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Ghost Hunters, and they thought it would 
be great if we could produce it on the 
Spectrum as well.

By now the Spectrum was the most 
popular home computer in the UK. It 
was running on the Z80 chip, the same 
as the Amstrad, so we figured it should 
be fairly similar to code for and that our 
games could be converted fairly quickly as 
a result. The Spectrum didn’t have a Disk 
Drive, but our Amstrad did, so we asked 
a friend who knew some electronics to 
produce a method of sending code from 
the Amstrad to the Spectrum via the 
printer port. This was a breakthrough!  We 

were able to write games 
for the Spectrum much 
more easily than almost 
everyone. We bought 
a second Amstrad, a 
CPC6128 with its really 
cool keyboard, hard drive 
and memory, and even 
used a ROM compiler 
(Maxam). So we could 
very quickly and easily 
write code, save it, and 
send to the Spectrum 

Andrew and I had first been 
inspired to make games by 
Sinclair’s ZX81. We’d wanted a 

colour computer after this and moved on to 
a Dragon 32, then a BBC Micro and finally 
an Amstrad CPC 464 before we returned 
to the Sinclair camp. Our first Spectrum, 
a 48K version, was a gift from Richard & 
David Darling the owners of Code Masters  
in October ‘86 - we were very late to this 
computer. 

We’d just written Super Robin Hood 
in around a month for Codemasters 
on the Amstrad and it was selling very 
well. We were working on another game, 
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Professional 
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what you could and couldn’t do. We’d 
have an idea for a game inspired by a 
clever programming technique, maybe 
some ideas in another game, or something 
from real life and we thought, ‘we could 
make a game of that’. We’ve always been 
impulsive and impatient and we wanted 
to quickly finish what we were working on 
so we could move onto this new idea we’d 
thought of. We saw other programmers 

around us at that time who 
would either get excited by 
the next idea and abandon 
their current work, for this 
‘new’ idea. Some were forever 
trying to perfect their game, 
but actually, never releasing 
it, knowing with more effort 
they could make it better. 
We always set our sights 
on something that could be 
realistically programmed in 
around six weeks and we’d 

and if it crashed we’d fix the bugs 
and have it running again within 
minutes. For the next three years we 
knuckled down and wrote many more 
Spectrum games (along with Amstrad 
versions) which all did extremely well.

Both Super Robin Hood & Grand 
Prix Simulator had already started 
development with other people prior 
to our Spectrum turning up, so we 
didn’t write the Spectrum versions 
of these. We still have that first 48K 
Spectrum and it reminds us of great 
times - even if we didn’t get much 
sleep!

It was a time when our friends had 
all gone to university and we’d talked our 
parents into allowing us to take a year out 
before going as well, which was expected 
of us, and to try and make a business and 
career out of making games. We were on a 
mission to prove we could do it.

What was great about writing games 
at that time was being able to write what 
you wanted without others telling you 
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32K, once the screen memory was taken 
away. For example, we had such big maps 
for Dizzy and trying to come up with 
ways to store the data with the absolute 
minimum amount of bytes was a fun 
challenge.  Technical constraints like speed, 
memory and colour clash each made for 
interesting puzzle solving in its own right.

The best thing about making those 
games was knowing that WE, just the two 
of us, made them from start to finish - we 
came up with the ideas, wrote the games, 
did the art and within a matter of weeks 
they’d be in the shops. And if they weren’t 
already on the ‘best sellers’ shelf, we’d move 
them there ourselves. There was no real 
interference, politics, unnecessary delays, 
paperwork or approvals. 

We miss the simplicity of writing those 
games, but we wouldn’t change that for the 
games and experiences we’re able to create 
now with the amazingly talented team at 
Radiant Worlds in Warwick and today’s 
technology.

make damn sure we finished it before we 
moved on.    

The thing that dogged every creator of 
Spectrum games was the ‘attribute clash’. 
One thing that was ‘fun’ (a real challenge!) 
was creating the loading screens. We’d 
generally make the loading screen a copy 
of the box art that was created whilst we 
were writing the game. Which looking 
back now seems odd to us. But we’d show 
the Darlings a demo of the game we 
were working on and the next week they 
would be showing us a picture or two of 
how the box art could look and then we’d 
incorporate that back into the game via 
the loading screen. But trying to copy full 
colour artwork back into a Spectrum screen 
was always a challenge - check out BMX 
Simulator 2 remembering the full colour 
illustration came first.

We loved the fact that these computers 
were technically limited. It was a game in 
itself trying to fit the idea you had into 
such a limited amount of memory. Around 

Philip and Andrew’s 
original design 
drawing for Fantasy 
World Dizzy.


