriver 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
After understanding the basics of 
integrating the I-Pac into your  
cabinet set-up, please feel free to 
experiment further with alternative 
wiring designs to the one that is   
presented in this article. 
 
Each step documented hereafter is 
accompanied by a diagram or a 
picture of myself actually wiring the 
1-player control panel on a recently 
built cabinet.  
 
The I-Pac used for this guide is the 
older designed I-Pac2, but the same 
principles apply for all I-Pac units. 

they connect you your computer.  
The PS2 version connects via your 
computers PS2 keyboard socket and 
has a PS2 pass-through connector 
so that you can simultaneously 
connect a keyboard too. 
 
The USB version is in fact the same 
interface (with PS2 pass-through 
connector) however it connects to 
your computers USB socket.  Make 
sure you define what connection you 
will be using when you are ordering 
so that the correct lead can be sent. 
 
Figure 2 shows the I-Pac4 which 
allows up to 4 sets of player      
controls, once again available in 
both PS2 and USB varieties. 
 
Figure 3 shows a picture of the older 
design of the I-Pac2. Even though 
slightly larger with the obvious  
layout difference of the connections, 
the fundamentals you need to know 
to wire both the new and old     
versions of the interface remain the 
same. The technique for wiring both 
the 2 player and 4 player versions 
of the unit is also the same. 
 
This guide is going to walk you 
through the set-up of the following 
components to an I-Pac2: 
 
1 x Joystick 
4 x buttons 
1 x 1-Player button 
1 x 2-Player button  
 
Once the wiring concept is        
understood for the Player 1 controls, 
the same method can be used for 
the Player 2, 3 and 4 controls     

Figure 3 - The Older I-Pac2 Figure 3 - The Older I-Pac2 

Figure 1 - The I-Pac2 Figure 1 - The I-Pac2 MAME cabinet building 
is not a new thing with 
the hobby being around 
pretty much the same 
length of time as the 
MAME software itself! 

 
In the early days arcade           
components were widely available 
to the hobbyist and so was the 
hardware and software to run the 
MAME emulator and arcade games 
on.  Historically the major hurdle 
the cabinet builder had to jump over 
was ‘connecting’ the arcade      
components to the computer as 
there was no dedicated device to 
achieve this. 
 
Early builders used various       
techniques to interface the controls 
to the PC, an example being 
‘keyboard’ hacking. This involved 
wiring the arcade controls to the 
encoder of a keyboard using     
soldering techniques and a steady 
hand.  
 
Although pretty successful at the 
time, the solution often introduced 
‘ghosting. This meant that on     
occasions when playing a game, 
pressing the fire button could have 
a slightly different outcome than 
your space-ship firing a bullet, for 
example the game could go in to 
‘pause’ mode whilst you were in 
mid-battle. A better solution was 
required… 
 
 
 
The company Ultimarc was founded 
by Andy Warne and provides a 
plethora of arcade components for 
the budding cabinet builder to play 
with in the construction of their 
arcade dream machine.  
 
The first product launched by    
Ultimarc was the infamous I-Pac 
device.  This ‘simple’ device allows 
the connection of arcade joysticks 
and buttons to a PC with no adverse 
effects; this is the device that we 
will now explore… 
 
Figure 1 shows the recently      
redesigned I-Pac2 that supports the 
connection of 2 joysticks and 2 sets 
of buttons (of a maximum of 8   
buttons per player) for a 2 -player 
cabinet.  
 
Connections also exist for the Player 
1 and Player 2 buttons as well as a 
‘coin’ button.  
 
The I-Pac2 itself comes in two     
flavours, both PS2 and USB, with 
the only difference being in how  



  
 

and NO connectors which is ok as 
these two connections are the only 
two that we will be using for this 
‘How To’. 
 
 
 
 
 
 
 
 
 
As you can see from the diagram 
above, the GND connector is clearly 
labelled.  It is important that you 
make sure you are using the correct 
connector on all switches, so check 
before you start. 
 
 
 
Get a length of wire and using your 
crimping tool remove a suitable 
amount of the outer cover (around 
2cm) so that you expose the wire 
underneath.  Push the exposed 
section into the crimp and then use 
the pliers to secure the wire in 
place.  

Now connect this to the GND    
connector on the starting switch, as 
depicted in the diagram and shown 
here. 

The next switch in line is the one to 
the right.  With the first crimp   
connected, cut the wire fairly short, 
but long enough so that you can put 
another crimp on it and still reach 
the GND connector on the next 
switch.   
 
As we are daisy chaining the GND 
cable between switches, you will 
need to connect two wires to one 
crimp.  To do this you will need to 
make sure that the two lengths of 
wire that are being connected are 
the same, and then twist them   
together before you place them in 
the crimp and secure them.  

This crimp then attaches to the next 

 
 
The cabinet control panel can    
consist of many things including 
trackballs, pinball flipper buttons, 
steering wheels and much more, 
however we are keeping it simple 
for now and will be connecting just 
the basic components needed to get 
playing with MAME. 
 
What we will be creating is a single 
player joystick and 4 button control 
panel, and over the next few pages, 
with the help of words, diagrams 
and pictures, we will show you the 
methods and techniques that are 
necessary to be able to connect it all 
to an I-Pac interface so that you can 
play those MAME games the way 
they are meant to be played! 
 
As you can see from the picture 
below we have already constructed 
the top part of the control panel and 
have screwed our buttons and   
joystick into place.  We then turned 
the unit on its side so that we can 
wire up the contacts. 

 
 
The very first thing to do when  
interfacing the controls to the I-Pac 
is to earth them. To do this you will 
need to ‘daisy chain’ the switches 
together and secure the end of the 
resulting wire in the ‘GND’ socket on 
the I-Pac.  
 
Diagrammatically this is what we 
are after… 

(Please note this is not a closed 
loop) 
 
The first thing we need to do is to 
make up a lead with a crimp on it 
which we will attach to the GND 
connection on the first switch (as 
shown in the diagram). 
 
Each of the arcade buttons and 
joystick axis will have a ‘cherry’ 
switch (also known as a micro 
switch) attached. The switch     
comprises of a maximum of 3     
connections; Ground (GND), NO 
(Normally Open) and COM 
(Common). 
 
Some switches (as there are many  
varieties) will just have the GND  

More Ultimarc Goodies switch in the line (via the GND  
connector) and then you are ready  
to make the next crimp up.  
  
 
 
 
 
 
 
 
 
 
 
 
 
 
Follow the same pattern of earthing 
for each button and each switch on 
the joystick until eventually all 
switches are earthed.  Ensure that 
the wire coming out of the last 
switch is of adequate length to 
reach the I-Pac location in your 
cabinet. 
 
The result of completing the GND 
loop is shown here, note the long 
length of wire coming out of the last 
switch. 
 
 
 
 
 
 
 
 
 
 
 
 
Now we have our GND loop, next we 
need to connect this to the I-Pac. 
 
Using a micro screwdriver, locate 
the GND terminal on the I-Pac itself, 
insert the wire, and secure firmly in 
place by tightening the screw. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
And that is the earthing done! 
 
 
 
The next diagram shows the wiring 
of each of the button cherry 
switches (using the NO connector) 
to each of the relevant locations on 
the I-Pac.  

Each switch has been given a   
number and the key over the page 
can be used to see where on the     
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The Scenario The Scenario 

Let’s Begin Let’s Begin 

Earthing Earthing 

Wiring The Rest Wiring The Rest 

J-Pac 
 

 The J-PAC (JAMMA interface for Pc to 
Arcade Controls) is a board which 
allows plug-in connection of a JAMMA 
arcade cabinet to a VGA card and 
keyboard port or USB port on a PC 
motherboard. It incorporates all the 
functions of the I-Pac, for example: 
 
# Fully programmable key code set. 
Stored even after power off. 
 
#  Dual interface USB or Keyboard. 
 
# Supports I-Pac optional pre -
assembled LED harness with 3 panel 
mounting LEDs which emulate the 
keyboard Lights. 
 
#  Lead plugs into keyboard socket on 
PC or USB port. 
 
# Self-Test LED gives an instant check 
of all your wiring. Can indicate which, 
if any, input has a problem. 
 
#  No separate power needed. 
 
#  Does not use a matrix - no ghost 
keys. All inputs are completely   
separate and generate their own 
interrupt - this is the fastest possible 
method. 
 
 
 
 
 
 
 
 
 
 

I-Pac 
 
# I-PAC The world's most advanced 
PC interface for buttons and joysticks. 
 
# I-PAC is the ONLY keyboard encoder 
to have up to 56 inputs each with it's 
own dedicated microprocessor pin.  
 
# Each input is interrupt-driven for NO 
interaction or delays, vital for multi -
button games such as fighting games. 
 
# I-PAC is the ONLY keyboard encoder 
which emulates a USB keyboard (and 
PS/2) and yet breaks through the 
USB simultaneously-pressed-switch 
limit of 6 switches (plus ctrl,alt,shift) 
which afflicts all USB keyboard  
devices. This is beacuse it has inbuilt 
full native USB support, and does not 
rely on an add-on adaptor. 
 
# I-PAC is the ONLY keyboard encoder 
which has a fully multi-processed 
interrupt-driven (so no loss of per-
formance) pass-through connector so 
that an attached keyboard (or a 
second encoder) is handled in PS/2 
mode with full byte interleaving rather 
than being switched on/off. 



  
 

Ultimarc Controls... 
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T-Stik Plus 
 

# Switch your T-Stik from 4 to 8 way 
mode from the top of the panel! 
 
# This is the only joystick in the world 
which can be switched over from 4 to 
8 way from the top of the panel with 
no lever or other intrusion.  
 
# Keeps the panel arcade-real but 
still gives the ability to play all 4 or 8 
way games with the true feel of the 
correct stick. 
 
# To switch: Pull out the stick against 
the spring pressure, continue pulling 
while rotating, until the mechanism 
engages, then turn anticlockwise for 
8-way, or clockwise for 4-way.  The 
stick clicks into position when turned 
45 degrees. 
 
 
 
 
 
 
 
 
 

Buttons 
 

# Push Buttons in 6 colours.  
 
# These are long type micro-switch 
buttons for panels up to 30mm thick. 
Non-illuminated type. 
 
# Note these are genuine major 
manufacturer buttons with Honeywell 
or Cherry microswitches.  The low-cost 
Far-East copies do not have such a 
good feel. 
 
# Also available with Start 1 and Start 
2 logos. 
 
 
 
 
 
 
 
 
 

TrackBall 
 

# A High Quality 2 1/4 inch (57mm) 
Trackball assembly. Uses a         
heavyweight solid (non-translucent) 
"pool ball" type ball with ball bearing 
mounted rollers. Same hole mounting 
pattern as Happ trackballs. 
 
# Supplied with wiring harnesses for 
connection to OptI-Pac. 
 
# Available with white or red ball. 

 
 
When ordering an I-Pac from    
Ultimarc, you are supplied with a 
CD-R that contains utilities to    
program the many peripherals they 
supply.  The WiniPAC utility is of 
significance to this article and its 
primary function is to allow you to 
reprogram the standard MAME  
keyboard mappings that come as 
standard with the I-Pac to any     
set-up you desire. 
 
The WinIPAC software is an      
intuitive and easy set of tools that 
allows you to assign different    
keycodes to your arcade controls 
using a keyboard connected to the 
I-Pac. 
 
You can also program the I-Pac 
using an ‘interactive’ programming 
mode that is accessed from a DOS 
Window or a text editor. To do this 
you have to activate a built-in            
programming system by pressing 
CTRL-ALT-P on a PS/2 keyboard 
attached to the I-Pac. This        
activates the interactive            
programming mode and the I-Pac 
will output a text menu to your text 
editor. 
 
From this menu you can list the 
current key assigments, test the 
buttons attached to the I-Pac, save 
new key assignments, or even   
revert key settings to their defaults. 
This is a very handy built-in utility 
package to have, especially the 
button testing feature. If you think 
you may have a stuck button, the 
button tester will show you       
immediately which button is being 
depressed. 
 
 
 
Hopefully, after you have followed 
this article, you should have a   
simple control panel with a joystick 
and buttons, all wired to your I-Pac. 
The final thing to do is to connect it 
to your computer and test it out. 
 
After the wiring is complete, plug 
the serial connection into the    
keyboard socket or USB port on the 
PC, depending on what I-Pac model 
you have, switch on the PC, load a 
game in MAME and start testing. 
 
Next issue we will look at one of the 
most well known Mame frontends 
and show you how to set it up         
successfully on your computer, as 
well as giving you some hints and 
tips to get the best from it. 

easy as any of the other           
connections we have made so far. 
Remember to ground them first and 
then take a wire from the NO    
connector on each to the respected 
ports on the I-Pac interface.  You 
will know which terminals to use as 
they are clearly marked up as 
1STRT and 2STRT on the I-Pac. 
 
 
 
So we have our joystick and buttons 
connected to the I-Pac now.  We are 
nearly ready to test the control 
panel out, however there is one 
more thing we need to explain. 
 
MAME uses a selection of default 
keyboard presses to do certain 
things within games.  The I-Pac has 
been made so that it mimics one of 
those keypresses each time a    
button is pressed or the joystick 
moves in a particular direction. 
 
However it can do much more than 
that.  Using the default MAME   
configuration we can also emulate a 
coin being inserted, pausing the 
game, returning to the menu from 
within a game and a whole lot more, 
all without having a keyboard   
present.  MAME does this by using 
the I-Pac Shift function. 
 
The shift function is a way of    
maximising the amount of actions 
you can control in the MAME     
program using the smallest number 
of buttons on your control panel.  It 
works by allowing a different     
function to be executed when a 
control is actioned simultaneously  
with the 1 Player button. 
 
Shifted function keys will do various 
functions e.g. press the 1P button 
and the ‘fire’ button and you will 
insert a coin; press 1P and 2P and 
you will jump back to the menu, i.e 
escape.  
 
You can also use the MAME in-game  
configuration menus with the shift   
button, e.g tab and enter are shift 
joystick right and left respectively.   
 
Pressing and holding 1P enables the  
shift mode which gives access to the 
most important functions needed in 
Mame, found in the boxout below. 
 
By using the shift function you can 
make a very simplistic and        
uncluttered control panel, but still 
retain functionality, which is      
fundamental when making a MAME 
cabinet. 

I-Pac each switch should be wired 
to. 

Grab another piece of wire and 
place a crimp on one end.  Take the 
other opposite end and expose 
some bare wire.  Locate the correct 
terminal on the I-Pac (as per the 
previous diagram and key) and 
screw the wire firmly in place.  You 
should be left with something like 
this… 

Repeat the process for all of the 
connections.  To make the wiring a 
little more tidy you can use cable 
ties.  These can be used to good 
effect and will make the inside of 
your cabinet much more tidier and 
avoid accidental snagging of the 
control panel wiring. 

 
 
 
Wiring the player buttons is just as 

Switch Number I-Pac Connection 

1 1SW1 

2 1SW2 

3 1SW3 

4 1SW4 

5 1DOWN 

6 1RIGHT 

7 1LEFT 

8 1UP 

1 & 2 Player Buttons 1 & 2 Player Buttons 

The Shift Function The Shift Function 

Shift & Button... Executed Function 

2P Escape (for jumping back to the main menu) 

Joystick Left Enter (for running games in Windows and in 
MAME for game configuration) 

Joystick Right Tab (for entering MAME game configuration)  

Joystick Up ~ (for entering MAME volume / gamma menu) 

Joystick Down P (for pausing MAME) 

Fire Button 1 5 (for emulating coin insert) 

WinIPAC WinIPAC 

Putting It All Together Putting It All Together 
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I-PAC The world's most advanced PC interface for buttons and joysticks. 
 
I-PAC is the ONLY keyboard encoder to have up to 56 inputs each with it's own dedicated microprocessor pin. Each input 
is interrupt-driven for NO interaction or delays, vital for multi-button games such as fighting games.  
 
I-PAC is the ONLY keyboard encoder which emulates a USB keyboard (and PS/2) and yet breaks through the USB      
simultaneously-pressed-switch limit of 6 switches (plus Ctrl,Alt,Shift) which afflicts all USB keyboard devices. This is    
because it has inbuilt full native USB support, and does not rely on an add-on adaptor. 
 
I-PAC is the ONLY keyboard encoder which has a fully multi-processed interrupt-driven (so no loss of performance)  
pass-through connector so that an attached keyboard (or a second encoder) is handled in PS/2 mode with full byte    
interleaving rather than being switched on/off. 
 
I-PAC is the ONLY keyboard encoder which can be programmed either with or without host software. Even without    
special host software, the I-PAC can still display programming steps and current settings, so no working "blind".  
 
I-PAC is the ONLY device to have a shift function which allows ANY input to be assigned to a shifted secondary keycode 
and the shift button can have it's own function too so no need for a dedicated extra control panel button. 
 
I-PAC is the ONLY device to have a self-test LED which not only gives an instant visible check of your installation but also 
can indicate which connection (if any) is causing a problem. (At present only the I-PAC 2 has this feature) 
 
I-PAC retains it's programming after power off. Beware! Not all keyboard encoders do this! 

WWW.ULTIMARC.COM 



 
 
This gem of a game silently crept 
into the arcades in 1982.  What can 
we say about the terrifying beauty 
of the game that is Jungle King?  
Well most would say that there 
aren’t enough derogatory         
superlatives or alternatives for  
‘excrement’ available, but therein 
lies the unquestionable brilliance of 
the game. 
 
The first time I played it the only 
thing running through my mind was 
“this is THE single worst game I 
have ever played”, and  believe you 
me, I have had the misfortune of 
playing hundreds of truly terrible 
titles in my gaming lifetime. 
 
Now, I know what you are thinking, 
that if this is indeed one of those 
games, how on earth can I be 
championing on about it?  Well  
continue on dear reader and I will 
enlighten you… 
 
 
 
You take control of ‘Jungle 
King’ (looking more than a little like 
everyone’s favourite man-brought-
up-by-apes character) who must 
brave 4 levels of various baddies 
and obstacles hell bent on his          
destruction, the point of which is to 
rescue his bit of jungle luvvin’ who  
has (as always in these types of 
games) got herself captured by 
some ‘sukka fool’ native cannibals 
intent on ‘chowing down’ on her 
tight blonde arse.  Most people 
would have let her die, however our 
hero decides to put his life on the 
line and so the rescue begins. 
 
On to the first level, whose idea is 
to swing from vine to vine through 
the jungle.  Now this is not about    
control but more about timing (as in 
fact the only control available to you 
at this time is the jump button). 
 
Each vine swings at a different pace 
so where on some vines you jump 
straight away, on others you have 
to wait for the right moment.  When 
you get to the water you can just 
throw yourself off the last vine, and 
in true olymipc swimmer style you 
dive into the drink ready for level 2. 
 
On this level the aim is to swim like 
a man possessed as there are crocs 
up your tailpipe!  Problems can 
occur as you  occasionally have to 
return to the surface to gobble down 
some more air, and you have to be 
wary of the bubbles coming from 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 

the sea bed which push the crocs 
into your path.  You are not totally 
defenceless in this section as you 
are armed with a dagger which, if  
timed correctly can kill the buggers.  
However, it is a fickle control    
system and mistakes are easily 
made so my suggestion is to just 
keep swimming! 
 
On to the third level you go.  Here 
you need to run uphill whilst    
jumping over rolling rocks and 
ducking under falling boulders.  
Again this is not too taxing but a 
few tricky sections can cause a lot 
of trouble.  For me this happens to 
be the graphical highlight of the 
game as for something well over 20 
years old it really tries hard to  
convey the feeling of running uphill. 
 
Level four is the hardest part of the 
game, and so it should be as it is 
the last level. Ms King’s raspberry 
ripples are  beginning to melt and 
the cannibals want to chew her a 
new arsehole. 
 
Timing is all important here as you 
have to jump in between the     
cannibals and then one final big 
jump to get your woman.  What 
makes this bit of the game the 
hardest is the fact that you cannot 
control the size of your jumps and 
also the fact that the sprite collision 
detection is just plain abysmal. 
 
Having rescued your girl from the 
menu you would think that you 
would be entitled to a little coconut 
fun, but alas no, a quick congrats 
and ‘I Love You’ from the missus 
and off you go to the start again, 
just this time the difficulty is 
ramped up a notch. 
 
Once again she has been nabbed by 
the natives (she must think that 
their spears are bigger than yours!).  
One thing is for sure, she needs to 
watch a Ray Mears survival guide 
and stop pissing about in the woods 
with strange men! 
 

 
 
Lets be honest here, graphically it is 
not the best however it’s not even 
close to being the worst either.  The 
jungle, sprites and pretty much 
everything else is coloured like 
some acid flashback, but they also 
have an appealing WTF quality to 
them.   
 
I mean why the hell is the vine he is 
swinging on bright green and 
black?, why does his hair seem to 
change colour from level to level?, 
but most importantly what is going 
on with the PINK CROCODILES???. 
 
The sound is also well below     
standard but again there is worse 
out there and lets not forget the 
absolute quality that is his digitized 
Tarzan-esque scream at the      
beginning of the game.   
 
Complete class, even if you hate 
this game you know you’ll be    
smiling at that point.  The music is 
repetitive , but catchy too in a 
‘thrush’ kind of way. 
 
Many people would rate playability 
over mere ‘window dressing’     
attributes such as the             
aforementioned graphics and sound.  
Well you won’t be disappointed with 
this game as Jungle King sticks to 
the classic platform / Pitfall formula. 
 
The story is right out of any    
blockbuster movie; beat the baddies 
and get the girl, but with a twist, as 
once you have completed the game 
you then take control of the girl and 
rescue the bloke.  More twists than 
the girl next doors weave! 
 
This game rocks and I pity the fool 
who wont give it a go. 

MAME Review - The Jungle King MAME Review - The Jungle King 
Silent But Deadly Silent But Deadly 

Koop’s Final Word Koop’s Final Word 

Having a strong link with Tarzan 
meant that before long Taito was 
sued for copyright infringement by 
the creators of the character (Edgar 
Rice Estates), and had to change the 
name of the game to ‘Jungle Hunt’... 
 
 
 
 
 
 
 
 
 
 
 
 
...however that was not the end of it.  
Edgar Rice Estates also ordered the 
Tarzan scream to be removed from 
the start of the new game, along with 
a few additional changes to the 
visual appearance of the character 
and some of the objects. 
 
 
 
 
 
 
 
 
 
 
 
 
 
The fabled ‘Jungle King’ was      
replaced by an explorer complete 
with hat and clothes.   
Jungle King without Jungle King?  
What’s the point in that I ask you?   
I think that needs to be thrown a 
helluva far! 
 
This game was also released by Taito 
as ‘Pirate Pete’ where you had to 
control a pirate who would swing 
from ropes and swim in shark     
infested waters. 

 Game Summary 

Positives + 

+ Tarzans scream at the beginning 
+ Bright vivid colours 
+ Plays a good game 
+ Great storyline 

Negatives - 

-  Repetitive 
-  Not very nice to look at 
-  Not very nice to listen to 
-  Pink crocodiles?? WTF?? 

 

 

 Rumble In The Jungle 
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Made By - Taito 

Year - 1982 

Players - 2 (Alternate) 

Controls - Single 

MAME File - junglek.zip 

Jungle King 

The Game Itself The Game Itself 



 
Our Console Heaven Our Console Heaven  

 
Top Tips... 
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Take one of these… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Add a member of Altern8… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Install a few of these… 
 
 
 
 
 
 
 
 
 
 

Make a frame like this… 
 
 
 
 
 
 
 
 
 
 

Plasterboard and paint everything… 
 
 
 
 
 
 
 
 
 
 

Then play... 
 
 

 

When the frame was done we set 
about plaster boarding it, and the 
rest of the loft.  The ceiling was an 
absolute nightmare, it was like  
cutting out jigsaw pieces when we 
were cutting around the trusses! 
 
Then it was time to get the plasterer 
in! He made a fantastic go of it all 
considering the size and           
awkwardness of the job, and it was 
not long before the paint brushes 
were out.  It was all taking shape. 
 
Standing back with the walls and 
ceiling painted showed us that the 
plasterboard and floor join looked 
ugly, and that to make it more 
‘roomy’ some skirting was required. 
 
We originally decided not to take 
the ‘conversion’ right to the end of 
the loft, so to block off our ’new’ 
room from the rest of the space we  
fitted a wall with an access door 
which of course meant more space 
to hide rubbish in! 
 
Then it was time to finish off.  We 
painted the skirting, the visible 
trusses, fitted the benches and legs 
either side and finally laid some 
carpet, before getting all of our 
computer and console equipment 
ready for its new home.  We put all 
of the usual loft stuff in the eves, 
and picked up a few portable tv’s for 
a tenner each, so now up there we 
have all our consoles connected and 
ready to be played including: 
 
An Xbox, a Playstation, a PS2, a 
Gamecube, a Vectrex, an Amstrad 
CPC464, an Atari 520STE, an Amiga 
500 & 600, an Atari 65XE, an Atari 
2600 Woody, various Spectrums 
and Commodore computers, a   
Philips Videopac and lots of      
handheld consoles and games too! 
 
Apart from having to wait for the 
plasterer for nearly two months, oh 
and the electrics, me and Alan did 
the rest ourselves, however it was 
well worth the effort. 
 
And, for the record, the VAX didn’t 
end up there, it’s in a cupboard 
downstairs!!! After all that! 

Once the chipboard was down it 
began to look a little better, if not 
much cleaner to work in!  What also 
helped was the combination of  
natural and electric fluorescent 
light, making it much easier to see 
what we were doing.   Believe me 
the photos do not show you how 
dark and yukky it was to work in 
before this point! 
 
And then onto the complicated, yet 
fun parts!  As you can see from the 
pictures, we have 2 sets of roof 
trusses.  Well, seeing as it’s an      
L-shaped bungalow there was   
nowhere simple to put in steel 
beams to enable us to remove the 
inner trusses, so we left both sets of 
trusses in, and plaster boarded the 
outer set.  We also decided to block 
off the eves, creating some storage 
space there, and so we set at   
building a frame that we could both 
insulate and plasterboard.   
 
Whilst we were making the frame 
we decided to include a hatch (with 
door!) which we could use to    
access the eves so that we could 
put the usual loft rubbish in!  There 
are 4 doors altogether – one at each 
end of the run on both sides,    
making the best use of the space. 

It all started with a 
conversation between 
me and my fella one 
day... 
 

Me: “Where shall we put the new 
VAX? – up in the loft?” 
 
Fella: “Nah, there’s no space left – 
not even for that!” 
 
So with that, we decided it was time 
to board the loft out.  It had a 
proper hatch and loft ladder, but all 
that was up there was old ‘pulled to 
bits’ bedroom units laid on the 
beams for something to walk on.   
 
It was not good enough as it was so 
we cleared everything out of the loft 
that we’d stuffed up there ready for 
the a new floor to be laid, including 
the insulation and the old joists!  
(We live in a bungalow so the joists 
were safe to move which was not a 
problem!)  However, what was a 
problem was that every ceiling joist 
had ‘noggins’ going across each of 
them, so that meant more work 
removing them. 
 
We were working by the light of a 
lamp which was proving tricky, 
especially in the corners of the loft, 
and slept on a few ideas on how we 
could improve that situation. 
 
Come the following day we were the 
proud owners of a rather large hole 
in our roof!  Filling this hole would 
be a Velux window, and as soon as 
it was fitted we just knew that we 
had to have another one, so another 
hole was made on the other side, 
and another window fitted! 
 
By this stage we had done pretty 
much all we could, and now it was 
time to call in the experts.  We hired 
an electrician to fit a new ring, with 
2 fluorescent tubes and 8 double 
sockets and by this stage something 
told me that this loft wasn’t just 
going to be for storage! 
 
The electrician came and went and 
we finally got onto the part of the 
job that started all this aggro; fitting 
a decent floor.   
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Retro Movie Retro Movie 



The Black Hole The Black Hole 

talented, well known actors such as 
the like’s off Anthony Perkins, 
Ernest Borgnine and Maximilian 
Schell. With a huge budget and the 
name Disney behind it, how could it 
possibly fail? 
 
Now there are two ways I can see of 
reviewing a film released 26 years 
ago. You can either search the 
depths of your memory and recall 
the events leading up to when you 
watched the film for the first time as 
a kid and then explain how you felt 
after the experience, or you could 
review the film from the           
perspective of an adult some 26 
years after your first viewing.  I will 
try and cover both angles in this 
review, so here goes… 
 
 
 
In 1979 I was an impressionable 9 
year-old that played with my Tonka 
toys in between watching episodes 
of Dr Who and Planet of The Apes 
on the TV.  

 
 
The beauty of writing for a fanzine 
called Retro Revival is that with 
such a title, its writers are not   
confined to exploring a single retro 
genre.  Some retro fanzines and 
magazines limit its reading audience 
to a single theme such as gaming or 
emulators, or maybe even a single 
computer or console platform.  With 
Retro Revival, we as writers have 
the ability to explore a bit more of 
our past and try to remember what 
made it such an enjoyable, nostalgic 
and fun place to be. 
 
With this thought in mind may we 
welcome you to the new Retro 
Movie section. 
 
So let’s go back to the cinema’s of 
yesteryear and sit back in our rather 
uncomfortable seats with the  
obligatory popcorn in one hand and 
oversized Pepsi in the other.  It’s 
movie time! 
 
 
 
In 1977 a certain film called Star 
Wars was released onto an          
unsuspecting public and effectively 
overnight redefined the standard for 
SCI-FI movies.  It was at the time 
simply groundbreaking and gave us 
something we had not seen before. 
Sure it was in the tradition of those 
old matinee serials like Flash     
Gordan, but Star Wars was directed 
in such a way that made it unique, 
fresh, dynamic and different to the 
tested formula of the 1950’s space 
opera movies that came before it. 
 
Roll forward a couple of years to 
1979 and Disney released it’s own 
SCI-FI film called The Black Hole. 
This was a movie made specifically 
to cash in on the Star Wars craze at 
the time and featured a list of  

For whatever reason Star Wars 
passed me by without even a blip on 
the radar screen. Now the reason 
for this maybe because I was only 7 
at the time and therefore too young 
to appreciate the enormity and 
popularity of the film; or the fact 
that I lived in the sticks in West 
Wales, the nearest cinema being 20 
miles away featuring films some 12 
months after their premiere else 
where.  Anyway Star Wars was a 
movie that other kids had seen at 
the cinema, over 10 times I recall in 
some cases, but not me. 
 
...So there I was innocently    
watching Blue Peter on the family 
TV and a feature presented on the 
show that evening was on a new 
film by Disney called The Black 
Hole.  
 
Now being a young lad, everything 
done by Disney was a big deal. 
There was no VHS, DVD or even 
Video2000 at that time so no home 
versions of any of the Disney     

Introduction Introduction 

Preamble Preamble 

From The Eyes Of A Child... From The Eyes Of A Child... 
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The Black Hole 

Produced - Walt Disney 

Directed - Gary Nelson 

Year - 1979 

Grossed - $35mil (1980) 

It was the first Disney film to get a PG 
rating. 
 
It made $25.5mil in rental fees alone 
in the US. 
 
Dr. Reinhardt's ship is called the 
‘U.S.S. Cygnus’. The first black hole 
was discovered in the constellation 
Cygnus. 
 
The film contains over 550 visual 
effects shots, including over 150 
matte paintings. 
 
At the time of its release, the movie 
featured the longest computer   
graphics sequence that had ever 
appeared in a film. 
 
The movie was renamed in the Soviet 
Union, because 'Black Hole' is an 
obscene term in Russian. 
 
Disney regarded the quality of the 
special effects to be so crucial that 
they called Peter Ellenshaw out of a 
10 year retirement to work on the 
film. 
 
The film was originally supposed to 
take place in a completely weightless       
environment. The technical           
difficulties prompted a re-write of the 
script so that when the Palomino 
docks with the Cygnus, gravity     
returned. 
 
Practically all the dialogue in the film 
was re-recorded by the cast during 
post production ‘looping’ - with the 
exception of only a couple lines. 
 
It was popular around this time to 
release a 12-inch, 33 1/3 long -
playing record containing a film's 
dialogue, sound effects, and score, 
with narration taking the listener from 
scene to scene. The record released 
of The Black Hole (1979) featured 
dialogue not present in the theatrical 
release of the film. 
 
The robot name ‘V.I.N.CENT’ is    
supposed to be an acronym of ‘Vital 
Information Necessarily Centralized’.  
The robot Maximillian was already 
named before the director picked 
actor Maximilian Schell to play Dr. 
Hans Reinhardt. 
 
Dr. Reinhardt's dying words "more 
light" are supposedly Johann     
Wolfgang Goethe's final words as 
well. 

Budget - $20mil 

 Film Facts 



 

 
 

Movie Synopsis 
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for it at the time. 
 
My father actually fell asleep whilst 
watching the movie, which on   
reflection, was a warning to me that 
in my later years my view on this 
film may change. Before I knew it, 
the end credits were rolling up the 
screen with John Barry’s musical 
score playing at full volume. 
 
The Black Hole had a profound   
effect on me for quite a while after  
seeing it back then. It was the first 
movie I had really got into and this 
was evident in the obsessive nature 
in which I collected memorabilia of 
the movie for many months after 
seeing the film.   
 
Oh how I longed for a sequel.  

I got the Black Hole annual for 
Christmas that year and it hinted at 
a follow up called Beyond The Black 
Hole. But that film never material-
ised… 
 
Time passed on, I grew up and left 
home for college. Over those years 
away, nearly all the Black Hole  
memorabilia I had collected was 
thrown away by my parents (!) and 
over that time I pretty much forgot 
about the film… 
 
 
 
On to the present, May 2005 in fact. 
It’s been 26 years since this film  

movies existed. Unless you went to 
the cinema to watch the Disney 
classics, the only main exposure you 
got of the films was on the Bank 
Holiday weekend compilation TV 
programs that entertained you with 
a couple of minutes of action from a 
number of the many Disney backlog 
of films.  
 
My fist reaction to seeing the clips 
from The Black Hole was pretty 
conclusive. I was hooked. The film 
featured space, spaceships, robots, 
good guys, mean baddies and a 
stirring soundtrack. I had to see it! 
 
The Black Hole came to the nearby 
shopping town some 6 months after 
my first knowledge of it. During the  
6-month build up to that point I had  

collected an enormous amount of  
memorabilia items for the film  
including figurines, colouring books, 
chewing gum cards and even    
pyjamas (more about the Disney 
Black Hole merchandise machine 
later).  
 
So my anticipation for the film was 
at an all time high as I walked into 
the local cinema with my father for 
the Saturday matinee. I remember 
being in the up stair stalls looking  
down at rows and rows of      
cinemagoers below.  
 
The cinema was a one-stage affair 
with long golden curtains covering 
the screen ahead. The film had 
attracted a packed out audience. 
 
As the main film started and the 
stirring John Barry blasted out of 
the stereo sound system, tingles of 
excitement ran up my spine. 
 
I pretty much sat there, totally gob 
smacked by the rollercoaster ride of 
a story that unfolded before me. 
 
Every scene that involved the   
lovable V.I.N.CENT totally thrilled 
me. In the months leading up to me 
watching the film I had drawn many 
sketches of V.I.N.CENT and Old 
Bob, and to see them brought to life 
on the big screen was fantastic. 
 
This film totally captivated my 
young impressionable mind and  
totally surpassed my expectations  

From The Eyes Of An Adult... From The Eyes Of An Adult... 

was launched and the recent release 
of the Anniversary DVD Edition of 
The Black Hole saw me watching 
this movie again for the first time in 
a very long while…and that time 
since my childhood has not been too 
kind on my impressions of this 
movie. 
 
Disney managed to assemble a 
fairly decent cast for this film.    
Unfortunately assembling a cast is 
one thing, having them give    
something more than perfunctory 
performances is quite another!  
 
It’s hard to say who the worse  
offender is in this film. Maximillian 
Schell, sporting the shaggiest hair 
and beard any barber would love to 
take their shears to, playing 
Reinhardt as if he were Hamlet. 
Anthony Perkins as Dr Alex Durant 
trying to fit his Norman Bates   
persona into his character secretly 
hoping that we would not notice the 
weak / silly dialogue he has to  
perform: 
 
“There’s an entirely different     
universe beyond that black hole. A 
point where time and space as we 
know it no longer exists. We will be 
the first to see it, to explore it, to 
experience it!”. 
 
Robert Forster provides a passable 
performance as the Captain whilst 
Joseph Bottoms, as the 1st Officer, 
should have stayed acting in the 
day-time soaps he was known for 
before this film. Yvette Mimeaux as 
Kate Mcrae fails miserably with an 
emotionless performance and Ernest 
Borgnine collects one of his ‘starring  
academy award winner’ pay checks 
as Harry Booth.  
 
So what made this film have such 
an impact on me as a 9 year-old, it 
surely wasn’t the acting, dialogue or 
story! It must have been something 
else. Maybe the robots! Well one of 
them… 
 
VINCENT is in my opinion one of the 
coolest designed robots in filming 
history. Voiced by Roddy McDowell 
of Planet of the Apes fame,       
VINCENT, with his endless supply of 
witty quips, keeps the, more than 
often shallow, story ticking along: 
“There are three basic types Mr 
Pizer, the wills, the wont’s and the 
cant’s. The wills accomplish      
everything, the wont’s oppose    

“My father actually fell asleep whilst watching the movie” “My father actually fell asleep whilst watching the movie” 

An American vessel called the    
Palomino is on its way home after a 
long and disappointing search for life 
in deep space. On their journey the 
crew of the ship discover a black hole, 
a collapsed star that amasses gravity 
so strong that anything nearby is 
pulled into it and crushed.   
 
A huge ship called the Cygnus is seen 
hovering near the hole and in a near 
fatal encounter with the void means 
that the Palomino crew have to land 
on the Cygnus for repair.  
 
The crew soon discover one remaining 
crewmember alive on the Cygnus by 
the name of Dr. Hans Reinhardt 
(Maximilian Schell), a mad scientist 
intent on discovering what lay beyond 
the black hole. Reinhardt’s sidekick is 
Maximilian, a huge red robot with a 
glowing Cyclops eye, intent on    
making life awkward for V.I.N.CENT 
and the Palomino crew. 
 
It is clearly evident to the crew that     
something is amiss on the ghost ship, 
as hooded beings called humanoids 
linger behind the many multi -
coloured screens that control the 
vessel and armed sentry robots   
created by Reinhardt patrol each of 
the ships decks. The truth of what 
Reinhardt had done is soon realised. 
 
We soon meet another loveable, 
battered, bullied robot called Old Bob 
(voiced by Slim Pickens) that        
befriends V.I.N.CENT and helps the 
Palomino crew in their attempt to 
escape from Reinhardt.  
 
The inevitable happens in this film in 
that the Reinhardt orders the       
humanoids to guide the Cygnus 
towards, and into, the Black Hole. 
Unfortunately for the mad scientist 
(just his luck!), a meteor storm, 
pulled into the void by its 
‘gravitational pull’, smashes into the 
Cygnus causing a huge amount of 
damage to the ship and killing 
Reinhardt in the process. 
 
Now looking on as a kid the ending 
was totally lost on me.   
 
I  acknowledged that the Palomino 
crew entered the Black Hole with an 
escape ship called the ‘Probe’ (there 
has got to be some kind of sexual 
reference there!), Reinhardt died in 
the Cygnus and the Palomino crew 
made it through the Black Hole  
because no-one else is shown to die 
in the film! The rest of the scenes 
where Maximillian embraces a dead 
Dr Reinhardt (another sexual       
connotation maybe!) and the images 
of heaven and hell were                  
incomprehensible to a 9 year old. 
 
And then after watching the ending of 
the film again before writing this 
article, now aged 35, I still have not 
got a clue what message the director 
was trying to portray to the           
audience…(Please feel free to post 
your theories on the RR Forum! ). 



still gets a big thumbs up from me, 
even after all this time, as from the 
sounds emitting at the opening 
credits to the music accompanying 
the battles between good V’s evil, 
the soundtrack totally compliments, 
and does its best to enhance the  
visuals that appear on the screen. 
 
 
 
I have extremely fond memories of 
The Black Hole as a child and feel 
somewhat disappointed that   
watching the movie again, now that 
I live in the land of the grown-ups, I 
can spot so many flaws and      
inconsistencies in a film that I held 
in such high regard back then. 
 
Disney took a gamble on this film by 
bringing a number of well know 
actors together, some special     
effects and a hole-ridden story in 
the hope that the film would     
capitalise on the success of the Star 
Wars craze at the time.  The gamble 
paid off to some extent as the 
movie has made Disney a         
substantial amount of money over 
the years and has now attained cult  
 

everything and the cant’s won’t try 
anything!”. 
 
The remaining robots are merely 
extras in a story that does try it’s 
best to entertain the audience.  
 
For its time, Disney spent a fortune 
on special effects that sometimes 
frill; for example the meteor storm 
that engulfs the Cygnus; and  
sometimes disappoint; like the wires 
that suspend the crew in the 
weightless Palomino at the start of 
the film.  There are also times when 
the inside of the Cygnus looks like 
nothing more than the inside of a 
giant warehouse without any set       
decoration! 
 
There is also the question of Science 
fiction against Science fact.  
 
There are many real-world        
inconsistencies in the film such as 
the Palomino Crew being able to 
breath in open space, the fact that 
you can see the black hole at all etc. 
 
On a positive, the John Barry    
musical score throughout the film  

status in some circles. 
 
If you can ignore the fact Star Wars 
exists, the similarities between this 
film and 20,000 Leagues Under the 
Sea, the cheesy dialogue, the 
strange, somewhat                   
incomprehensible ending – there are 
a couple of hours of good, clean 
Disney magic to be found here (go 
on, you will find it if you look really 
closely!).  
 
If you have not already seen the 
film I suggest you rent it out at your 
local store or maybe find a copy of it 
on VHS / DVD at your local car boot 
sale.  
 
Just pretend you are a 9-year old 
again and you will find this film 
highly enjoyable. 
 
 

To Conclude... To Conclude... 

 Movie Summary 

Positives + 

+ Great special effects for its time 
+ Strong soundtrack 
+ Long list of famous acting talent 
+ Loveable robots 

Negatives - 

-  Weak story 
-  Poor acting 
-  Incomprehensible ending 
-  Loveable robots (!) 

 

  
 

Merchandise 
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In true Disney fashion, the money 
making machine was in full effect 
with this film. 
 
Here are some of the ‘better’ pieces of 
merchandise that were produced… 

A Pop-up book...  

Figurines… 

Records and other audio items… 

A magazine… 

And of course the V.I.N.CENT action 
figure. 
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Best Pressie Ever Best Pressie Ever  

 
Other Pressies... 

surely must be the Best  Christmas 
Present Ever! (Or so I thought at 
the time!) 
 
As each Christmas thereafter went 
by, there was always the hope that 
Santa would bring me a new bike to      
replace the clapped out one of the 
previous year(s). Sometimes he did, 
mostly he did not. 
 
My family were not rich. We lived in 
a council house in a nice little town 
by the sea in West Wales. Christmas 
time was, on reflection, a burdening  
 
 
 
 
time for my family as they tried to 
ensure that my sister and I had a 
nice selection of presents under the 
tree every Christmas morning.  
 
It was obvious that other families in 
the area were much better off than 
us and their kids always had, or had 
to have, all the ‘new’ toys and  
gadgets that were constantly being  
launched on to the consumer    
market.  
 
It was in spring 1982 that I came  
across my first computer, the 

When I was a kid, there 
was a time when the 
best present you could 
possibly get for    
Christmas was a bike...  
 

...I remember my first bike; my 
grandparents gave it to me for 
Christmas back in 1976.  It was red, 
had a bell, mudguards that       
practically covered both wheels and 
a basket on the front and back  
designed to carry your shopping  
home from the local shop. For my 
size, the bike was large and was 
clearly more suited for a young lady 
than a 7-year old lad.  
 
My grandfather used to push me 
around the estate on the bike,  
holding the back seat to ensure I 
did not fall over. Then one day he 
let go of the seat. All I could hear 
was “Keep pedalling lad!” and I did. 
It felt good.  Until, that is, I came to 
a bend in the road. I soon realised 
that I did not know how to navigate 
corners or how to stop either; I 
decided the best course of action 
was to keep on pedalling! 
 
I hit the neighbour’s wall at high 
speed and unceremoniously fell to 
the floor. I got up, examined my 
new bruises and looked back 
through tear filled eyes towards my 
grand father who was still huffing 
and puffing from attempting to keep 
up with me. He gave me a big proud 
grin. 
 
Some lessons had been learnt from 
this near death experience: 
 
It hurts when you fall off your bike. 
  
Braking and navigating bends were 
skills that I needed to learn quickly!! 
 
A young person maybe best suited 
to teach you to ride a bike – when 
they do let go of the seat they can 
at least keep up with you to catch 
you when you eventually fall off!!! 
  
Having a bike was so cool – this  

Sinclair ZX81. One of the rich kids 
from the town brought his ZX81 to 
the Cub Scout meeting at the local 
Community Centre. I remember the 
grown-ups fussing over the device 
whilst plugging it into a black and 
white television. I had a look and 
then carried on playing ‘British  
Bulldogs’ with the rest of the group 
- and that was that. 
 
During a Geography lesson a year 
later a classmate brought his    
computer to class and demonstrated 
a program he had written for the  
 
 
 
 
teacher (teacher’s pet or what?). 
The program took some data in and 
then produced graphs and averages 
on the TV screen that could also be 
printed to paper – I was gob - 
smacked!!!  It was like how the hell 
did you do that? 
 
The computer he used was called 
the Sinclair ZX Spectrum. And it 
was during that Geography lesson in 
1983 that my love affair with    
computers started.  
 
I wanted a computer and not really 
acknowledging the existence of any 
of its market competitors, it had to 
be a Spectrum. And so the peer 
pressure began. “Muummmm, Can I 
have a computer pleaaassse!!!” 
 
Over the months leading up to 
Christmas I gradually persuaded my 
parents to agree to buy me a    
computer. The justifications for 
having one were a pretty standard 
affair: 
 
Well “so and so” has got one (Now 
how many times did I use that one 
whilst under the wings of my    
parents!) 
 
I can use it to help with my     
homework! 
  
It’s only £129.99! 
 
If you buy it for me then I won’t 
want anything else again ever, 
EVER! 
 
I used the cost of the computer as a 
bartering tool during the “I WANT 

 
 
 
 
 
 
 
 
 
 
Created in Budapest in the mid 70’s, 

the Rubik Cube was to become a 
massive success all over the world. 

 
 
 
 
 
 
 
 
 
 

Watch pieces of plastic fly across the 
room, never to be found again, in this 

the first of many games of its type. 
 
 
 
 
 
 
 
 
 

In eye watering red 3D the Tomytronic 
handheld games were all the rage in 

the early 80’s. 
 
 
 
 
 
 
 
 
 
 
“You’re the doctor, it’s so much fun to 
play, Operation”.   With a line like how 

could it possibly fail to sell? 
 
 
 
 
 
 
 
 
 

Put your pencil into a hole, and run 
the wheel around another cogged 

object to create a pattern.  Nice, not. 
 
 
 
 
 
 
 
 
 
 
 
 
 
One of the all time greats.  Wind him 

up and let him go, then fetch him 
from his resting place to do again! 
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“Muummmm, Can I have a computer pleaaassse!!!” “Muummmm, Can I have a computer pleaaassse!!!” 



 

feel like an eternity! My way of 
thinking at the time was that if I go 
to bed early and fall asleep, then 
Christmas Day would arrive much 
quicker and I could get my hands on 
my     Spectrum! So off to bed I 
went  
 
 
 
 
 
 
at 9pm in the hope that I would  
somehow quickly enter a dream 
world! Not a chance! At 2am, with  
my parents soundly sleeping in the 
next bedroom, I sneaked        
downstairs, carefully picked the 
present that I was interested in and 
sneaked back upstairs again.  
 
I  carefully unwrapped the package, 
took the polystyrene casing out of 
the box and then laid all the     
components on my bed: 
 
1x ZX Spectrum 48k computer 
1x Power Supply 
1x Audio lead 
1x UHF lead 
1x Horizons tape 
1x User Manual  
A number of additional warranty and 
advertising inserts. 
 

ONE” negotiations with my parents. 
 
£129.99 back in the 80’s was a lot 
of money, and for my parents it was 
an extortionate amount, especially 
for just one present for just one of 
their kids!  
 
 
 
 
 
 
The price tag, it turns out was for 
the 16k Spectrum and after doing a 
little research it was evident that 
the preferred version to have to 
play games on was the 48k model 
priced at £149.99.  Now playing 
games was not on my ‘justification’ 
list but somehow my parents agreed 
to get the 48k model for me.   
 
And so the months passed and the 
seasons changed and the School 
Christmas disco came and went… 
 
After it was purchased, I persuaded 
my parents that I should really 
check out the computer to make 
sure it was working ok – imagine 
finding out on Christmas Day that it 
was faulty (now how many have you 
have done this with Christmas  
presents from loved ones that you 
just can’t wait to get your hands 
on?).   
 
And so for a brief 15 minutes  
in early December I had my Speccie 
in the grasps of my hands, plugged 
into the family TV, loading some 
program off the ‘Horizons’ tape! 
Nothing actually finished loading 
before my mum ordered it to be 
packed away, happy that it was 
working ok.  
 
I had saved enough pocket money 
to buy a couple of games. I chose 
‘Manic Miner’ and ‘Lunar Jetman’. 
Now these two games are         
recognised as classics for their 
gameplay but at the time I chose 
them because the front cover inlays 
looked nice! How wrong was I on 
subsequent purchases… 
 
Christmas Eve was soon upon my 
sleepy Welsh town. Now when your 
young and excited about an up and  
coming event, a day can sometimes  

 
 

More Pressies... 
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I excitedly set up the Spectrum with 
my 14” Phillips TV and cassette 
player and went about loading 
‘Manic Miner’.  After 4-5minutes of 
waiting I was in gaming bliss!  
 
I played ‘Manic Miner’ and ‘Lunar  
Jetman’ until the early hours of the 
 morning and then slept through till  
lunchtime on Christmas Day, 
dreaming of Eugene’s lair and 
shooting asteroids. I played the 
Speccie all through the Christmas 
holidays, often on the larger, super 
deluxe 20” family TV downstairs.  
 
And so began a long, beautiful   
relationship between my Speccie 
and I. Christmas’ thereafter saw my 
family and I adorn my Spectrum 
with many gifts including: 
 
An Interface One and ZX Microdrive 
A Kempston Mouse 
Various Joystick interfaces and  
Joysticks 
A Currah Speech Synthesiser 
A DK’tronics Keyboard 
An Alphacom 32 printer 
 
This little computer entertained me 
through many evenings during my 
teenage years. As well letting me 
play an enormous collection of  
classic games, I was able to use the 
computer to teach myself BASIC by 
typing in listings from the popular 
magazines of the time. I then went 
on to write my O Level Project in 
‘Your Sinclair Megabasic’ and  
before I knew it I had  my        
computer degree and have been in 
the IT industry for over 10 years. 
 
The toys you can see filling the 
sides of this article were good for 
their time but once played, most 
were pushed under the bed and got 
out only on those long, boring,  
wintry evenings! The Speccy took 
pride of place in my bedroom and 
saw arcade and adventure action 
daily until well into my late teens!! 
 
My current career can be linked to 
the computing foundation given to 
me by the ZX Spectrum.  So I give 
the Spectrum the award of ‘Best 
Christmas Present Ever!’ ever!, and 
for me it has still has yet to be 
knocked off its throne. 

 
 
 
 
 
 
 
 
 
 

Top trumps, the card game, was a 
huge hit with kids in the 70’s & 80’s 

and is still going strong even now. 
 
 
 
 
 
 
 
 
 

Drawing a picture using a single 
unbroken line was hard to do with a 
pencil and paper let alone with this! 

 
 
 
 
 
 
 
 
 
 

Your very own Stephen Hawkins, with 
its unique American accent, but 

without the ability to swear. 
 
 
 
 
 
 
 
 
 
 
 
 
Plastic straw pulling action at its best, 
however the skewers were better used 

for poking out your mates eyes! 
 
 
 
 
 
 
 
 
 
 
 
 

Use a laser beam that omits from the 
gun to blast off a row of Dr Pepper 

cans.  Not as good as the fair though. 
 
 
 
 
 
 
 
 
 

One of our favourites this, using a set 
of buttons, you must guide a ball 

bearing around a hazardous course. 

“This little computer entertained me through many     

evenings during my teenage years” 

“This little computer entertained me through many    

evenings during my teenage years” 
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Mark Knight AKA Madfiddler Mark Knight AKA Madfiddler 

name madfiddler? 
 
MK: Mmm, well I sort of nicked part 
of it.  An ex girlfriend had the online 
nickname of Mad Leveller (after the 
Levellers, a famous Folk Pop band 
from my home town of Brighton), 
and I thought madfiddler kind of 
suited the person that I am on 
stage. 
 
RR: Have you been known as any 
other names? 
 
MK: Well, on the Amiga scene, I 
had the name T.D.K. It kind of 
worked, The Dark Knight (Knight 
being my surname) and also TDK 
obviously being a well-known brand 
of blank music cassettes. TDK, even 
now, seems to be a well           
remembered name. I still get        
e-mails from    people, some of 
whom were like 4 years old when I 
was actually doing this stuff. 
 
RR: Please tell RR about your   
involvement in the Amiga scene? 
 
MK: Well it started off with mates at 
college, Adam Dawes who was a 
superb programmer had a group 
called The Hacking Relation, and I 
joined as a 2nd musician. They 
didn’t really use much of my stuff. I 
had just got the Amiga and the 
‘Soundtracker’ package so I wasn’t 
particularly good at it really.  
 
Things moved on, as they do, and I 
discovered I was pretty good at 
little chip tunes, I guess because of 
my lack of success trying to get a 
decent note out of a C64, I tried to 
get a similar sound out of the Amiga 
instead.  
 
I joined a group called ‘Anthrox’.  
(Funny story as to how I joined 
actually.  Some little twerp I knew 
locally, in another group, started 
spreading rumours that I was 
dissing this guy in Anthrox, and I 
heard he was going to phone me 

have been in regular contact with 
Mark and learned quite a lot about 
his musical past and what his plans 
for the future are.  
 
This I feel has put me in good stead 
in collating a number of questions to 
put to Mark in an interview, an   
interview that Mark was reluctant to 
take part initially, however after 
many weeks of asking and pleading 
(maybe the pleading is a bit of an 
exaggeration!) he finally agreed… 
 
 
 
 
 
 
 
RR: How did you get into making 
music? 
 
MK: Well, my granddad was a  
Polish concert violinist before the 
war, and my Mum also played the 
violin when she was a kid, so it was 
really through them that I started 
playing, around the age of 6.   
 
Then at around 11 I was banned 
from riding my bike because I was 
too dangerous so I got a 2nd hand 
C64 for Christmas, and heard          
Commando by Rob Hubbard.  
I tried to get into music then, but all 
I had was a program called       
Electrosound, which basically didn’t 
come close to what you heard   
commercially. No arpeggios for a 
start! 
 
Then I moved on to the Amiga, got 
into the demo scene, and got a job 
in the games industry through what 
I learnt in the scene.  
 
I gave up the violin when I was 18, 
but discovered pickups and electric 
violins when I was 21 so then 
started playing in rock bands for 
fun. 
 
RR: How did you come up with the 

The Interview The Interview 

I attended the        
Retrovision5 show in 
Frome last February 
primarily to show-case 
my hobby of arcade 
cabinet making... 

 
...I knew that there would be lot of 
old and new computer and console 
systems to play on at the show; I 
figured that there maybe one or two 
arcade machines to try and get a 
high score on; I would be able to 
meet a few famous retro faces that 
would be making an appearance at 
the show; even the possibility of 
playing a full size pinball machine. 
There was also the prospect of  
seeing SID80’s playing an acoustic 
concert in the evening. 
 
Now before RV5 I had heard of the 
‘SID80’s’ band purely because of my 
browsing of sites such as 
www.c64audio.com. I never really     
appreciated who was in the band 
and what their style of music was. 
All I knew is that the band covered 
Commodore 64 tunes in a unique 
style with madfiddler, aka Mark 
Knight, playing the lead on an   
electric violin. I honestly did not 
know what to expect. 
 
The band turned up at the RV venue 
late Saturday afternoon. The band 
comprised of madfiddler on electric 
violin, Jon Hare on acoustic guitar, 
Chris Abbott on percussion and Ben 
Daglish playing more or less     
everything else, but primarily the 
flute. The group had been practicing 
for a few hours that afternoon in 
their hotel. 
 
 
 
 
 
“Is that the famous one?”,      
somebody next to me asked in  
reference to Mark Knight.  
 
As the other band members got 
ready on stage, Mark disappeared 
into the back room and re-appeared 
5-minutes later dressed in his  
trademark outfit – purple beret, 
purple tinted specs and purple and 
white shirt. The RV attendees   
gathered excitedly around the stage 
anticipating a great music show. 
And they were not to be           
disappointed... 
 
After the RV show I checked out the 
Madfiddler site at: 
www.madfiddler.co.uk and read all 
the background on Mark and 
downloaded some of his music from 
his Sound Bytes section. I listened 
to a track called Aquilyra and was 
literally blown away by the sound 
pumping out of my speaker system 
– it was awesome!!! I sent Mark an 
E-mail, trying my best not to sound 
like a fan-boy, to let me him know 
how much I enjoyed the RV show 
and in particular the Aquilyra track 
on his site. I was to learn that 
Aquilyra was written back in 1996 
over the Christmas period in a  
moment of boredom!! 
 
Over the months since February I 

  
 

Musical Youth 

 
 
Marks grandfather introduced him to 
the violin when he was just six years 
old.  A couple of years later, his 
grandfather died and the role of tutor  
was taken over by the local Trinity 
College violin professor Andrew 
Sherwood. 
 
Entering and winning several local 
music competitions, Mark’s ego 
began to grow and so did the       
expertise in using his chosen           
instrument.   
 
Mark also took part in the Audi Junior 
Musician Contest, where he won a 
place in the UK   regional finals, and 
was the only child from a               
comprehensive school to achieve the 
accolade. 
 
Mark went on to play with the      
Brighton Youth Orchestra for a    
number of years, but in his own words 
he became “too bored with playing 
classical music”. 
 
At the age of 17 Mark finally got 
around to completing his Grade 8 
exam with a total of 140 from a   
possible 150 marks, and the very next 
day he decided to quit playing. 
  
With the taste for the instrument 
back, and at the age of just 21, Mark 
joined the ranks of Tricks Upon   
Travellers (TUT) after replying to an 
advert in a local paper.  It was not an 
easy place to acquire as the previous 
fiddler wanted to keep his position, 
and Mark had to wait for two years 
before his chance finally came in 
1994. 
 
The band, based in Brighton, took its 
inspiration from the English and 
Celtic folk traditions whilst at the 
same time fusing elements of punk, 
rap, heavy metal, ska, techno, funk , 
country and any other genre they 
could borrow, into an ecletic mix of 
musical genius.  
 
Although successful in their own right, 
where the band, and importantly 
Mark, shone was in their live sets.  
 
Gigs took Mark and the band all over 
the country and further afield too; 
from local events in the Richmond 
(later to become Pressure Point) in 
Brighton in 1995, through to the 
Winborne  Festival in 1997, playing 
demos at the National Music Fair in        
Birmingham in 1999, and finally to 
their farewell gig at the Pavillion 
Theatre in Brighton in 2002.   
 
 

“I got a 2nd hand C64 for Christmas, and heard      

Commando by Rob Hubbard.”  
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branching system in place so that 
the music never played exactly the 
same twice. Well, I guess it could, 
but not for a bloody long time. So, 
the 3rd in game track is my      
favourite.  
 
DK2 is in fact the last game I    
composed for as I then went onto 
the F1 franchise, and of course that 
used licensed music. Everything I’ve 
worked on since (apart from Sudeki) 
has used licensed music. 
 
 
 
 
 
RR: What is your favourite game 
tune? 
 
MK: My favourite game tune of all 
time has to be Spellbound on the 
C64 by Rob Hubbard.  
 
I love that track so much I created 
an elevator jazz type track with me 
playing the lead on the violin. We 
also now play that as part of the 
Stuck in D 80’s set. 
I have to say, that a lot of game 
music these days is totally        
forgettable. I’m not saying it’s not 
good quality, there’s some really 
good quality stuff out there by  
people like James Hannigan, and 
Jeremy Soule, but you just don’t 
remember it.  
 
Back in the retro days, game music 
had tunes, melody, and catchy 
themes. That’s why I like the    
Nintendo platform – I don’t       
particularly like the style of games, 
but I love the fact that the games 
have ‘Game Music’, something that 
is very rare these days.  
 
Having said that, I’ve got a feeling 
that I would really like some of the 
stuff that Jeroen Tell is writing, like 
the Hitman soundtracks. I’ve only 
heard a little bit, but they sound 
great! 
 
RR: Have you ever done a C64 
remix, what tune was it and what 
software/hardware did you use to 
create it? 
 
MK: I did do one, perhaps in 1995 
or something, which was the Monty 

and threaten to beat me up.     
Anyway he did call, and I pretended 
to be my dad, as I always answered 
the phone at home as it was     
normally for me).  
 
As it turned out, we hit it off really 
well so I ended up joining them. 
Then later, ‘Melon Dezign’ started 
using my chips in their ‘cracktros’ 
for Crystal, and I ended up just 
doing stuff for them.  
 
I left the scene at about the same 
time I went to their 3rd Birthday 
party in Copenhagen as I felt I was 
perhaps loosing interest in it all. I’d 
also just got a job at Mindscape too, 
so the hobby of writing music wasn’t 
as exciting when you were doing it 
all day… 
 
RR: Please tell us a bit about your 
career in the games industry… 
 
MK: Mmm, well I started as in 
house composer and sound designer 
at Mindscape International in ’92 – 
mainly Amiga stuff, then moving 
onto PSX and PC.  I stayed there 
until I was made redundant in ‘97, 
went freelance for a bit and did PSX 
Duke Nukem, then moved to     
Bullfrog / Electronic Arts later that 
year.  
 
I left EA at the beginning of 2002 to 
do some violin work with Massive 
Attack, which didn’t last as long as I 
had hoped, so went freelance again 
and worked on Sudeki on XBox, and 
about a year ago I moved to     
Dundee and joined Visual Science 
(www.visualscience.co.uk ). I’m now 
working on the new ‘Carmageddon’ 
game. 
 
RR: Which game title track are you 
most proud of composing? 
 
MK: Well I dunno about title track, 
but the game I’m most proud of 
from a composing point of view is 
Dungeon Keeper 2.  
 
I did these 3 x25 minute in-game 
tracks which evolved from        
atmospheric synth and choir noises, 
all the way up to.. erm…. mmm… 
Gothic drum and bass? The music 
was fully interactive depending on 
what was going on, but also had a 

on the Run high score theme.  
 
I found a midi file on the internet 
which was basically the tune, so I 
recorded it through my synthesiser, 
a Korg 01/Wfd, using Cubase on the 
Atari ST, added some extra drums, 
and a drum loop from my Kurzweil 
K2000r and called it a remix! As it 
happens, that midi file was created 
by a certain Chris Abbott, someone 
who I obviously got to know quite 
well in recent years. 
 
 
 
 
 
RR: What kit do you use now to 
create your music? 
 
MK: I’ve started doing some     
remixes of my old TDK Amiga chip 
tunes, a few C64 sounding tracks, 
and a couple of backing tracks like 
Spellbound and Rasputin.  
For this, I’m still using Cubase but 
on a PC, and I’m completely soft 
synth based now. I still have my 02r 
mixing desk, as a glorified patch 
bay, and my synth rack is still on 
display, but as I’m kind of in     
between houses at the moment 
(renting a house way too small) I 
haven’t actually connected anything.  
 
I’m a lazy composer really, and the 
ability to load a song in Cubase, 
with all the instruments set up with 
the correct sounds, and the virtual 
mixing desk ready is just so nice! As 
for what soft synths I’m using, well 
a lot of the Native Instruments stuff, 
quite a bit of East West bits      
including a 67 gig orchestral library 
(which my PC isn’t even slightly 
powerful enough to use), and of 
course…. Quadrasid that is a C64 
VST plug-in. 
 
RR: Which composer did you    
admire most musically and why, in 
the C64’s heyday? 
 
MK: Well it had to be Rob Hubbard. 
He came up with some fabulous 
melodies, but really, at the end of 
the day, he just had by far the best 
replay routines to get the most out 
of the SID. I loved just about all of 
his tracks.  
 
I’ve got to say, I was kind of     
devastated when I found out that 
some of the tracks were           
arrangements rather than original 
but some of the arrangements were 
IMO better than the original tracks!! 
I have to say though, that I’m just 
talking about his C64 music, not his 
music on the Amiga!  
 
I’d have really been interested to 
hear what some of the other guys 
could have done if they had the 
same routines, especially Martin 
Galway as he didn’t do many tracks 
with SID drums… did he? (I know he 
used samples later on). 
 
RR: Please tell RR about SID80’s 
and your involvement in the band? 
 
MK: Well, I believe that Andreas 
Wallström from C64HQ.com got in 
touch with Chris and spoke to him 
about possibly starting up a C64 
band, with Back in Time in mind. 

  
 

Game Credentials 

Over the years Mark has had the  
opportunity of working on some of the 
biggest games to grace our computer 
screens.  Here are just a few of those, 
and Marks involvement with them… 
 
Music Arranger: 
 
Alfred Chicken (SNES / CD32) 
BattleToads (Amiga) 
D/Generation (CD32 / PC) 
Mario’s Mission Earth (SNES) 
Mario’s Time Machine (SNES / PC) 
Outlander (SNES) 
Sim Life (Amiga) 
Sim City 2000 (Amiga) 
Wing Commander (CD32  /Amiga) 
 
Composer / Additional Composer: 
 
Battleships (NES) 
Captive 2 Liberation (CD32 / Amiga) 
Cyber Speed (Playstation) 
Duke Nukem 3D (Playstation) 
Dungeon Keeper 2 (PC) 
 
 
 
 
 
 
 
 
 
 
 
 
 
Evasive Action (PC) 
Guy Spy (Amiga) 
Out To Lunch (SNES / Amiga) 
Overkill / Lunar C (CD32) 
Populous The Beginning  (Playstation) 
Populous The Beginning (PC) 
Superbikes 2000 (PC) 
Supersonic Racers (Playstation) 
Warhammer Dark Omen (Playstation) 
Warhammer Dark Omen (PC) 
 
Sound / Additional Sound Designer: 
 
.Combots (Online) 
DragonLore (PC) 
The Formula One Series- Spanning 
the 2000 - 2003 series of games for 
platforms including Playstation, PS2, 
Xbox, Gamecube and PC. 
 
Mark was also involved as either 
speech or additional speech editor on 
the Harry Potter games (Philosiphers 
Stone / Chamber Of Secrets /    
Quiddich World Cup) for the PC and 
PS2 platforms. 
 
Marks biggest claim to fame in the 
video game world however is his Bafta 
award win ( sound design) for the PC 
version of Theme Park World. 
 
 
 

“...the game I’m most proud of from a composing point 
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Mark came close to becoming a part 
of the massive (sorry!) pop band 
‘Massive Attack’, but alas it was not 
to be… 
 
Mark met Massive Attack’s world tour 
musical director whilst trying to find 
someone to write some music for a 
Rally game he was working on called 
‘Shox’. After numerous meetings, 
Mark was eventually given the go 
ahead to go on the tour as the band’s 
electric violinist.  Mark at the time 
had a well-paid job at Electronic Arts 
but the promise of pop star status 
saw him leave EA for the limelight… 
 
He travelled to ‘Music Bank’ in   
London, a huge warehouse facility 
that had been converted into a large 
professional studio. The band     
rehearsed with a 96 channel FOH 
(front of house) mixer and a 96   
channel fold back mixer (for the 
band). Each band member used in 
ear monitoring as apparently Massive 
Attack need the on-stage sound to be 
very quiet as they don't sing very 
loudly! 
 
As the stage rehearsal started it was 
evident very quickly that things   
weren't going as well as planned. 
Mark admits that he found it       
particularly difficult learning the 
Massive Attack songs as he thought 
they were, how can we put this, crap! 
(Marks words I hasten to add). 
 
A change of direction in the violin 
sound mid-way through rehearsals 
did not help. Mark was trying to 
emulate an Indian string ensemble 
using different effects whereas the 
band had decided they wanted a 
straight classical type style sound. 
But unfortunately they did not tell 
Mark this. So ultimately, Mark was, 
without knowing, playing in the wrong 
style! 
 
Eventually, there was a meeting about 
Mark’s future. It was decided that he 
was not appropriate for the tour as 
without world tour experience he was 
considered a risk! 
 
To quote Mark, “My hair wasn't 
blonde enough and my tits weren't 
big enough!” So Mark’s brief      
romance with professional music 
came to an abrupt end. 
 
He later found out that the violinist 
who replaced him had had a 
fling with the tour manager.  
 
You work it out! 

from Retrovision 
(www.retrovision.org.uk) have 
joined forces, and Back in Time on 
the whole will become an event 
within the Retrovision weekends.  
 
It’ll be a lot smaller in scale, but 
that’s the only way that Back in 
Time can survive at this time.  
Perhaps the big concerts, or at least 
bigger concerts will be back, but 
Chris can’t do that all on his own. 
Back in Time is very much a C64 
music event, and perhaps that 
needs to be widened to a more retro 
games music event. There are a few 
orchestral concerts happening now, 
with more recent music, which are 
becoming very popular. 
 
So yes, there’s the Back in Time Lite 
event in Manchester in September. 
SID80s acoustic will be playing, the 
Back in Time Live DVD will be 
launched, and hopefully Jon Hare’s 
Sex, Drugs and Rock and Roll will be 
launched (I played on that too, if 
memory serves me correctly… a few 
years ago at Richard Joseph’s studio 
that he had at Pinewood). 
 
Then, in February next year there 
will be a proper Retrovision event 
within which SID80’s in one shape 
or form with be playing… plus 
more ??? 
 
RR: How did you get involved with 
the 4-4-2 and the 2004 (!) England 
European Football Cup song? 
 
MK: Oh dear, you had to ask! Well 
it wasn’t official in any way, it just 
charted higher than the official  
Altogether Now track.  
 
OK, there’s a website called BURBS. 
British Underground Rock Bands. My 
old folk punk band, Tricks Upon 
Travellers (see boxout), are      
registered there.  
 
So anyway this guy contacted Barry 

of tracks, which I did. He’d always 
mentioned Back in Time Live being, 
well, a live event and of course 
Press Play on Tape  (PPOT) started 
playing at the gigs too.  
 
I was actually supposed to play that 
first gig in Glossips, with PPOT on 
Monty on the Run, but I had to 
cancel as I had a gig in Norway, so 
they found another violinist to do it, 
so sadly I’m not the original Monty 
violinist… just the best one !?! 
 
I didn’t write any C64 tunes, and I 
don’t really do any C64 remixes, but 
I seem to have become part of the 
scene, albeit just through playing 
other people’s music on my violin. 
So I’m pretty much living on the 
back of other people’s successes. 
 
I think the best thing that’s come of 
it, apart from meeting so many new 
people, is meeting Ben Dalglish. 
He’s a real ‘muso’ and I relate to 
him a lot. Through chatting to him, I 
 
 
 
 
 
also got an idea of what he was 
trying to do with the C64, and   
basically his ideas were just too big 
for what the SID was capable of.  
 
He always had rock bands and stuff 
on his mind when he was writing his 
tracks, and I doubt very much that 
many other people where thinking 
like that when they composed. 
 
As for Chris Abbott, he just needs to 
be tied down with very sticky gaffer 
tape. Not for anything sexual, but to 
stop him being declared bankrupt! 
 
RR: Are there any more BIT shows 
planned? 
 
MK: There sure are! Chris Abbott 
(www.c64audio.com) and Markie 

Chris was then instrumental  
(excuse the pun) in getting us all 
together, ready for the Back in Time 
2003 Brighton event. I may be 
wrong, but I think that’s right… or 
maybe Andy and Ben Daglish were 
already talking about it... hell, I 
don’t know, it just happened… 
 
As for involvement, well, I play the 
violin in the band, haha… Actually, I 
think I’m probably the most vocal 
out of everyone. Ben and Jon don’t 
reply to mails much because they’re 
too busy being retro superstars, oh 
and being chilled out.  
 
Me, I’m just stressed and worried all 
of the time when it comes to     
playing... I think I’m certainly the 
most critical about the band, while 
being in the band. This thing about 
getting together a day before a gig, 
having hopefully learnt some kind of 
arrangement over email with PDF’s 
and mp3’s is damned hard work, 
and I’m not 100% sure that it 
works.  
 
I mean, the audience love it (at 
least I think they do), and I guess 
they realise what we’re doing… a 
concert, almost blind, or is that 
almost deaf, but I do believe that if 
you do something, you should do it 
right and the band members living 
in different countries makes it really 
hard to get it right.  
 
I guess in our defence the last time 
we played in London, I was really, 
really ill. I had a chest and lung 
infection, no voice, and the        
beginnings of pleurisy, and no 
strength. We also had a bass    
problem in that Reyn couldn’t make 
it, and Jon stepped in at the very 
last moment so that the gig could 
still go on for us. 
 
In a lot of ways, although I much 
prefer playing as part of a rock 
band, I think SID80s acoustic works 
a lot better. Jon, Ben and I can get 
together on the day of the gig, go 
through the numbers for a few 
hours, and we’re sorted. That’s 
much easier…. Oh and if Chris wants 
to go ‘BANG! BANG! ‘on a drum, 
that’s fine too… but hopefully    
Andreas may come over to do that 
next time. 
 
 
 
 
 
It would be nice to get some paid 
gigs too ;) 
 
RR: Tell us a bit about the history of 
BIT and how you got involved with 
it? 
 
MK: Well, I got first spoke to Chris 
when he brought out Back in Time 
1, obviously I was and still am a 
BIG fan of the SID sound, so when I 
found there were CD’s coming out of 
some of the tunes, I was sold! So 
we chatted on and off over email, 
about his future plans with the CD’s 
etc, and he did mention some live 
events, and of course that became 
Back in Time Live.  
 
When BIT 3 was due to come out, 
he asked me if I’d play on a couple 
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 RR: Any plans to release a       
madfiddler CD in the future? 
 
MK: Possibly! Maybe! I wanted to 
do one ages ago but I started to 
think that is was sounding like ‘lift 
music’ so I gave up. Others have 
heard some of the tracks, and have 
advised me to continue as        
apparently a lot of people will enjoy 
it. But I’ve got to enjoy it first.  
 
 
 
 
 
Anyway, I won’t rule it out, just as I 
won’t rule out a TDK CD either. I’m 
always writing something, but it 
would just be nice to make some 
money out of it for once!!! 
 
RR: What is your link with the  
Retrovision show? 
 
MK: Basically the scary, or       
huggable (delete as applicable) 
Markie from Retrovision came as 
Ming to the BIT London event, and I 
think he liked what he heard so 
asked SID80s to play at RV5.  
 
It wasn’t practical to do a full rock 
set, so Ben, Jon and I decided to do 
an acoustic version. We then heard 
that Chris was coming too, so 
though it would be great if he would 
get on stage to, and hit a drum now 
and again.  
 
For the first time, I saw Chris    
without him about to burst a blood 
vessel! Basically, as long as Markie 
and RV will keep on having us, we’ll 
be there. I think the RV may    
eventually grow, and that the 
SID80’s and Back in Time feature 
may grow as part of that, who 
knows….!? 
 
RR: Do you have any future plans/
goals that you would like to share 
with the RR readers? 
 
MK: Get a full time gig playing the 
violin, in a way that allows me to 
make a living out of it.  Short I 
know, but it has always been my 
goal, and probably always will be.  
 
In the mean time, I hope to      
compose a soundtrack for a      

at BURBS with an idea for a football 
song. He said that he came up with 
the idea a few years back (which we 
later found out was a bit of a porky 
pie, he actually nicked it off a 
mate), and wrote some lyrics for it, 
using Come on Eileen as the music. 
 
He wanted the track to be released 
as a single for Euro 2004. So Barry 
contacted who he considered to be 
the best musicians on his site, and 
formed an Uber BURBS band to 
record the demo, and try and get a 
deal.  
 
The main thing we were trying to 
prove was that there are hundreds 
of musicians ‘out there’ who are 
unsigned, never will be signed, but 
are easily good enough to be 
signed. So, the ‘band’ 4-4-2 was 
signed by Gut Records to record the 
track for a single released.  
 
There’s a really long story in here, 
which I won’t bore you with, but 
eventually, along with TalkSport 
presenters, and Page 3 girls the 
single came out, and went straight 
in at No.2 in the charts!! 
 
Before you ask, I never made a 
single penny on the track. Nothing 
for sales.  The record company stole 
our performance money for doing 
CDUK and Top of the Pops, they 
wouldn’t even let us keep the    
football strips we wore. We weren’t 
invited to the launch party, but the 
Cheeky girls were… and we weren’t 
asked to be on the video they    
recorded for the track.  
 
Still it was a fun time, the TV stuff 
was actually hard work starting at 6 
in the morning for rehearsals for the 
live show at 11.30… and there were 
so many flags you never saw the 
band. “There were tits and flags 
flying everywhere”, as my wife put 
it.  
 
TOTPs was fun, we recorded that in 
the circular park area in the middle 
of broadcasting house. Little did we 
know that we had to pay for the 
building of the set!!! 
 
And all this with expert music    
lawyer’s advice… there’s sharks and 
more sharks out there.  
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privately produced film, and maybe 
one day get the opportunity to write 
some real game music again. 
 
 
 
At the time of writing SID80’s have 
agreed with CGEUK 
(www.cgeuk.com) to attend this 
year’s show in Croydon in South  
London on August 13th.  
 
 
 
 
 
If you are at the CGE show whilst 
reading this, look up into the    
Minstrel’s area to see the SID80’s 
band play and listen out for their 
unique sounding arrangements of 
popular C64 tunes. If you were not 
at the show, watch out for some 
pictures in the CGEUK05 show  
report next issue. 
 
In September, the SID80’s will be 
appearing at a Back In Time Lite 
show in Manchester (the           
advertisement for the show can be 
seen in this very issue).  
 
The concert will be acoustic and also 
see the launch of the Back In Time 
3 DVD! Please wander over to 
www.c64audio.com to purchase 
your ticket(s).  Again we aim to 
cover this show in the next issue of 
Retro Revival. 
 
Retrovison 2006 held in February 
next year (the advertisement for 
which can be seen yet again in the 
pages of this very issue) will see the 
SID80’s band line up for a full rock 
concert with a full PA system, stage,     
lighting, drummer, bass guitarist 
etc. 
 
So it seems like a very busy period 
ahead for Mark and the rest of the 
SID80’s band. 
 
I strongly recommend that you get 
yourselves along to one of those  
future shows as I can assure you 
once you have seen them play, you 
will become one of the ‘converted’ 
just like I was after seeing them at 
Retrovision V!  
 
As it happens Mark tends to lend his 
talents to many an event or project, 
normally for the extortionate fee of 
£0 and 0 pence! 
 
Only last month he attended a    
gathering of like-minded individuals 
who, when together, call themselves 
Fiddle Hell.  The event takes place 
in Buxton once a year where    
members of Marks forum, 
www.fiddleforum.com, go to drink, 
chat, play music and drink more lots 
more! 
 
Mark played his arrangement of 
Spellbound, Rasputin and an original 
track at this year’s event.  SID80’s 
partner in crime Ben Daglish also 
went to the gig and, accompanied 
by the fiddle player, played a   
storming gypsy sounding set.  
 
With these two around you are 
guaranteed something special, and 
if past experiences are anything to 
go by, it just gets better and better. 

Fiddler On Rob Hubbard... 
 
Rob is responsible for getting me into 
the games industry.  The first time I 
met Rob was at the EA Audio Council 
meeting.  I had a rather, umm, how 
can I say this, brown nose after   
talking to him!!   
 
Some of the lesser known tracks done 
by Rob such as  Kentilla and      
Knucklebusters prove what a genius 
Rob is.  He’s funny to talk to, jaded 
really, but you know with him that he 
really couldn't give a shit.  Rob had 
the best sounding replay routines on 
the C64, which did help him get an 
edge. 
 

Fiddler On David Whittaker… 
 
I think I told Dave that most of his 
tracks all sounded the same, and I 
think he's the first to agree.  David is 
a very funny, nice guy who given the 
opportunity will drink anyone under 
the table.  
 

Fiddler On Martin Galway… 
 
Martin was another king of the C64 
music scene but in a different way to 
Rob Hubbard.  Rob had THE replay 
routine with drums whereas Martin 
had THE replay routine without them.  
 
Martin did a fair number of really 
superb tracks including Rambo, 
Parallax, Green Beret, Arkanoid and 
Combat School amongst others, hell 
even Hypersports was good!! His 
original Ocean Loader is one of the 
best tracks ever though. 
 

Fiddler On Ben Daglish… 
 
I think I told Ben that I didn't like 
some of his C64 tracks, saying that 
though Impossimole and Deflektor 
are great.  Ben is a chilled out,   
couldn't give a f**k, musical      
genius.  He can play any instrument 
and I hate that!!  He can even pick up 
the violin and get a decent note out of 
it straight away.   
 
When Ben created his C64 music he 
was thinking about a real live band 
playing the tracks and in that      
situation they really work - anyone 
who has heard SID'80s play Deflektor 
will realise that.  Ben and I are    
currently working on a new band idea, 
so watch this space for that :) 
 

Fiddler On Chris Hueslbeck… 
 
Wow...Giana Hard n Heavy, Shades 
(one of the best C64 tracks ever - I 
remember my C64 would load it 
perhaps 1 in 5 times, if the cassette 
desk was turned upside down!), and 
of course Bad Cat, one of my Desert 
Island C64 tunes.  They are all good.   
 
The funny thing with Bad Cat is that I 
only heard the track when I had one of 
the new model C64s that wouldn't 
play the sample channel correctly! I 
therefore could only hear it played 
properly on a mates C64! 

The Future The Future 

“...the single came out, and went straight in at No.2 in 

the charts!!” 

“...the single came out, and went straight in at No.2 in 

the charts!!” 

 Fiddlers Thoughts... 



Retro Revival is proudly sponsored by www.consolepassion.co.uk & www.retropassion.co.uk 



Retro Revival is proudly sponsored by www.consolepassion.co.uk & www.retropassion.co.uk 

Cover Feature Cover Feature 



 
CGEUK - Then & Now CGEUK - Then & Now  

 
Attending... 

Retro Revival is proudly sponsored by www.consolepassion.co.uk & www.retropassion.co.uk 

Digital Arcade is one of the new boys 
at this years event .  During the day of 
the show Chris will be constructing a 
arcade cabinet from scratch, with the 
end result being raffled to the CGE 
crowd. 
 
 
 
 
 
 
 
 
 
He is also exhibiting a hybrid Mame 
setup which he cheerfully explained 
to us just the other day… 
 
“Now and again I go onto the E-bay 
website and search for MAME related 
items.  I like to look out for bargains 
such as cheap arcade joysticks and 
buttons and also to monitor the 
current prices of full arcade machines 
being sold. 
 
I also take an interest in JAMMA 
related items as there are fantastic 
JAMMA cabinets up for sale         
frequently on Ebay.  I‘m continually 
looking for that special auction where 
the owner of the cabinet is like 2 
doors away and I only have to wheel it 
into my garage…. 
 
Anyway I digress. So there I was, on 
Ebay, with a list of MAME related 
items filling the monitor screen. 
Looking down the list I found the 
usual arcade buttons, marquees, 
home made cabinets etc, but in 
amongst all the usual suspects was 
an auction for a monitor. Nothing 
unusual there I here you say, well so 
did I at the time… 
 
I opened up the auction expecting to 
find an old arcade monitor for sale, 
you know the type that says ‘taken out 
of a working arcade cabinet’ or 
‘working but has screen burn’. But 
boy was I surprised… 
 
The monitor for sale was 28”, had a 
standard VGA cable as output and 
was shown running the Afterburner 
arcade game via MAME in a picture 
on the auction.  The monitor weighed 
a whopping 50kg.  The Buy It Now 
option for the auction was £35 - £35 
for a 28” CRT VGA monitor!!!!!!! and 
the auction start price was just £10.  
Another scoop was that the guy  
selling the monitor was literally 4 
miles away from my home! 
 
I noticed that the monitor had been 
re-listed for some reason.  I checked 
the previous auction for it and to my 
surprise noticed that no one had bid 
on it at all, so I decided to take a 
gamble.  I bid £15 on the monitor and 
the Buy It Now option disappeared. I 
was now playing the waiting game.  
 
With 2 days to go another potential 
purchaser joined the bidding war and 
at that time I thought that the price 
would definitely shoot up over the 
original Buy It Now price of £35  

First stop the cafeteria for breakfast 
refreshment as we were both    
starving and in need of a cuppa! 
 
After we had been fed and watered, 
we decided to take five minutes and 
had a chat with Mike from UKRetro! 
 
Second Mistake: As it turned out 
my work colleague said he had 
seen enough after a couple of 
hours and asked if it would be 
ok to leave! I would have loved 
to stay at the show much longer 
but as I was driving, I had to 
take him back too.  Next time I 
will go alone!! 
 
My first reaction to seeing the goods 
UKRetro had for sale on their stand  
was me splurting out “I used to  
 
 
 
 
 
have one of those! And one of 
those!!”. This pretty munch 
summed up the whole CGE       
experience for me – it was a show 
about acknowledging your        
computing and gaming past and 
seeing the retro goodies you used to 
have when growing up twenty or so 
years ago. 
 
The most special exhibit on the 
balcony for me was a large number 
of original arcade machines supplied 
by Retrokade. Playing an original 
Scramble Cocktail cabinet was a 
pretty special gaming moment! 
 
In the main hall I caught sight of 
Mathew Smith signing autographs! I 
bought a copy of Jet Set Willy from 
the UKRetro stand and ‘sheepishly’ 
asked Mathew if he would sign it for 
me.  
 
As he was doing so I blubbered out 
something totally incomprehensible 
to him and then started dribbling 
down my shirt. I walked away   
sobbing into my handkerchief,  
totally and utterly overwhelmed by 
meeting my childhood hero (Manic 
Miner was the first game I had on 
the my beloved Speccie, sniff!).  
 
I walked around the main hall a 
number of times over the next  
couple of hours – I recall speaking 
to the Retro Gamer magazine gang 
and not knowing who any of them 
were!  
 
I spoke with Chris Abbott and Boz 
on the c64audio stand and bought a 
couple of C64 remix CD’s.  I      
remember seeing Mr & Mrs CGE, 
Chris and Christine, but never   
actually spoke with them.  I played 
arcade cabinets, picked up free 
posters and badges and all the while 
being totally gob-smacked by the 
amount of retro systems exhibited 
under one roof. 
 
Third Mistake: In hindsight, it 
would have been nice to have 
got to know some like-minded 
individuals on the Retro forums 
prior the show and meet up with 
those guys at the event. This 

post event reviews and      
write-ups, I wished I had gone 
to the show on the Saturday, as 
this was the busier of the two 
days and included guest    
speakers and a much better 
atmosphere and evening social 
scene.   
 
Anyway, we set of early from    
Warwickshire on Sunday morning in 
July 2004 and headed towards the 
shows location, the Fairfiled Halls 
theatre in Croydon, South London  
As with most places in the UK,  
Croydon was not the easiest of 
places to get to unless of course you 
lived there.  As we hit London it was 
basically one set of traffic light after 
another, but very little traffic (the 
plus of going down on the Sunday!). 
 
 
 
 
 
On arriving at our destination we 
parked in the venues car park.  It 
was about 9:45am and the doors of 
the show were to open at 10am. We 
wondered up to the entrance. 
 
Surprisingly, the hall was already 
open and we walked in, tickets in 
hand, ready to hand over to the 
ticket collector.  
 
We walked passed the empty ticket 
office into the reception area of 
Fairfield halls and looked around. In 
front of the entrance was a cafeteria 
area with toilet facilities; to our 
right were a couple of exhibitors and 
a door entrance to the main CGE 
hall; just behind and to the left of 
the entrance was a stairway to an 
upstairs balcony that overlooked the 
reception. 

Over the past year or 
so retro gaming shows 
have grown in number 
as well as content.  
CGEUK is arguably the 
largest of them all. 

 
 
 
Sometime during the first half of 
2004, a magazine called Retro 
Gamer started promoting a new and 
upcoming show called the ‘Classic 
Gaming Exhibition UK’ (or CGEUK to 
its mates). I had longed to go to a 
show of this kind for many years 
and was therefore very keen to 
attend. 
 
The advertisement for CGEUK in 
Retro Gamer magazine captured my 
imagination and I excitedly       
purchased my ticket.  
 
Now at this time I was not into the 
‘retro scene’ at all.  I had no     
presence on the well-established 
retro forums that can be found on 
the net and really did not know 
what to expect of such a show.  If 
modern gamers attracted adjectives 
such as ‘nerd’ and ‘geek’, what on 
earth would a retro enthusiast be 
called?   
 
To avoid being a ‘loner’ at the show, 
I asked a colleague at I work if he 
was interested in joining me for the 
day. He was older than me and 
owned a ‘Sinclair ZX80’ so surely he 
would be ideal company at the 
show. He agreed to come. 
 
First Mistake: CGEUK 2004 was 
a  two day event. For whatever 
reason I decided to go to the 
show just on the Sunday.  In 
hindsight after reading all the 

The Dawn Of CGEUK The Dawn Of CGEUK 

“Playing an original Scramble Cocktail cabinet was a 

pretty special gaming moment!” 

“Playing an original Scramble Cocktail cabinet was a 

pretty special gaming moment!” 



 

held once again at Fairfield Halls in 
Croydon on the revised date of  
August 13th for 1-day!! 
 
I spoke with Chris on his newly 
launched chat room aptly named 
‘The Retro Lounge’.  He was aware 
that I was making MAME cabinets 
for a hobby and that I had taken 
one to auction at Retrovision and 
asked if I was interested in making 
a MAME cabinet at CGE05. I was up 
for the challenge and said, “Yes 
please!!!”. 
 
Over the months I have spoken to 
Chris quite regularly on the phone, 
on messenger and via E-mail and 
have acquired a good insight into 
what he and his Mrs go through in 
planning an event such as CGE.  
 
 
 
 
 
The editorial team recognises the 
importance and significance of 
CGEUK to the retro community and 
therefore always wanted Issue 4 of 
Retro Revival to have its main   
feature on the show. With this in 
mind I put to Chris a broad range of 
questions on last years show and 
the build-up to CGE05.  
 
So first things first, I asked the 
main CGEUK man himself, Mr Chris 
Millard, to tell Retro Revival a bit 
about himself… 
 
CM: Well I was born at 10am on 
Saturday 12th October 1968.  
The next few years go by and I get 
my first computer – a Mattel   
Aquarius – I was extremely excited. 
I plugged the computer into the TV 
but was unable to ‘tune’ it in. It 
turned out the Aquarius did not like 
Philips TV’s (or the other way 
around - I cannot remember now!).  
 
So the Aquarius went back, and I 
then get an Atari 400. I really 
wanted the 800 like one of my 

would have introduced a social 
element at CGE that was sadly 
missing for me. 
 
All in all I would have said that 
some things could have gone better, 
for example... 
 
I would have loved to have attended 
the guest Q&A sessions but       
unfortunately missed them all for 
one reason or another. 
 
The MAME cabinet building       
workshops were sorely missed, as I 
was very much a ‘noob’ in cabinet 
building at that time! 
 
Events took place throughout the 
day that seemed more ad-hoc than 
planned. 
 
A CGE keepsake such as a ‘CGE 
Guide’ would have been nice to take 
away with you at the end of the 
day. 
 
More of everything – it seemed that 
it took very little time to actually 
see all the exhibition had to offer. 
 
More people, especially on the  
second day! 
 
 
 
The months after the show saw my 
interest in all things retro intensify. 
I went to Retrovision 5, got involved 
with Retro Revival and started to 
kick start my ‘hobby’ of building and 
selling MAME cabinets. 
 
All the while Chris and Christine 
from CGE were preparing for CGE05 
and within time Chris re-launched 
the CGE forum, and with my new 
found passion I dutifully joined. 
 
Within the forum threads I read with 
interest the unfolding drama of CGE 
joining with Gamezone Live;   
Gamezone Live being cancelled; the 
uncertainty of CGE05; and then the         
announcement that CGE05 would be 
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neighbours had, but the Atari 400 
was cool. I played loads of games 
and got bored with it really quickly!  
 
I never followed suit with everyone 
else – I never originally had a   
Sinclair or a Commodore.  
 
My next computer was the BBC B. 
The machine had lots of things  
going for it – not to mention the 
Sunday morning TV program on 
BBC1.  
 
It was easy to program and was 
built for expansion. The first     
expansion I bought was the Watford 
Electronics DFS and a Teletext 
adapter due to its ability to allow 
you to download games for the BBC 
straight from Teletext!!!  
 
Typical story though, the BBC 
stopped the download service the 
day after I purchased my adapter 
(gits). From then on, my BBC   
became fully populated with a   
Watford Electronics Sideways RAM / 
ROM board which was crammed to 
the hilt with ROMs galore – so many 
that I ended up fitting a Clare   
Electronics ROM cartridge system.  
Finally I added the Speech        
Synthesizer with external volume 
control.  
 
I have extremely fond memories of 
Repton on the BBC.  In fact to show 
off our BBC at last years event, I 
purchased a BRAND NEW copy of  
the ‘Play It Again Sam’ series from 
Superior Software – can you believe 
it, you can STILL buy software titles 
on cassette and 5.25” floppy in 
2004!!! As you can see I was, and 
still am, a huge BBC micro fan! 
 
Anyway, the Beeb and I had a good 
relationship for a long time – that 
was until Commodore released the 
Amiga 500.  
 
I had not seen the A1000, but I did 
happen to see the A500 one day  
 
 
 
 
 
and immediately had to have one. 
The Amiga was my first ‘serious’ 
computer. I learned to program in 
C, and then in assembler on it – I 
even had programs published by 
Amiga Format and Amiga         
Computing (and being the sad old 
git that I am, I still have the     
floppies with my software on!).  
I kept upgrading my A500 and at on 
point purchased a half megabyte 
A501 RAM expansion for £149.00, 
closely followed by the A590 hard 
drive (20MB) with 2MB RAM for a 
mere £349.  
 
It was during my Amiga days that I 
ran my first BBS – called ‘The   
Hyperion Project’.  It ran on     
Paragon BBS using a 1200bps 
Hayes modem. I then upgraded to a 
2400bps modem and THEN I was 
tempted into buying a Miracom 
14.4K modem that was the mutts 
nuts at the time!  
 
Miracom (now known in the UK as 
U.S. Robotics) had a deal for     
SysOps whereby if your login page 

(this has happened to me so many 
times!).  I waited. With only a few 
minutes to go on the auction I entered 
a bid of  £25 and the price            
immediately shot up to £20.50. I 
waited for the remaining seconds and 
was eventually declared the winner.  
Brilliant.  I had won a 28” CRT    
monitor for just £20.50! 
 
I made contact with the seller and the 
following evening I made my way, 
after work, to his house to pick the 
monitor up.  He warned me that the 
monitor was big and to make sure my 
car could accommodate it (!). 
 
When I arrived at the seller’s house, I 
met a very likeable, like-minded chap 
who had a workshop at the end of his  
garden.  In the workshop he had a 
working JAMMA cabinet, boxed Orics, 
Speccies and loads of other retro bits 
and pieces all over the place! 
 
After talking to him for a while, we 
went back into his house to get the 
monitor.  When I saw it was like sh*t  
that’s huge!!!  He told me that the 
monitor had come from a local bus 
station. The station had been      
refurbished and all the monitors used 
to inform travellers of bus arrivals and 
departures were replaced. He was in 
the right place at the right time and 
acquired 15 of these monitors. His 
mate had a further 6! 
 
Inside the back of the monitor was a 
486 computer that ran the bus   
station timing system!  We           
manhandled the monitor into the 
back of my car, a bit of a tight 
squeeze but it made it, just. 
 
As soon as I got it home I plugged it 
excitedly into my laptop. The first 
thing I noticed was that the monitor 
had a pretty large cooling fan inside 
and you could clearly hear it as it 
started up when switching the thing 
on.  I ran MAME, put Pacman on and 
turned the monitor on its side and 
then I just stood there with a bloody 
huge grin on my face. 
 
With CGE looming I had the idea of 
making a novelty Bartop cabinet with 
the monitor.  I designed a base and 
went about making it over the next 
few evenings.   
 
 
 
 
 
 
 
 
 
The cabinet is definitely a fun, mad 
item to play and I have already had 
people offering me cash for it.  Based 
on this I have ordered six more units 
from the same chap. 
 
By the time you read this you may 
have already seen or played the 
cabinet at CGEUK.  I would love to get 
your thoughts on it on my forum @ 
www.digitalarcade.co.uk  

My Life After CGEUK My Life After CGEUK 

“I never followed suit with everyone else – I never 

originally had a Sinclair or a Commodore.“ 

“I never followed suit with everyone else – I never 

originally had a Sinclair or a Commodore.“ 
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Retro-Trader  (www.retro-trader.com)
an online retailer , are old hats when 
it comes to the CGEUK shows. 
 
In fact they were the first and only 
exhibitors signed up to the 2004 
show for a while, and would like to 
think that they had a hand in       
encouraging other exhibitors to sign 
up too due to their committal to the 
event. 
 
2004 saw them exhibiting, amongst 
other things, a range of retro       
computers and consoles including a 
Spectrum, N64, plug in TV games, 
Amstrad computers and other    
playable machines.  They also had    
equipment for sale including brand 
new PS2 games and plug in TV      
games. 
 
Paul, the mastermind behind       
Retro-Trader told us that this year he 
will have a “whole range of stuff to 
bring with us , we will being bringing 
loads of games for people to play on , 
so plenty of fun to be had.  Lots of 
brand new games too, both retro 
stock and current format , such as 
XBox as well, at prices so low we will 
almost be giving them away !!  
 
But maybe best for the fans, is that all 
being well, we will be launching some 
Retro-Soft games , with some of the 
authors like Jonathan Caudwell al-
ready confirming they will be there as 
guests of Retro-Soft and signing the 
games for anyone who wants them 
too.” 
 
Retro-Soft for those who do not know, 
is the software publishing arm of 
Paul’s empire, and is, in his own 
words “fast becoming the top retro 
software license house in the world,” 
 
Retro-Soft already has around 100 
games already signed up and several 
hundred pending paperwork.  Paul 
told us that he also has several  
worldwide distribution deals pending, 
which really is impressive stuff. 
 
Launching at the show will be a  one 
off, limited edition Spectrum disc 
with new and unreleased games from 
the coding fingers of the likes of the 
aforementioned Jonathon Caudwell, 
The Shaw Brothers and many more, 
and what’s more it will be signed by 
the programmers too! 

Well, weeks went by and no-one 
replied so I just went with it, not 
because it was the name that I 
wanted, but because I had to book 
the event in with Fairfield Halls and 
they needed a name (obviously). 
 
Anyway, a few more weeks went 
passed and out of the blue I receive 
an e-mail saying that I did not have 
permission to use the name ‘Classic 
Gaming Expo UK’.  It was too late 
by then as I had already booked the 
venue, and I have heard nothing 
from the US since, so it must be ok! 
 
Chrissie, my wife, initially wasn’t  
 
 
 
 
 
interested in CGEUK – mainly    
because I was leaving her out – not 
because it was my intention, but 
because I had no idea of how to 
involve her. But, as time went on 
she helped me organise things – 
sorting out my biblical filing system 
(seek and ye shall find) into some 
sort of order, and in short, pulling it 
altogether.  Without her, last year 
could quite possibly have fallen 
apart (thank you sweetie). 
 
A pretty conclusive answer there 
that pretty much tells the story of 
the first 35 years or so of Chris’ life 
leading up to CGE04 last July. 
 
 
 
What I really wanted to find out was 
what on earth was it like bringing a 
show like CGE04 and CGE05 to life, 
how much planning was involved 
and did Chris do it all by himself. 
But as the adage goes, “Behind 
every good man….” 
 
CM: Well first of all I am not a   
one-man show – CGE is a two   
person show! Everything in regards 
to the show was conceived,      
organised and worried about by my 
wife Christine, and myself.  
 
CGEUK 2004 took just over a year 
to plan and bring to life – in fact we 
had booked the venue just over a 
year in advance. I was nervous for 
absolutely ages – in the first 6 
months after announcing the event, 
we only had one exhibitor!  
 
The whole process of recruiting 
exhibitors was painstakingly slow so 
much so that I hastily threw a   
website together in an attempt to 
drum up some interest.  I spent 
most days posting in newsgroups 
and on the odd retro website that I 
found.  
 
Bear in mind that neither Chrissie 
nor I had any knowledge of event 
management and thus it was an 
immensely steep learning curve. 
Couple that with 2 kids and my full 
time job and you can imagine, we 
both worked almost around the 
clock (and we still do) to bring it all 
together. It is a ‘labour of love’ – at 
least on my part anyway – I am still 
passionate about the old machines 
so I think that makes it easier. 
 
Now being from Wales originally and 

get a massive collection of retro 
computers – I had a couple of   
hundred. In fact, although I sold the 
domain name, my website – 
www.retromadness.com – is still 
online and you can see my        
collection on there! 
 
My work, as an IT consultant 
brought me to Fairfield Halls to do 
some work, and whilst talking to the 
IT manager there, I happen to  
mention my collection and that I 
would be interested in exhibiting it 
at Fairfield. He told me who to   
contact, and for a few days, I didn’t 
do anything about it. 
 
 
 
 
 
The next bit is very fuzzy now – I’m 
not sure how it happened, but   
between one Saturday in July 2003 
and the following Monday, I had 
gone from the idea of holding my 
own exhibit to having a full blown 
event where people could come and 
play on a whole range of retro   
machines – so was born the ‘as yet 
unnamed’ event. 
 
I exchanged e-mails with a couple 
of people with my idea and they 
were all up for it – in fact one of the 
guys had wanted to do the same for 
a long time but did not have the 
‘bottle’ to do it. 
 
 I soon learned that the best retro 
events took place outside of the UK 
- and that people were travelling 
FROM the UK to go to these shows.  
 
After searching the Internet I found 
details on the ‘Classic Gaming Expo’ 
in the USA. At the time I couldn’t 
think up a decent name for my 
event, and as CGE only took place 
in the USA, I sent them some        
e-mails asking them if I could start 
up a UK arm of CGE – to be called 
‘Classic Gaming Expo UK’.  

said, ‘Modem supplied by Miracom’, 
you could buy the modem with a 
50% reduction. How pleased was I 
to get my first ever 14.4k modem 
for £350!!!  
 
Once again, things take a turn for 
the worst, and just one week after 
my expensive purchase a bolt of 
lightning hits the flats that I live in, 
heads straight down my phone line 
and blows up the modem! I      
remember taking it apart and seeing 
the white ‘flash’ mark on the     
circuitry board. So ended my online 
days for a while…  
 
I then joined the Commodore     
Developers group who used to send 
me copies of the latest kickstarts on 
floppy plus all the developers notes 
etc.  I was in my element. I       
installed a ROM Switch, upgraded 
the AGNUS and had a whale of a 
time. 
 
Somewhere along the line, I get an 
A1500 – I don’t remember where I 
got it, but it looked the business. 
 
Finally, in 1995 I purchased my first 
PC – A Tulip 486 and was pleased to 
see that Windows 95 came on 30 
floppies!  The amount of times I had 
to reload it due to my screwing it up 
I cannot say.  
 
Before then the PC never really got 
my attention – it was only really 
because of work that I ended up 
with one. As time went by, the 
Amiga’s and Beeb got sold off and 
computers are not the same ever 
again… at least not for a few years. 
 
Some time back in 2001 or 2002, 
whilst walking around a boot fair, I 
found a box with an Atari 2600 and 
about 20 or so games, and the guy 
wanted a whopping £3.00 for it. The 
games proved to be shit but great 
all at the same time.  
And so started my retro collection! 
Over the next few years, I strived to 
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idea of what we were doing. We had 
thousands of flyers printed, way too 
many actually – and they were crap.  
 
I kept some aside for nostalgic   
reasons, but looking at them, they 
really were rubbish – but they were 
put together in a hurry. We      
managed to get some pieces written 
in the local press and even got an 
article in MCV.  
 
It was in January of 2004 that Tony 
Allen from Retro Gamer magazine 
(a magazine very much in its     
infancy back then) phoned me. 
Retro Gamer, according to Tony, 
was initially looking to put on a 
retro event, and then discovered 
mine.  
 
Tony said that rather than start 
another event, they would rather 
get involved in ours, and so after 
some discussions, we struck a  
sponsorship deal where Live     
Publishing would advertise CGEUK in 
4 of their magazines over a 3 month 
period…and so the build up began… 
 
 
 
 
 
One of the star attractions of last 
years show was the guest         
appearance of Mathew Smith. As 
you will all know Mr Smith had  
disappeared into obscurity for more 
years than anyone could remember 
and rumour upon rumour had   
surfaced on the Internet on his 
whereabouts and what fate was 
bestowed upon him after he        
left ‘Software Projects’. 
 
So I tentatively asked Chris how he 
went about tracking down the   
infamous programmer... 
 
CM: I can’t give specifics as I  
promised someone that I would 
never tell, but it took about 11 
months in all.  
I remember phoning Matt for the 

now living in Warwickshire, my next 
question was “Why Croydon?” and 
after travelling down there for last 
years show maybe it should read 
“WHY THE HELL Croydon?” And of 
course there was a simple answer 
for this… 
 
CM: Because I was doing some 
work for Fairfield at the time, it was 
quite easy to get my foot in the 
door. Would I have chosen Fairfield 
or even Croydon? Probably not.  
My aspirations were to have it in 
somewhere like the NEC! BUT as 
CGE04 was self-funded, money was 
an issue.  I had to come to an 
‘arrangement’ with Fairfield which I 
shan’t divulge to the general public, 
but those who know what I went 
through to host last years event, 
will understand that it was not 
‘straight forward’. 
 
Now as Chris mentioned early in the 
interview, the name ‘Classic Gaming 
Expo’ is associated with a yearly, 
established, retro show in the USA 
that has been held for the last 8 
years.  Pretty exclusive guests  
attend the show and each year the 
show seems to get bigger and more 
popular. 
 
Retro is, at the time of writing, in 
vogue. What with shows like 
CGEUK, Retrovision and Jagfest 
amongst others, as well as        
publications like Retro Gamer and 
Games Tm, there is definitely a 
demand for information and shows 
on the old systems!  
 
Going back a couple of years ago 
when Chris was trying to initially 
organise the first UK CGE there was 
no such publications promoting the 
scene and the shows in the UK were 
very much ‘underground’. So with 
this thought in mind, how did Chris 
and his wife set about getting the 
show advertised? 
 
CM: It was a poor effort last year on 
our part – again because we had no 
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first time – I was dead nervous. This 
was THE Matthew Smith – the   
LEGEND who had been ‘missing’ for 
about 11 years or so. Matt was very 
approachable and was up for    
coming along from the start. 
 
Alongside Mathew, a number of 
other celebrities attended the show. 
I asked Chris to tell Retro Revival a 
little about the guests... 
 
CM: Last year was attended by 
Andrew Oliver (one half of the Oliver 
Twins) who were most famous for 
the ‘Dizzy’ games. We were to have 
both Andrew and Philip along, but 
Philip couldn’t make it.  
 
Stuart Fotheringham who worked 
with Matt in the ‘Software Projects’ 
days also came along. Stuart was 
working on the famous ‘Mega-Tree’ 
project. I was expecting both Matt 
and Stu to hold a combined Q&A, 
but Matt took straight over on that 
one! (Sorry Stuart!) 
 
Of course the show would have not 
been the success it was without the 
exhibitors.  
 
I then asked Chris to tell us a little 
about the exhibitors that attended 
the show last year... 
 
CM: We had a rather varied group 
of exhibitors – which was good of 
course.  I won’t name them here 
because I don’t want to cause   
offence if I forget to mention    
anyone, but we had commercial 
organisations, user groups,      
charitable organisations and     
museums at the event.  
 
There was such a wide variety of 
equipment on display it was    
amazing. Computers that I had only 
heard about made an appearance – 
such as the Commodore C65 and 
the Acorn System-I.  It was like a 
retro gamers paradise!! 
 
One of the difficulties that is faced 
by an organiser of a new event is 
the challenge of persuading the 
public to part with their cash and 
attend the show. I asked Chris if he 
could tell Retro Revival the       
attendance figures for last years 
show how he felt about them... 
 
 
 
 
 
CM: We got over 1000 visitors – not 
bad for a first event. A lot of people 
who didn’t come because they didn’t 
believe that we’d have Matthew 
Smith there, e-mailed us after the 
event saying how they regretted not 
coming. The first show will always 
be difficult because you have to 
convince a lot of people about how 
good it will be, and it’s not proven 
until after the event has taken 
place. 
 
Now as a visitor to the show last 
year I was not aware of any      
catastrophe’s that spoilt the day for 
me – ok the bacon in the ‘bacon 
buttie’ I had for breakfast was a 
little overcooked and crunchy but 
not something that effected my 
overall enjoyment of the day!  

 
 
 
 
 
 
 

OneSwitch, is an organisation     
devising ways and providing solutions 
to make leisure items more           
accessible to people with disabilities. 
 
This includes, amongst other things, 
computer and video games where 
Barry Ellis (the man behind 
OneSwitch) devises ways to adapt 
controllers so that those with limited 
movement can still use them. 
 
The idea came about when Barry 
noticed that some of the people he 
worked for found it easier to operate 
certain types of equipment using just 
one button.  The button would      
connect up to an adapted piece of 
equipment and allow for basic on / 
off switching albeit in a way in which 
the user could operate a lot easier 
than the original manufacturers 
concept would allow. 

OneSwitch campaign for greater 
access in video games and to     
compliment their efforts in controller 
modifications they also offer single 
switch games to download, and 
encourage people from all over the 
world to help them to help others. 
 
Barry did not exhibit at the 2004 
event however he told us that he is 
excited at the prospects that CGE05 
presents.  He, and the OneSwitch 
team will be bringing their range of 
accessible gaming peripherals and 
playable games.  He told us… 
 
“There will be many classic games 
playable with specialised equipment 
including more than 70 Retro      
Remake one switch games.  We will 
also be exhibiting our range of audio 
games for the blind as well as a range 
of gaming competitions open to all 
with instant prizes.   
 
Our selection of gaming machines will 
include the Atari VCS, Vectrex,    
Nintendo’s, Playstations and    
Dreamcasts amongst others.” 
 
We look forward to seeing Barry and 
the OneSwitch stall, as it is           
something that we at Retro Revival 
feel should have more attention given 
to it globally.  Visit OneSwitch at: 
www.oneswitch.org.uk 
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Amongst other will be… 
 
 
 
 
 
 

www.uk-retro.co.uk 
 

UK-Retro are a growing online based 
retro retailer who also had the    
pleasure of exhibiting at the first 
CGEUK meet, noted for their        
successful attempt last year to get 
Matthew Smith to drive their Sinclair 
C5 around the venues car park! 
 
 
 

www.cronosoft.co.uk 
 
Cronosoft, ran by Simon Ullyatt, is the 
UK’s leading retro game publisher.  
Anything 8-bit and beyond, created by 
coders both new and old is available 
from the company in both emulator 
formatted files as well as on both 
tape and disc formats.  
 
 
 
 

www.binaryzone.co.uk 
 
Binary Zone has been operating since 
1990 and was set up to support the 
Commodore 64 computer in as many 
ways as it could.  It supplies many 
items from C64 public domain pro-
grams, via download and on cdrom, 
as well as glossy prints and issues of 
the Commodore Zone magazine, and 
not forgetting the large selection of 
C64 audio remix cd’s from the likes of 
David Whittaker and Martin Galway. 
 
 
 
 
 
 
 
 
 
 

www.samcoupe.com 
 
Colin Piggot is the UK’s leading  
authority on all things Sam Coupe.  
Not only does he write and publish 
the very successful Sam Revival 
fanzine, he also heads up Quazar, the 
company that supplies Sam hardware 
and software all over the world. 
 
 
 

www.ultimarc.com 
 
Ultimarc is the UK’ leading source for 
quality Mame and arcade              
components.  It is the only place in 
the UK you can buy the amazing I-PAC 
interface letting you control versions 
of Mame through a set of joysticks 
and buttons.  Other items available 
include trackballs, VGA adaptors, 
cables and pretty much everything 
else you will need to make a quality    
control panel for your arcade or 
Mame cabinet. 

In January 2005 we agreed to the 
idea, and postponed our Croydon 
show to concentrate on this one.  
The thought at the time was to hold 
the Croydon show sometime later, 
after we had made more people 
aware of us.  
 
So, GZL was to go live in September 
2005. We exchanged e-mails a bit 
with GZL to get some idea of the 
floor space, layout, what equipment 
would be provided, but e-mails were 
very, very slow in coming back.  
 
Then, out of the blue one day, we 
get an e-mail basically telling us 
that GZL had collapsed due to lack  
of sponsorship (speculation is that  
 
 
 
 
 
EA pulled out, but we don’t know for 
sure).  
 
Again, lady luck was out that day 
because at the time I was in the 
process of moving our website to 
another host. So, the news gets out 
to the main press – all the game 
magazines carry the news that GZL 
has gone under.   
What happens? Our website and    
e-mail are out of action because of 
the move, so everyone thinks the 
worst – CGEUK is dead too – there 
were messages being posted      
everywhere saying that it looked 
like CGEUK was no more! 
 
We quickly had to quash those  
rumours so we hurriedly posted 
messages on as many forums as we 
could. We didn’t have a home to go 
to, but we were not down and     
out – at least not just yet.  
 
It took a while, and some         
negotiations but we managed to get 
back to Fairfield Halls, albeit for just 
one day – but one day is better than 
none! So we’re back. We can    
survive – and we have proven that 
retro can hold it’s own against the 
modern! 
 
Retro Revival takes its hat off to 
both Chris and his Mrs in getting the 
show back on the road and averting 
the national humane disaster of 
‘retro withdrawal syndrome’! 
 
For a show like CGEUK to be     
successful long term it has to have 
good sponsors on board.  I asked 
Chris who they were this year... 
 
CM: We have four sponsors this 
year, and we thank them all very 
much for their support. We have 
Retro Gamer magazine helping us 
out again this year (thanks guys), 
Retro-Trader.com (thanks Paul), 
Console Passion (thanks Andy) and 
a company called ‘Well Stitched’ 
who did us a marvellous deal on our 
polo shirts (thanks Bob). 
 
Every sponsor has helped to make 
this better than it could otherwise 
be. Now if any companies or     
organisations wish to get involved 
for CGEUK 2K6, we have some wild 
ideas! 
 
With the change of venue, change 

ups and articles in places I have 
never heard of. By far the most 
bizarre was finding an article on a 
Japanese website (I have no idea 
what it said as I can’t read Japanese 
– but there was still a mention). 
 
As the year between CGEUK 2004 
and 2005 has gone past, more and 
more people have asked to exhibit, 
offered to become involved, offered 
sponsorship etc, so as a result 
we’ve managed to expand to include 
things that we could only have 
dreamt of last year – such as having 
a dedicated magazine produced, 
professionally made competition 
winner shirts, getting Twin Galaxies 
over etc. 
 
 
 
 
 
As mentioned earlier – the        
organisation of CGE05 was not all 
plain sailing.  The show was       
originally planned for a weekend in 
July once again at Fairfied Halls in 
Croydon. An announcement was 
then made that CGE was merging in 
2005 with Gamezone Live at the 
Excel centre in Docklands, London.  
 
A few months later it was          
announced that Gamezone Live had 
been cancelled! Rumour upon    
rumour then started appearing on 
the Internet about the fate of CGE. 
 
With all the rumours flying around 
the net I was interested to learn the 
true sequence of events that took 
place that finally saw CGE going 
back to its roots at Fairfield Halls... 
 
CM: GameZone Live (GameStars 
Live as it was in 2004) had a retro 
area in their London consumer 
show. From what I understand, 
having spoken to some of the   
exhibitors that attended, it was not 
very successful.  
 
In December 2004, GameZone Live 
approached us with a view to    
hosting our event inside of theirs – 
basically taking over their retro 
area, the idea being that we already 
had a successful show to offer.  This 
would have helped them out PLUS 
would have exposed CGEUK to over 
140,000 visitors.  

I asked Chris if everything went 
according to plan over the       
weekend? 
 
CM: For the most part, yes. There 
were slight hiccups along the way – 
but we didn’t expect it to go without 
a hitch. 
 
With so much going on over the two 
days I wondered if Chris had the 
chance to step back, look on and 
enjoy the show? 
 
CM: Not really – as well as running 
round all day Saturday, I had    
interviews with national and local 
newspapers as well as Gamer.TV to 
contend with.  
 
I would have loved to take it all in, 
but the videos and photographs that 
people took look good. I did get to 
chill out a bit on Sunday afternoon, 
but I was tired from the night before 
so missed some of it :-) 
 
 
 
I was intrigued to find out if Chris 
had always intended to organise a 
follow up event to CGE04... 
 
CM: It’s funny really because up 
until the event, I hadn’t given it any 
thought. It was only when visitors 
were asking on their way out when 
the 2005 event was on that I 
started thinking about it. It was a 
real boost to know that people liked 
it so much that they were excited 
about coming again. 
 
As with Hollywood blockbuster  
movies, there is an expectation that 
the film sequel will be far superior 
to the original.  There is normally  
more cash to play around with and 
of course you have the brand name 
that the paying public can identify 
with.  So what I wanted to know 
was how CGE05 was going to better 
last year’s event? 
 
CM: Since CGEUK 2004, a lot of 
people have approached us asking 
to be included, whereas last year it 
was us busting a gut to get people 
involved.   
 
Word certainly has spread around 
the gaming community about the 
event. Even now, I still find write 
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We have a few new faces this year 
too.  VIP Guests so far include (in 
no particular order) Archer Maclean, 
Andy Nuttall (Bullfrog / EA),      
Matthew Smith (Software Projects / 
Bug-Byte), Bill Harbison (Ocean), 
Mark Jones Jr.(Ocean) and of course 
Walter Day of Twin Galaxies AKA 
Billy Mitchell (not from EastEnders) 
– who, among other things, was the 
first person to ever play the ‘perfect’ 
game of Pac-Man getting the    
highest possible score of 3,333,360 
by eating every blue ghost and 
every bonus over the 256 levels! 
 
This year, Twin Galaxies are    
bringing with them around a dozen 
current world record holders from 
the USA to challenge the British at 
some classic game playing.  
 
The UK’s own Gary Whelan who is 
the current Galaxian world record 
holder, will attempt to better his 
score.  Tony ‘TT’ Temple will     
attempt to beat the record on   
Missile Command and Nick Hutt is 
going to attempt the record at 
Space Harrier – a record that he has 
broken, but unofficially. TV       
Presenter Jonathon Thompson will 
possibly attempt the Tron – Deadley 
Discs record too. 
 
Also SID80’s in the form of Ben 
Daglish and Madfiddler will be   
playing their unique style of retro 
remixes throughout the day. 
 
We have a few competitions which 
we are working on, but are not  
finalised, so we can’t yet give    
details, however, purely by signing 
up for one or more of the         
competitions, players will be in with 
a chance of winning a rather special 
Mame  cabinet which is to be built 
by Retro Revival’s own Chris Wilkins 
(www.digitalarcade.co.uk) on the 
day!  
 
There’s no skill involved in winning 
the cabinet, just take part in a  
competition. The cabinet will be 
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For those who are not aware, Twin 
Galaxies are the worlds leading   
authority on video game and pinball 
world records, with records stats 
stretching as far back as 1930 for 
pinball, and 1970 for video games. 
 
 
 
 
 
TG was founded in 1981 and started 
out life as a simple arcade 
’scoreboard’ created by founder 
Walter Day.  It was created to keep a 
log of the highest scores he came 
across when out visiting arcades 
across the US, whilst taking a break 
from his travelling salesman job.   
 
Before long the first TG arcade was 
opened where people could not only 
play games, but also marvel at the 
updating national high scores.    
Arcade giants (Atari, Midway,      
Williams, Nintendo etc) began to take 
note of Walters efforts and it was not 
long before his ‘scoreboard’ was 
officially recognised by them. 
 
With the media frenzy that followed it 
was not long before video game 
championships all over the US were 
calling TG to attend and officially 
keep score. 
 
Eventually Walter decided to form his 
own video game team, which he 
headed, and issued challenges to 
other teams across the world, and 
even toured the US, Europe and Asia 
during the 80’s. 
 
By 1984 Walter was made assistant 
editor in charge of video game scores 
for the US edition of the Guiness Book 
Of Records (‘84 - ‘86).  He also   
created and published the first   
rulebook for playing electronic games 
and today that rulebook is still going 
strong in the form of Twin Galaxies 
Official Video Game & Pinball Book of 
World Records. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Now in its 24th year, TG have decided 
to invade our shores and challenge     
European gamers to see who is the 
ultimate champion across a selection 
of five classic arcade games.  The 
competition is an open event      
meaning that not only can anyone at 
the show take part, but also means 
that a few American and Canadian 
games players can crash the party 
and try and show us how it is done! 
We will see... 

 Twin Galaxies of date, the uncertainty of whether 
the show was on or off I was curious 
to know what the support has been 
like to CGE from the public and 
media... 
 
CM: Support has been simply   
overwhelming. With the ups and 
downs of the event, everyone has 
really pitched in. 
 
At this point, I’d like to say thanks 
to Nick at Pinballer’s anonymous. 
When we were scheduled for   
Gamezone Live he was going to 
bring along a selection of Pinball 
tables. However, now that we’ve 
had to move dates, Nick can no 
longer come. He did, however, offer 
to loan someone a van and the 
tables to bring along on his behalf. 
Nick – “Thank you – you are a star, 
and it’s really appreciated”.   
 
Special Guests have been great too. 
Andy Nuttall and Archer Maclean 
have been marvellous throughout 
the date changes etc, and I’m glad 
to say that 99% of the people are 
still able to come.  
 
The exhibitors too have been    
fantastic to work with – everyone 
again was so supportive – all giving 
us the ‘thumbs up’ for the one day 
event. From the support we’ve had, 
I think we can safely say that we did 
a good job last year, and it’s very 
nice to be appreciated after all the 
hard work that goes into it. 
 
The exhibitor and guest list last year 
was pretty good. I wondered if  
visitors could expect bigger and 
greater things this year? 
 
CM: Well at the time of writing, the 
exhibitor list is still growing,      
however, we have about 80% of the 
same exhibitors from last year. 
 
Unfortunately, 8bs.com, 16/32  
Systems and Protovision could not 
be here, but they’re always       
welcome. 
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raffled at the end of the day! 
 
With planning large events things 
are going to go wrong and your 
going to think “I won’t do that 
again!!” and things will go       
swimmingly well even though you 
may have thought those things were 
definitely doomed to fail. After such 
an event you will reflect, look at the 
good and the bad and then apply 
the lessons you have learnt to the 
next project.   
 
I wondered what lessons (if any) 
learnt from CGE04 that Chris would 
be applying to CGE05? 
 
CM: Don’t do it again! And no I 
didn’t learn anything! 
 
In all honesty it was very hard work 
– extremely hard in fact. After the 
show, we were thoroughly worn out. 
It took days to get over the sleep 
depravation. 
 
 
 
I asked Chris if there would be a 
CGE2K6 and if so has he got     
anything planned for it... 
 
CM: We are hoping that there will 
be. We are making plans with quite 
a few people, but we are not going 
to divulge any specifics yet – it’s too 
early. 
 
Ask me the question again later on 
OR sign up to our forums – news 
always gets put on there first. 
 
I wanted to know whether CGEUK 
would always be an annual show 
and always based in Croydon? (one 
of my personal ‘issues’)... 
 
CM: It’s still too early to say. Our 
hopes are to expand to two shows 
per year, one in London, and one for 
the northern part of the UK, perhaps 
Blackpool. We’ll have to see on that 
score. 
 
 
 
The build up to this years show has 
began.  The CGE website 
www.cgeuk.com is being updated 
regularly with breaking news;   
tickets for the show are on sale; the 
CGE forum is very active with its 
175 members to-date. Oh and Chris 
is adding some brilliant features to 
the forum such as the ‘Arcade 
Room’. 
 
This year I will be attending the 
show as an exhibitor (MAME cabinet 
building and Retro Revival issue 4 
salesman!) so I will be experiencing 
the event from the ‘other side of the 
fence’. I will be going down to the 
show alone this year (Mistake   
number 2 sorted) and staying over 
the Friday and Saturday night thus 
ensuring I am a part of the CGE 
social scene and meeting up with 
many of the members of the forums 
I have a presence on. (Mistake 1 
and 2 sorted!). 
 
If you are reading this article at the 
show then please come over and 
say hello. If you are not at the show 
watch out for a post-CGE report 
next issue!! 
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Sanxion - from Karma 64 - By Slow 
Poison (Created 2001) 
 
This version of Sanxion was done 
very quickly one mad weekend 
when Boz came round to my house 
to do stuff for BIT Live (which was 
coming up at the time). We needed 
dance mixes, and so we took our 
cue from Instant Remedy (which, of  
course, is where the Slow Poison 
name came from: our little joke).  
 
The track itself is built on the    
remnants of my earlier "BIT +" 
version of Sanxion which also   
incorporated an amazing little bit 
from Moog's remix of Sanxion (that  
Jarre-y bit). We didn't think so 
much of the other bits of Moog's 
track, but we were really keen on 
that bit).  
 
I didn’t really want to revisit    
Sanxion again, but we really did 
need a big hitter for BIT Live, and 
they don’t come bigger. We had fun 
that weekend, evidenced by the fact 
that we wasted the entire morning 
doing a cover of Frogger which 
started out serious but then became 
a piss-take.  
 
I think we put it out under the name 
of DJ Clubthump or something. 
 
Lightforce - from Sidologie - By 
Marcel Donne (2003) 
 
Amazing Lightforce. I've done many 
versions, but they're fatally flawed 
because somehow my brain got the 
wrong notes in it for much of the 
tune.... argh! Anyway, this one 
captures what I was trying to do 
with Lightforce 2000. Amazing  
stuff.  
 
Marcel’s Sidologie album remains 
my favourite C64 remix album done 
by other people: it’s just amazing 
100% of the time. Marcel is a   
genius at capturing the feel of a 
style and then adding to it. His 
imagination leaves me gasping. 
 
Zoids Desert Battle - from Back in 
Time 3 - by Chris Abbott, Alistair 
Bowness and Jason Mackenzie 
(2001) 
 
This track actually started off way 
back in my MIDI days before I     
re-recorded a very loud and stompy 
version with my new-at-the-time 
Supernova synth. The only thing 
that remains from that version is an 
MP3, since the source file was  
corrupted. Eventually I just slapped 
it into cakewalk and put some more 
things in, including an intro which 
evoked a desert feel.  
 
At some point, I began to feel that 

The tracks on this CD all mean 
something to me, and illustrate the 
journey of C64 remixes to the dark 
side, and back. 
 
Ocean Loader 2 - From Karma 64 - 
By O2, Chris Abbott and Marcel 
Donne (2002) 
 
Karma 64 was the funnest CD I’ve 
ever been involved in, because it 
basically involved me and Alistair 
“Boz” Bowness going down the pub, 
having a nice lunch (boy, the   
Megaburgers spoke to Boz), and 
coming back and listening to sounds  
until we found something nice. I’d 
just bought the Korg Karma and it 
was a very inspirational time.  
 
We were free to visit any track we 
wanted, because unlike BIT 3 and 
CSD, Karma64 had no theme as 
such. It was a real “mother’s  
chicken soup” CD rather than the 
gourmet meal which was BIT 3.  
 
After BIT 3 we wanted to bring back 
a bit of fun into our remixes, and we 
had a lot of ideas. Alcohol was also 
involved, but not too much since 
Boz had to drive home! 
 
Taken from Karma 64, this is the 
best old-skool Galway Ocean Loader 
I've been involved with. Originally 
the track came from O2, and was 
then re-recorded from the ground 
up with my spiffy synth sounds, and 
some good sounds on my         
Supernova from O2.  
 
The phased strings come from   
Marcel Donne: at this time in 2001 
he'd just got some new kit, and this 
was the ideal time to test it. So this 
track is the first collaboration    
between O2 and Marcel Donne, two 
legendary remixers.  
 
Note the "O2" in the track: O (as I 
like to call him) used to put that in 
every track as a copyright marker! 
 
BMX Kidz High Score/Scroll Machine 
- From Karma 64 - By Slow Poison 
(2001) 
 
A simple cover, but me and Boz 
think this just works, especially 
loud. It's just so funky. The original 
ending was a ‘Boz Fade’ (which we 
thought was hilarious!) but here it 
fades into the best produced mix of 
Sanxion we've ever done.  
 
This was produced because we both 
love the tune, and we needed  
something more clubby and less 
Ibiza for the first BIT Live.  
 
The version on Karma was a bit 
more subtle than the one we played 
at BIT Live, since by then we’d  
made some advances in sonics: 
mainly the sounds of the Korg   
provided some body to the sound 
that weren’t there before.  
 
The entire SID recorded from a 
Hardsid card runs through this  
recording: frankly, I wouldn’t have 
it any other way, since Yip produced 
some frankly astonishing sounds for 
this. 

Prepare to let your eyes and ears be 
blown away by what we have in 
store for you this issue. 
 
The main event, for the first of 
many accompanying cdroms, is a 
remix of some of the most popular 
C64 tunes around. 
 
Exclusive to Retro Revival readers, 
‘From Light To Dark - C64 Moods’ is 
a collection of some of all time great 
C64 tunes remixed and created into 
a music cd that we at RR think will 
be hard to better. 
 
Chris has done a sterling job with 
the collection, but instead of us 
trying to explain what he was trying 
to convey, we thought we would let 
the great man himself have a few 
words… 
 
“I’m Chris Abbott. That’s not the 
interesting part, of course. I could 
have been called anything. ‘Bob 
Spanglepants’,  for instance.   
 
Anyway, I’m the chap who’s spent 
the last 10 years doing C64       
remixes, CDs, live events and   
ringtones.  
 
I was so inspired by SID music I did 
some 1987 covers on a four track 
tape recorder, but then I came back 
to SID music in 1994 starting with a 
cover of Action Biker on the AWE 32 
soundcard. Then I got an XG  
soundcard, learnt more MIDI, did 
some weird Philipino stuff for an 
idiot, and then decided that the 
world needed an official and  
authorised C64 remix CD, preferably 
with the original composers      
involved.  
 
The first composer to be signed up 
was Rob Hubbard who actually took 
my MIDI files and added real parts: 
it was an amazing thing to hear the 
way he’d funked it up.  After a long 
torturous period of licencing and 
producing the CD (it was all new to 
me), it was released, and then more 
followed...eventually.  
 
My CDs are: Back in Time 1 (mostly 
me), Back in time 2 (only half me), 
Back in Time 3 (about ¾ me and 
Boz), Karma64 (mostly me and Boz) 
and Crystal Dreamscapes (mostly 
me). CDs I have produced, mixed or 
mastered include Remix64 amongst 
others. 
 
Thanks to my prolific early years, 
I’m still one of the most prolific 
remixers around despite having 
produced virtually nothing since 
Dreamscapes. 



to emulate. Just as on BIT 3, this 
segues into.... 
 
Trap - by Chris Abbott, Alistair  
Bowness and Jason Mackenzie. 
 
Quite simply one of the remixes I'm 
most proud of being involved in, 
and a sterling example of what can 
happen when you get a great team 
in one room. Ben Daglish played 
most of the string section in the first 
section during a trip to my house in 
1999. I stood in awe...  
Mark ‘Madfiddler’ Knight does that 
amazing violin thing at the end, the 
idea for which came from Ben when 
I visited his house in January 2001.  
 
It was with Trap that the Back in 
Time 3 story idea started. Trap has 
always been an orchestral piece. 
Ben wrote it to be orchestral, epic 
and symphonic.  
 
However, it’s a long piece which has 
a lot of different sections, but why 
would you sequence a certain part a 
certain way?  
To give myself an aid to composition 
(and some ideas) I produced a story 
outline about a fictional battle and 
the emotions which were being 
invoked.  
 
Rob Hubbard had already done his 
“WAR” cover in 2000 with Steven 
Scherer, but this was also a piece 
that I felt might be enjoyed a bit 
more if it was explained WHY the 
piece sounded like it did.  
 
It sounded like a soundtrack theme 
without a visual: so I tried to    
provide enough visual cues for the 
listener to get the work. 
 
Sanxion - Piano version, by Rob 
Hubbard (from the "Back in Time 
Live" DVD) 
 
The master at work, live and     
unedited in front of a crowd of 300 
people. It didn't get any better than 
that.  
 
I have to reiterate here: this is Rob 
Hubbard, completely live and    
unedited, playing his biggest ever 
tune. There are a couple of mistakes 
Rob made during the playing: 
please don’t’ let that distract you 
from the genius that is Rob, and  
try and imagine you’re sitting   
Spellbound (groan!) in a hall while 
Rob performs his heart out on the 
Piano for you. 
 
Glider Rider - by Makke (From his 
forthcoming album) 
 
Happy Hardcore Glider Rider, to 
lighten the mood. Makke's       
forthcoming album (which I should 
be working on at this very        
moment!) is an amazing explosion 
of creativity.  
 
Glider Rider is an  example of a tune 
which fares much better in remixes 
than it does in the original form (like 
a lot of David Whittaker’s work). 
This one feels very happy indeed.  
 
Makke has always been notorious/
famous for his vocals, and he’s not 
shy of giving his vocal chords a 
stretching.  Here he does it to great 

Zoids was a really majestic piece 
which needed an orchestral      
treatment. I believed this way   
before it occurred to me that I had a 
stab at actually doing it. I vividly 
remember sitting on a bus going 
home wishing that I had the ability 
to do this. Eventually I put       
something together, and the  
turning point came when I did a 
really nice horn part and put some 
John Williams strings in there.  
 
At the time I was obsessed with 
John Williams and spent ages poring 
over some really good orchestral 
scores bought from the USA. I  
also bought Rimsky Korsakov’s 
orchestration manual from the same 
place.  
 
So although there’s lots of people 
who scoff that the orchestral stuff 
on BIT 3 is amateur, a lot of 
thought went into it from an     
orchestrating point of view: though 
me and Boz were complete novices.  
 
At one point it became waaay too 
much like the Imperial March (this 
version is still on RKO), but Kenz 
made sure it was pulled back to this 
version: the real coup here was 
Mark “madfiddler” Knight's Violin, 
which was the first time he’d     
appeared on a remix CD (and is 
actually the only time apart from an 
appearance on “Trap” at the end), 
and the big climax still gives me 
goosebumps. 
 
Delta In-game - by Chris Abbott 
 
Delta In-game was put onto Back in 
Time 3 because by that point, Back 
in Time 3 had become a real story 
(read the novel on the cd!), and was 
completely designed around      
science-fiction tunes.  
 
It was a pretty easy piece to     
arrange: I made sure the C64 SID 
was in there somewhere (one of the 
voices is in there throughout, 
thanks to the Hardsid). Then it was 
getting enough of an epic, breaking 
down feel, combined with ethereal 
sections to match the story points.  
One of the things I felt at the time 
was that if you make an emotional 
change in the music, it might be a 
good idea to know why you’re doing 
it.  
 
Voted one of the best remixes of all 
time in Zzap!64 #107 (thanks 
Craig!) this one tells the story of a 
doomed mission home by a valiant 
crew, but they get home and their 
home planet is dead. Aww, poor 
them. Small violin time. I hated 
those guys anyway.  The entire   
arpeggio from the SID is in here: 
some things you just shouldn't try 

effect.  The man just gets better 
and better. 
 
Well, that’s my personal choice. To 
be honest, give me the choice again 
and I’d probably pick other tracks. 
Not because these ones are not 
worthy, but because there’s so 
much quality stuff on the CDs   
because of the love put into  
them. I feel they get a bit over-
looked, possibly because I’m a low-
key sort of guy, which sits oddly 
with a need to promote stuff….  
A lot of the CDs are well underrated 
and up there (and beyond,       
sometimes) with the best of RKO.  
The concept of a CD also gives the 
artist a chance to present a      
coherent artistic vision in a solid 
form which stands a chance of   
lasting through the ages intact. 
 
Anyway, that’s enough from me. 
Enjoy the music, and if you feel like 
making a purchase from that stall 
over there (if you’re at CG Expo) or 
on the web (if you’re sitting there 
reading this with a puzzled       
expression), then please do. God 
knows we need the support (and the 
evangelism if you’ve got it!).” 
 
Chris Abbott can be found at: 
www.c64audio.com 
 
 
 
When you have finished listening to 
the amazing remix music, you may 
want to throw the disc into your PC 
to have a look at what else we have 
for you. 
 
First up is the Wizball video, a full 3 
minutes 52 seconds of some of the 
most amazing video and remixed 
audio you will ever have the    
pleasure to see and hear. 
 
Next up is a couple of demo’s    
submitted to us by Octave-Sounds, 
the music remixer.  In his spare 
time, Jeff (known in the scene as 
Octave-Sounds) likes to program, 
and has, in the past, coded demos 
for the likes of Back In Time and 
Slay Radio.  What we have included 
for you here is not only a bespoke 
Retro Revival demo, but also a 
brand new audio and visual demo 
for the forthcoming Back In Time 
Lite show which will be held in   
Manchester in September. 
 
We would just like to remind you 
that both demos take a few seconds 
to load into memory and run, so 
bear with them, they are definitely 
worth waiting for. 
 
And of course we have of course got 
issue 4 of Retro Revival along with 
Acrobat Reader V7 to view it with! 
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‘That’ Wizball Video ‘That’ Wizball Video 
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Over the years Mark Hennessey-
Barrett, or Bog to his mates, has been  
involved with several parts of The 
British Library’s Turning The Pages 
Project. 
 
 
 
 
 
 
 
 
 
 
 
 
The project is an interactive program 
that allows libraries and museums to 
offer the general public access to 
precious books and written materials, 
whilst keeping the originals safely 
protected under glass. 
 
 
 
 
 
 
 
 
 
 
 
 
Initially developed by and for The 
British Library, the project is now 
available as a service to institutions 
and personal collectors all over the 
world. 

The Turning Pages Project allows the 
reader to do just that, and turn the 
pages of a virtual book via            
touch-screen technology and      
interactive animation. 

The software allows the preservation 
of documents yet at the same time 
giving the reader complete access.   
Areas can be zoomed into and / or 
out of, and additional audio or visual 
content accompanies pages to help 
explain and describe the information 
contained within them. 
 
For more information head over to: 
www.bl.uk/onlinegallery/ttp/
digitisation4.html 

Read the interview that follows 
then, with the volume of your sound 
system turned up high, sit back, 
relax and enjoy the Wizball 
movie...You’re in for a treat!  
 
RR: Please tell us what your      
day-time job is and some of the 
projects you have been involved in? 
 
BOG: My day job is as a freelance 
graphic and video artist, specialising 
in 3D. Some of the people I've 
worked with include Sky TV, Baen 
Publishing, The British Library and 
Channel 4.  
 
RR: How did you get yourself into 
this industry? 
 
 
 
 
 
 
BOG: I was studying Physics with 
Computer Science at Brunel at the 
time, due to some dodgy careers 
advice I was given during my        
A-levels. I'd seen some piccies of  
this thing called Babylon 5 that was 
in production, and looked from my 
study of the Gaussian Properties of 
Space Between Dielectric Planes to 
my Amiga 1200 and back again. 
Then I spent my student loan on an 
A4000.  Two years of temping    
followed, while I sorted some show 
reel material out, and then I was 
off!  
 
By the time there were degrees 
readily available in 3D, I was     
already teaching.  These days, I'd 

YakYak forum (www.yakayak.org). 
Mark was also responsible for a 
large part of the retro animated 
display that was played on a large 
projected screen at Retrovision 5 to 
compliment the SID 80 musical 
session... 
 
...It wasn’t long before another 
social night with my mate was  
arranged and this time Bog was 
invited along for the ride.  I soon 
learnt that Mark sure does make a 
big impression on everyone who 
meets him. He is an extremely 
zany, extremely tall, extremely 
likeable bearded character and the 
evening spent in his company was 
pretty unforgettable.  
 
 
 
 
 
 
When I was introduced to the   
man-giant he embraced me in a 
bear like hug of welcome that lasted 
for well over a minute!!! At that 
point I knew I was in for a rather 
unique evening. 
 
During the night I managed to talk 
to him about the retro scene and 
how the Wizball video came about. I 
was pretty enthralled on what I 
heard, so much so that I persuaded 
him to be interviewed for this very 
issue of Retro Revival. 
 
We also managed to get his      
permission to allow us to include 
that amazing Wizball video on our 
accompanying cd for all to see. 

 
A mate of mine has a 
chipped XBOX and a 
strong interest in all 
things Retro.  
 

One evening, a couple of months 
ago, I went out for a social with my 
mate that ended with us going back 
to his place for a coffee and a few 
goes on his XBOX. Instead of    
putting on the usual emulators and 
games he decided to show me some 
movies he had copied on to the 
console 
 
You maybe asking yourself where 
on earth is this going... I’ll keep it 
clean, I assure you! 
 
The first movie I watched was of an 
animated Virgin spacecraft piggy 
backing a Jumbo 747. The craft 
disembarked the plane whilst in 
flight and then shot off into outer 
space!  I had to admit that it was 
very impressive! 
 
The next movie that was played was 
accompanied by a very familiar 
musical score to us retro heads. It 
was the Wizball theme tune, this 
version being remixed by Chris 
Abbott (www.c64audio.com). The 
imagery and story that unfolded 
during the movie matched the tune 
completely and left me totally   
spellbound. 
 
I found out that the person who had 
‘composed’ both the videos was 
none other than Mark Hennessey -
Barrett, aka Bog, someone I met at 
Retrovision 5 and a regular on the 

 Turning the Pages... 

“When I was introduced to the man-giant he embraced 

me in a bear like hug of welcome that lasted for well 

over a minute!!!” 

“When I was introduced to the man-giant he embraced 

me in a bear like hug of welcome that lasted for well 

over a minute!!!” 



 a drunken Northerner who's now 
living in Australia.  You can guess 
what the tech-support calls are like.  
 
Final edit would have been in Speed 
Razor on a DPS Perception        
non-linear-edit card, which is retro 
technology in it's own right these 
days.  
 
RR: Could you give the readers 
some insight on how they would go 
about making such a video e.g. 
software / hardware, storyboarding 
etc.  
 
BOG: In general terms, I'd say be 
as sure what you want to create as 
you can before you get started - it's 
all in what Us Pros (swells chest) 
call ‘Pre Production’, but normal 
people call ‘Planning’, which has 
fewer letters and sounds like    
something you need permission for. 
 
Sit down with a bunch of paper and 
a pencil, and doodle out ideas of 
what you want to get on the screen 
- don't worry about how you're 
going to create any given effect in 
the beginning, just worry about 
what you want to show.  
 
Don't be afraid to spend whole days 
scribbling down rough block-outs of 
ideas, then decide "Nahhh!" and 
throw 'em away.  
 
Do *NOT* show everyone and their 
brother your ‘Work In Progress’ - 
anyone who'll have anything to do 
with the Retro Scene - and a lot of 
people who don't - will give you 
advice, tell you how to do things, 
say what they think you should be 
doing.  It's none of their business.  
 
If you want to do a video... do a 
video! Don't test-screen until you're 
basically done, otherwise you may 
never get done! Trust in yourself, 
trust in your own instincts, and trust 
the little red guy with the pitchfork 
more than the guy with the hula 
hoop on his head!  
 
I'll always advocate LightWave as a 
good piece of software to get 
started on, as it's one of the most 
complete 3D toolsets straight out of 
the box. Also, it's ludicrously cheap 

recommend that anyone who wants 
to get into the field study it at   
University.   
 
RR: So are you a big retro fan? Are 
you a collector, player or hoarder? 
 
BOG: Definitely a huge fan - I don't 
have space to be a collector, and 
the wife won't let me be a hoarder, 
so I have to keep a few significant 
trinkets, and either play under  
emulation, or go to gaming events 
like Retrovision where they're   
always very understanding about 
the drool-puddle I leave in front of 
the Vectrex.  
 
RR:What inspired u to make a video 
to Chris Abbott’s Wizball tune? 
 
BOG: I'd done a solid year of  
cranking out mind-crushingly dull 
adverts.  I snapped.  Like a dry and 
brittle twig.  I was found curled up 
under my desk, whimpering and 
pawing my crayon-streaked face, 
and surrounded with sketches of 
Wizballs and the levels.  
 
My wife strapped me into my work 
seat, refreshed the conductive gel 
on my Concentration                 
Encouragement Electrodes (these 
deliver little shocks every time I 
reach for a novel or something else 
non-work-related) and kept my 
gluco-saline drip topped up while I 
worked it all out of my system. She 
also hosed me down once a week!  
 
Erm. Yeah. Not all of the above is 
necessarily true!  
 
RR: I believe the video is a few 
years old now, what software /
technology did you use to make it? 
 
BOG: Yeah, it was released at Back 
In Time Live at Gossip's nightclub in 
London...Gawwd, that must have 
been in 2002 or something like that.  
 
I guess I'd have started out with 
LightWave 3D version 5.6.  Some of 
the backgrounds I massaged in 
Adobe After Effects, but I'm not 
sure what version it would have 
been back then.  Most of it would 
have been rendered on a 1.2GHz 
Athlon that had been hand-built by 

 
 

In Appreciation... 
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if you're a student, and plain      
inexpensive if you're not.  
 
For 3D, use PCs. They're cheap. 
Really, really cheap. Buy as fast as 
you can, with as much RAM as you 
can. A 3GHz Hyperthreading P4 with 
a gig of ram should be less than 
£600 these days!  Macs just aren't 
worth looking at unless you're rich 
and famous! 
 
RR: Do you intend to make any 
more videos to famous Retro Tunes? 
 
BOG: Yes. I also intend to buy a 
flight on Sir Richard Branson's VSS 
Enterprise spaceship. We'll see 
which comes first.  
 
RR: You did some animations to 
accompany Retrovision V’s SID80’s 
concert, how did that come about? 
Can we expect a new set of       
animations for RV 2006? 
 
BOG: Mark Rayson, the organiser of 
Retrovision is a dear friend and 
drinking buddy of mine. He       
originally came to me saying he just 
wanted a video of captured game 
footage for the SID80s concert, I 
said I'd be happy to, and let's do 
some fun interstitials as well (that's 
a fancy word for ‘a throw - away 
visual gag’).  
 
I can't take credit for the whole 
thing, though, 'cause Steve 
‘MadHippo’ Lake did at least half the 
editing and came up with a goodly 
number of the gags.  
 
Here's another hint, kids - if you're 
collaborating with someone on a 
video, get them to help you with the 
actual work.  Four hours of twiddling 
a jog-dial, trying to get exactly the 
right clip of a loading screen, and 
they'll soon enough figure out 
whether they want to Help, or ‘Back 
Seat Drive’!  
 
Both Mark and Chris Abbott are   
incredibly cool guys who get a huge 
kick out of helping fringely types 
such as myself inflict our variant of 
creativity on large audiences. I love 
them. Platonically.  
 
As for any new animations for 
RV2006. Yes, yes I should think 
there will be. I rather think there 
shall.  
 
RR: Are you working on any     
exciting projects in your day job at 
this time, and if so are you able to 
share some details of those projects 
with us? 
 
BOG: At the moment I'm swaddled 
in a dressing gown, trying to get 
over a flu bug that just won't    
bugger off.  In the next couple of 
weeks, though, I should be cracking 
on with some more 3D Book     
Recreation work, which is rather 
nice as a rule.  
 
May we take this opportunity to 
thank the big man known as BOG 
(and believe us, he is a big lad!) 
and invite you to take a gander at 
his website which can be found over 
at: 
 
www.imaginetix.co.uk 

Have a glance at what else this    
amazingly talented fella can do with a 
few coloured pixels… 

 



 
Jon Hare Says... Jon Hare Says...  
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Sensible Software brought us such 
classics as Wizball, Parallax and 
Meglomania on the Commodore 64 
and a number of years later Cannon 
Fodder and the infamous Sensible 
Soccer on the Commodore Amiga. 
 
The Bitmap Brothers also have a huge 
backlog of classic gems including 
Xenon, Speedball and The Chaos 
Engine. 
 
So what happens when Jon Hare (the 
ex-head of Sensible Software), Mike 
Montgomery (the ex-head of the  
Bitmap Brothers) and John Phillips 
(the ex-technical director of the  
Bitmap Brothers) get together for a 
chat over a beer?  Well the formation 
of the new company Tower Studios is 
the answer. 
 
Tower Studios was set-up in early 
2004 with the intention of putting 
together an experienced production, 
design and technical team that have 
a proven track record of producing 
top quality games.  
 
With this kind of experience at hand, 
the plan was to initially target the 
growing mobile phone community 
with re-makes of some of the classic 
Sensible Software and Bitmap    
Brothers back-catalogue. 
 
A deal with the publisher Kuju has 
seen versions of Cannon Fodder and 
Sensible Soccer released for mobile 
phones with the promise of more to 
follow. Original titles are also in 
development within the company. 
 
Jon’s chief role at Tower Studios is 
mainly design and creative          
production.  You would have thought 
that these kinds of attributes would 
best be applied in the creation of new 
game ideas, but with the limitation of 
some of the mobile handsets out 
there it has proven quite a challenge 
for Jon to squeeze the maximum 
performance out of the mobile phone 
formats whilst converting the old 
Amiga games. 
 
Cannon Fodder and Sensible Soccer 
are remarkably faithful to the Amiga 
versions and push the mobile formats 
to the extreme. I suggest you go and 
download a copy now and re-live your 
mis-spent youth all over again, 
“GOAAAAAALLLLL!!!!”. 

critical list.  To a certain extent that 
means keeping companies alive first 
and doing groundbreaking products 
second.  
 
Anyone who has ever really gone for 
it creatively in games will tell you 
that it is expensive and risky as the 
money is rarely made back on the 
investment until six months after 
the release of the game.  
 
The other problem is that the    
success rate of these kinds of 
games is probably one in four, 
which is the reason why nearly all 
publishers are so loathed to take a 
gamble on these kinds of games 
while development costs are so 
high.  
 
So my conclusion at the moment is 
to focus one’s creativity within the 
relatively narrow boundaries of 
commercially driven games, as for  
 
 
 
 
 
now it’s the most prudent and   
sensible thing to do.  
 
Now is a time of waiting and   
strategising, of making small rather 
than big steps forward, of nudging 
things on rather than making leaps  
of discovery, but do not            
underestimate the importance of 
this phase.  Without any creative 
input games will become stale and 
eventually die a miserable death, 
but with too much creative input 
games at present will be considered 
too risky and commercially unviable 
and will never see the light of day in 
any case. 
 
It is the job of all of us who care 
about the games industry now to 
nurse it through this phase of its life 
without upsetting it too much. The 
industry has developed a deep and 
unhealthy dependency on the retail, 
sports & media industries that have 
been invited to dominate it. 
 
Weaning it off of their poisoned 
nipples is going to take time and 
care and some rather persuasive, 
and tenderly delivered, advice that 
maybe it is time that our baby 
thought about moving on to some 
solids or back to mother’s milk; 
anything but the shopping mall 
trash that currently makes up the 
bulk of it’s daily feed. 

never been given the luxury of this 
freedom and therefore have not 
experienced the exhilaration that it 
can bring, so when they are faced 
with a blank sheet of paper they do 
not have enough faith in themselves 
that they can come up with     
something both truly original and 
worthy of filling that space.  
 
Instead they take the safe option of 
getting something down quick by 
drawing from the best games of the 
previous 3 years and hope that    
no-one notices or cares about their 
dull plagiarism. In fact many people 
who work like this are so devoid of 
truly original thought that they 
probably have no concept of what 
else might be done from a creative 
stand point.  However the object of 
this discussion is not purely to gripe 
endlessly about the creative     
shackles in which we have all    
become accustomed to living.  
 
 
 
 
 
The reality of the current situation 
in games creation is that it is at a 
potential crisis point and although 
we can simply state our            
unhappiness that the magic has 
gone, that in it’s own will not 
achieve anything. 
 
Surely the challenge now for the 
truly creative in this industry is to 
take whatever role they are given in 
whatever product that they are 
working on, be it a Barbie game on 
mobile phones or Ernie Els ‘Easy 
Golf’ on PC and try to work their 
magic within the new confines of a 
highly commercialised environment. 
It may not be groundbreaking in the 
way that we used to know, but 
those days are long gone and they 
are not coming back any time in the 
near future.  
 
So in the meantime our choice is to 
either go home and sulk and talk 
about the good old days again, 
(usually over a beer outside a   
computer show somewhere) or 
decide to acknowledge the new 
environment in which we find    
ourselves, and adapt to it.  
 
It has taken me almost five years to 
really come to terms with where the 
games industry finds itself now, 
particularly in this country.  If the 
UK game industry were some native 
variety of wildlife then 
it’s current status 
would be endangered, 
but not yet nearing 
extinction.  
 
So what do we do 
with the        situa-
tion,?  Well it seems 
fairly  obvious to me 
that one of the most 
important things is to 
remain active and to 
ensure that the    
current working 
games industry  
population does not 
shrink back into the 

It is funny how you sometimes find 
yourself staring at a blank sheet of 
paper and wondering where to   
begin. 
 
I have been doing this for a while 
now this evening as has happened 
throughout my working life from 
time to time. It takes a while of 
living with yourself to have faith 
that your creative spirit is always 
there somewhere inside you, lurking 
behind the cups of tea and        
distracted conversations that so 
often clutter one’s life when you 
know it is time to perform, but 
somehow your heart and your brain 
really don’t give a toss just now.  
 
Sometimes I wonder just how much 
the sabotaging of our freedom as 
games creators has taken it out of 
my creative drive; these days I am 
more likely to respond to a       
conversation about doing the next 
off the wall thing with a cynical and 
patronising look of resignation, 
rather than an enthusiastic and 
eager desire to push further and 
further in the pursuit of creative 
gold.  
 
That pioneering spirit that carried us 
all the way through the 80s and 
early 90s was the same force that 
drove alchemists, prospectors and 
artists to the discovery and creation 
of new and great things.  
 
All of the games that we created 
back on the C64 started with a clear 
screen, a blank sheet of paper, and 
a pair of open and eager minds.  
 
However back in those days we 
were also given a clear road down 
which to drive our ideas, a road 
uncluttered by diversions and no 
entry signs. It was like striding 
across the virgin soil of a newly 
discovered continent and planting 
our banner in the sand whenever we 
got to a particularly interesting 
place that we wanted to claim for 
ourselves. 
 
Nowadays we are only allowed to go 
on creative package tours, neatly 
put together for us to ensure that 
we all behave ourselves and nothing 
gets too out of hand.  The only   
exploration allowed is perhaps to a 
theme park or maybe, if you are 
really lucky, an afternoon strolling 
along the beach, as long as you are 
back on the coach by 5.30pm.  
 
Given that most people who have 
worked in the games industry since 
1995 have only experienced the 
package tour style of game creation, 
so popular now amongst the games 
retailing and buying community, it is 
no surprise at all that when      
confronted with a blank sheet of 
paper they quickly start to draw up 
the lines of a package tour style 
game, just so that they can get 
their bearings. 
 
The difference between most of the 
post genesis generation and most of 
us whinging old timers is that they 
have never experienced the joy of 
turning silicon into gold.  Most have 
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Like a true to form Spectrum       
computer owner I have to admit that I  
dabbled with ‘self programming’, you 
know the pass-time  where you would 
have to input reams of data, taking 
days and days. 
 
After many late nights and early 
mornings I would reach the Holy Grail 
of ‘line 10365 run’ with bated 
breath... type in those 3 small      
letters…..R, U and N, hit the Return 
key and and wait for the result… 
 
 Whats happens? 
AAAAARRRRRRGGGGHHHHHH 
F##cking syntax error that’s what 
happens! Days of typing wasted in a 
puff of smoke, so what do I, and all 
the others out there with no interest of 
life outside our bedrooms, bother to 
do?  
 
We trawl through the 1000s of lines 
of code looking for a misplaced 
colon, that’s what we do!  And when 
we have done that and still cannot 
find the missing character we     
seriously contemplate throwing the 
thing against the nearest wall! 
 
But even after all the agony of a failed 
type-in actually working, the following 
month, with a new magazine and 
programs to copy out, we try a     
different one, in the hope that maybe, 
just maybe just one of them will work. 
 
If the worst came to the worst there 
was always the user manual, and if 
you were really geeky, you would 
spend your entire childhood trying to 
fathom out how to write your own 
programs with the help of one of the 
many manuals dedicated to         
Spectrum Basic programming! 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

loading them was far more reliable 
(!) aided by the fact that you could 
manually calibrate the tape deck 
with a small screwdriver.  
 
No need for bulky joystick        
converters either, ‘plug n play’ here 
we come. Again many of games 
released were brilliant especially 
with the arcade conversions      
entering the fray e.g. Operation 
Wolf, Double Dragon etc, and of 
course the mighty movie tie-ins.  
 
 
 
 
 
This was an era when games based  
on films were actually shit hot (!) as 
opposed to plain shit (take note EA 
this means you), the pinnacle of the 
bunch being Robocop with its    
digitised speech - f@#king       
AWESOME!   
 
After a few years of playing and 
programming on my 128+2 I made 
a big mistake, I sold it along with all 
my games to raise funds for a    
remote control car (they were all 
the rage at the time and cost £100 
plus, money not easily attained 
while still at school) and so my 
gaming interests took a back seat 
for about 4 months as it happens. 
 
 
 
Already well aware of the hideous 
error I had made by selling my 
beloved Speccy, I needed to quickly 
get back onto the gaming ladder so 
to speak. I found that in those few 
months away a new type of gaming 
system had taken over, the game 
console. The Sega Master System 
(SMS), Nintendo Entertainment 
System (NES) and Gameboy were 
everywhere with promotional packs 
literally flying out of the shop doors. 
 
Sega was quickly taking hold of the 
market (in the UK anyway) so I 
decided to get a Game Gear. Don’t 
get me wrong, it was a great    
system but it came with many flaws 
- low battery life, very delicate 
screen and sound, expensive games 
and the fact it was basically a SMS  

was a graphic adventure type game, 
using north, south, east, west etc. 
but with corridor type graphics 
(think of Doom in a very loose 
sense). I was truly amazed! I spent 
day after day drawing maps and 
writing clues till I finally completed 
it. 
 
It’s sad to think that many kids of 
today will never be truly amazed by 
a newly released game as us older 
peeps were back then. 
 
 
 
 
 
There are several games that really 
stick in my mind on the 48k – Jet 
Set Willy, Who Dares Wins 2, Daly 
Thompson’s Decathlon, Knightlore! 
The Speccy was a solid gaming 
system.  
 
Lets also not forget weeks of typing 
in programs only to get to line 
12001, run the program and be 
greeted with syntax ‘F##king’ error 
and having to trawl line by line to 
find where you had put a + instead 
of a -. Many a time I actually threw 
my 48k helluva far, now lets see 
you throw an Xbox at a wall and see 
it still work! The adage ‘they don’t 
make ‘em like they used to’ never 
applied more to home computers; 
the 48k Spectrum was helluva 
tough. 
 
So following a good few years with 
my 48k I was ecstatic to find even 
Santa Clause himself had entered 
the silicon revolution and had    
delivered a brand spanking new 
Spectrum 128 +2 under the    
Christmas tree. WOW!  
 
This was like a quantum leap in 
computers (well not really but it 
seemed like it). A built in tape deck 
and the first ‘front end’ system I 
came across (you know the little 
menu for load game, calculator etc). 
Good job old Bill ‘G Money’ Gates 
was still in his basement playing 
with himself or he’d have nicked 
that idea too. Anyway I digress. 
 
The games were awesome and  

I have always carried a 
passion for gaming 
whether on retro, or the 
current generation   
machines... 
 

From the earliest days of gaming on 
my uncle’s ZX81, I have never felt 
happier then when immersed in a 
really good game.  Although many 
believe that game play wins out 
over all, I feel that there are many 
facets to gaming. Games can be 
decidedly average but graphically 
groundbreaking for their time, or a 
game can be awful but kitsch (see 
my review of Jungle King) or just 
downright funny.  
 
This article is a loose timeline of my 
gaming history, and the experience 
I went through going from retro 
classics to modern gaming. 
 
 
 
In what would have been about 
1985 I was visiting my aunty and 
uncle one weekend. Whilst being 
given the usual pop and biscuits, I 
noticed a small black box looking 
thing hooked up to an old ‘dial  
tuning’ portable black and white 
television.  
 
Being as inquisitive as ever I     
wandered over to get a closer look. 
It was at that point I saw my first 
computer, a ‘shiny’ new Sinclair 
ZX81 complete with ridiculous ‘vinyl’ 
15k RAM pack. My uncle powered it 
up and entered a basic Donkey 
Kong type game program and I 
spent the next few hours playing it. 
My first gaming memory! 
 
My first computer followed some 2 
years later, a Spectrum 48k (ol’ 
rubber keys) complete with      
separate tape recorder for loading 
games. There was nothing like  
listening to that patented whine as 
the games loaded in mere hours. 
  
The first games I ever owned for the 
Speccy were called Transylvanian 
Tower (TT) and Monster Maze, the 
latter being self-explanatory.  TT 
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 looked and played; the games 
seemed mega polished (well to me 
anyway) and Mario Kart has to be 
recognised as one of the absolute 
best games ever. As do the two 
Streetfighter conversions that 
graced the console. 
 
Amazingly enough I restrained  
myself from buying one of these 
gems, and opted instead for the 
newer A1200 Amiga computer! Even 
in hindsight it’s a choice I do not 
regret especially considering the 
crazy ass prices being charged for 
cartridge games at the time. I still 
can’t believe Ninten…ermm, a large 
well-known software company   
excused high game prices with the  
 
 
 
 
 
classic ‘oh, it costs much, much 
more to make cartridge games, 
honestly’.  
 
It’s a ploy that even ‘G Money 
Gates’ must have admired, the con 
of making us (suckas) pay £50ish 
for a piece of plastic that cost 3p to 
be made by some underprivileged 
dwarf in Botswana!  
 
Not impressed at all. 
 
 
 
Well as an A Team fan I have to 
compare the A1200 to the A Team, 
it basically had and could do it all, 
with minimal tools and effort.  
 
It was the Mr T of computers when 
it came to power (considering PCs 
were still the size and price of a 
small house and came with green 
screen burnt monitors that smelt of 
toast)...  
 
...It was the Howlin’ Mad Murdoch of 
public domain software; crazy 
homebrew games and demos    
appeared everywhere for as little as 
99p or in some cases free!... 

in a smaller box.  
 
Whilst I was happy at the time  
playing on my GG and on mates 
SMS and Megadrive, two huge  
monster systems were quietly 
sneaking onto the scene, the    
Commodore Amiga and the SNES.  
 
 
 
Having never EVER been a fan of 
the ‘Commodore 64’ (in fact I truly 
pity the fool who thinks it’s better 
than a Spectrum - ‘but more     
colours’ I hear whinging anoraks 
moan), after years of nonsense 
Commodore were about to smash 
into the modern gaming industry.  
 
 
 
 
 
A mate of mine had gotten an A500 
(yes bulky as hell, yes with a PSU 
the size of a small generator, and 
yes with an RV unit the size of a 
Game Gear) and it was the canine’s 
genital orbs. Some of the games 
were mind blowing, in particular 
Another World by Delphi and     
Mercenary by Novagen were ‘play 
till you drop’ good. With a view to 
getting one of these beasts I started 
saving, whilst still strategically  
playing on my mate’s systems! 
 
 
 
Whilst waiting saving up for my 
Amiga, rumours of a brilliant 16-bit 
machine destined to demolish 
Sega’s Mr T like grip on the gaming 
market began to circulate.  Names 
like Super Nes and Famicom were 
popping up in the gaming       
magazines.  Then before I knew it 
the SNES hit the UK shores,     
packaged along with Super Mario 
World. This was to be the start of 
Nintendo’s domination on the scene 
and the slow demise of Sega. 
 
Again a few mates got them and I 
was blown away by how cool they 

  Messy Workbench 
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...It was the Face man of cool, sleek 
and sexy, with a smaller PSU (the 
size of a brick) and gone was the 
cumbersome RV unit... 
 
...and of course the Hannibal Smith 
of gaming, massively broad range of 
games and publishing houses 
(Sensible Software being my     
personal favourite).  
 
This was a plan that definitely came 
together, and I loved it. The utility 
aspect was also very cool with the 
excellent Deluxe Paint series 
(especially DP4 with one of the best 
animation programs I have ever 
used) as well as various Workbench 
items and DTP programs; all in all 
my A1200 was one of the best  
systems I have ever used.  
 
 
 
At this point history becomes 
slightly blurred, possibly due to the 
fact women and beer had entered 
the fray.  
 
To cut a long story short about 4 
years of gaming obscurity ensued 
and one day waking from yet an-
other hang over I realised that the 
only system I owned was a beer / 
vomit / miscellaneous stained N64 
occasionally used for drunken   
GoldenEye sessions. 
 
Incidentally, GoldenEye is the best 
‘mates round drunken buffoonery’ 
game available.  Best scenario? One 
hit kills with sniper rifles; imagine 
SAS sharpshooters with Parkinson’s 
disease, its crazy fun. Sorry, I’m 
waffling again. 
 
I also found my battered Playstation 
minus any wires or controllers but 
had managed to keep a few games.  
This was tragic, how could I have 
fallen into such gaming poverty 
from such a rich background? I 
vowed to reclaim my lost gaming 
history (and youth perhaps).   
 
I had one helluva long road ahead... 

With the Amiga came the Windows -
esque ‘workbench’ desktop              
environment. 
 
 
 
 
 
 
 
 
 
 
 
 
 
Of course you could boot games from 
the KickStart screen, however to  
access anything else you needed the 
official Amiga Workbench (WB).  
Using WB was really the first instance 
of me ever using a front-end system 
so to speak; the options alone were 
very cool.   
 
If you think that these days you have 
screens savers, desktop themes and 
all manner of customisable options, 
but back then WB was well ahead of 
its time. I recall being able to set it up 
so that each ‘window’ (sorry Bill, 
please don’t sue) had a different 
picture as its background, and could 
even be set to play a different tune 
while open.  
 
 
 
 
 
 
 
 
 
 
Such options were really quite unique 
and had an appeal all of their own. Of 
course the drawback was without a 
hard drive to store these options, you 
had to save them to a floppy,      
hindering the amount of ‘tweaking’ 
you could do.  
 
I always remember reading the   
Workbench guide, it advised that you 
make a back up of all the WB disks (in 
case you accidentally saved some 
sort of hack porn over the originals) 
but there was like 11+ disks and at 
the time blank disks didn’t grow on 
trees and being the cheapskate that I 
was, I used demo disks that I nicked 
from the covers of Amiga magazines 
at the news agents! 
 
With the advent of Workbench 3.0, 
and the accessibility of hard drives for 
the Amiga itself, your working     
desktop could have a personality of 
its own, even if, like me,  you didn’t! 
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My Collection... 
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Thanks to Star Man I received an 
instant collection pretty much     
overnight.  I have to admit that I had a 
few bits myself but this addition has 
made all the difference and gives me 
a reason to look for more. 
 
Here are a few piccies to show you 
just how much I got from this kind 
fella, starting with some computers... 

Next up is my Nintendo collection… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Then the Sega contingent… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Finally, the Atari section… 
 
 
 
 
 
 
 
 
 
 
 
 
As you can see, I didn’t do that bad 
really, and for a freebie (albeit at the 
cost of petrol and a few hours of my 
time) I don't think I could have done 
any better. 

individual can simply read what is 
written on the top of a system e.g. 
S U P ER N I N T E N D O and put it 
into an search engine to find an idea 
of its value, and what’s worse is 
that even if they idiotically spell it 
incorrectly they will be offered ‘did 
you mean this’ option.  
 
Ebay has a lot to answer for – or is 
it really that evil? Although the jury 
is still out in my opinion, I will admit 
that in these (very early days) of 
me using Ebay, I have not only 
found some bit for my collection 
that I sorely needed, I have also 
made a nice profit selling duplicate 
items or retro things I no longer 
need.  
 
In fact, if I’m brutally honest, I still 
occasionally find good retro stuff at 
booties AND in charity shops, and 
with an Ebay account giving me 
ideas of what’s rare and what’s 
sought after I now find it more fun  
looking at booties and buying things 
I would have missed had I not seen 
them on Ebay. 
 
 
 
I have what I think is a pretty   
decent collection however I am 
currently in the process of thinning 
it down to what I really like, and 
using the money I make from   
selling the odd retro item to pay for 
more bits and pieces I have yet to 
acquire (talk about the new Del 
Boy!).  
 
I had also better mention my     
non-retro systems, my Gamecube 
(not the greatest console in my 
opinion but keeps the missus 
happy) and my Xbox (which I adore, 
it truly is the ‘T’).  
 
Its really odd having so many   
systems, I do play many of them 
(my SNES is always hooked up for 
Mariokart mayhem with Ms Koop, 
she’s helluva good) but find it helps 
to also run emulators on my PC.  
This is VERY helpful when wanting 
to try before you buy etc.  
 
In short the 80s and 90s are gone, 
the A Team and Mr T ain’t coming 
back, but as long as I have my retro 
stuff I’m gonna be helluva happy! 

dad if it did turn out to be genuine, 
would he drive me to the guys 
house and back (as I don’t drive). I 
got a response saying it was    
genuine, and the collection was 
made up of an Amiga A500 & A1200 
as well as some other bits.  
 
I called the guy and he gave me the 
directions to where he lived, some 
two hours from where I was located.  
Eventually we arrived at his house 
and after an initial hello he invited 
me in saying ‘I found a few other 
bits and bobs as well’.  
 
In his hallway there were boxes and 
boxes of retro goodies, probably  
 
 
 
 
 
about 15 boxes in total.  I was  
already concerned because I could 
clearly see that this find would not 
fit in the car (oh how I needed the A 
Team van!).  
 
The guy had lovingly collected this 
stuff and kept it in immaculate  
condition, but after years of      
collecting, and taking up room after 
room in his house, his wife had said 
enough is enough and he had to get 
rid of it! 
 
He was literally days away from 
hiring a skip and binning the lot as 
he didn’t want the hassle of using 
Ebay.  So after a cuppa I sheepishly 
said that we couldn’t fit all the stuff 
in the car so did he mind me cherry 
picking through it, and here’s the 
real shocker – the guy offered to 
follow us back to the Midlands (a 2 
hour drive) in his car with the   
remainder of the collection, and he 
wouldn’t even accept petrol money! 
 
So what was in the boxes I hear you 
all ask...well 
 
2 Amiga A1200’s, 3 Amiga A500’s 
(2 mint in boxes), 2 C64’s (1 old 1 
new), a Spectrum 48+ (boxed), a 
Spectrum 48k, an Apple 2e, an 
Amiga 3000 (with monitor), an 
Amiga 4000 (with monitor,       
upgraded to the max and internet 
ready), an Atari Lynx mk1 (boxed), 
and a Game Gear (with 15 games). 
They were all in working order 
with all wires and peripherals, 
along with boxes of spectrum 
and C64 games, nearly 1000 
Amiga titles, 2 external Amiga 
hard drives, 2 external C64 
drives (1541 – II) and many 
other bits that I really haven’t 
time to go through even now! 
 
 
 
As I’m sure you have all  
become aware that car boot / 
charity shop retro finds are 
getting harder to come by.  
Most charity shops now have 
deals with retro sellers where 
the shop will call them before 
the stuff even hits the 
shelves.  
 
Ebay has also had a huge 
impact on retro selling /  
collecting, and even the most 
technically challenged     

 
 
The first (by this time) retro system 
I bought was a SNES.  This was 
ironic really as I’d always wanted 
one but instead opted to buy other 
systems. A guy at work was selling 
his old one with 2 controllers and 15 
games for £20.   
 
Already being recognised as a   
ruthless collector, I blagged him 
that without the box it was only 
worth £10!  As it happens the fella 
selling it used to join a group of us 
after work sometimes for a pint or 
two, and in the end he gave me the 
entire lot for free, RESULT!  
 
 
 
 
 
Anyway, every Sunday I would get 
up early and head down to the local 
car boot sale. This was before the 
Ebay revolution and treasures could 
be found quite easily, and more 
importantly, cheaply. 
 
I had become merciless in my quest 
for retro goodies and turned retro 
hunting into a cold, calculating art. 
Some of the best stings in my   
repertoire are as follow: 
 
Look for parents selling their grown 
up children’s beloved collections; 
they have no idea what they have 
(or how it works) and are ripe for 
the classic ‘oh there seems to be a 
wire missing, I’ll give you £3’    
routine (used this one on a Sega 
Dreamcast and Mastersytem)   
 
Look for women wearing very   
inappropriate tops showing far too 
much of their ‘Michelin man’ spare 
tyre.  They are usually selling their 
boyfriend’s stuff while he is at   
football to make room for the   
nursery and again have little or no 
idea of what they are selling (I  
acquired 15 Sega Saturn games for 
£5 using this technique) 
 
Finally, never be afraid to pay a 
little extra for an entire box of what 
appears to be computer junk as 
long as you can make out at least 
one gem in there.  For £5 bought a 
big box of what looked like a Sega 
Saturn and a bunch of wires inside. 
Once home I began the chore of 
unravelling the wire (which turned 
out to be about 40m of internet 
cable). Thereafter treasure after 
treasure was pulled out of the box 
including several controllers (N64, 
PSX, Multi Amiga, Speccy etc),  
culminating in a complete and fully 
working N64, an Atari Junior and 
low and behold an Atari ‘Vader’ 
2600 with 4 controllers - nice! 
 
 
 
The biggest boost to my collection 
came from a simple post on a retro 
forum titled ‘free retro collection to 
good home’. Clicking on the post 
revealed that you could claim a 
retro collection for free if you could 
collect.  
 
I was very dubious but sent an 
email anyway saying I was       
interested and then asked my step 

Enter The Collector Enter The Collector 

Star Man - Thanks Star Man - Thanks 

Ebay - The End Of An Era? Ebay - The End Of An Era? 

Now Now 

“I had become merciless in my quest for retro goodies 

and turned retro hunting into a cold, calculating art” 

“I had become merciless in my quest for retro goodies 

and turned retro hunting into a cold, calculating art” 
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Next Issue Next Issue 

The contents of issue 5 of Retro Revival are so    
secret that even we do not know what they will be! 
 

(actually that is a lie, we just want to keep it to ourselves for now!) 
 
What we can tell you however is that Retro Revival 
will still be the biggest non-commercial retro       
related fanzine available and will once again       
provide articles, comments and information that 
you seldom see in other publications. 
 

Retro Revival Issue 5  
December 2005 

 
(check the website for more information) 



Retro Revival is proudly sponsored by www.consolepassion.co.uk & www.retropassion.co.uk 


