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Introduction

When we decided at Retro Asylum to do an

episode based on one of my favourite

developers, I was deeply excited.

Therefore I rolled up my sleeves and decided to

do another free book as well for you all to enjoy.

The podcast will be chock full of enthusiasm as

well, with Paul Davies, Steve Erickson and

myself Paul Driscoll. We are all huge Amiga

fans and lovers of the Bitmap Brothers games.

In this book, like the podcast that accompanies

it. I felt it best we only concentrate on the

Bitmap Brothers golden era, of the Amiga and

Atari ST.

For those games I then aimed to give as much

as I could find on each game, to give a really

detailed breakdown of the games we all love

and enjoy. Hopefully it will make this a great

resource for fans of all things Bitmap Brothers.

The book is totally free and I am happy for

people to share as they see fit, as long as you

don’t charge for it, or change the books

contents without my permission.

So sit back, put on your 90’s Bitmap shades

and enjoy as we look back at the Bitmap

Brothers eclectic and amazing games.

Remember to listen to the accompanying

podcast to the book on (http://retroasylum.com)

Enjoy

- Paul Driscoll (A.K.A. The Drisk)

http://retroasylum.com/
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Who Are We Anyway?

Retro Asylum
http://retroasylum.com/

The UK’s No 1. Retro Gaming Podcast.  Or to put it another way, 

just a group of people passionate about our Retro Gaming, and 

wanting to make a community of likeminded people.

It’s all for free, as is this book.  But please consider leaving an 

iTunes review. Also any donations are welcome and can be done 

via Paypal on the site.  Your donations are used to make the 

podcasts and the community even better.   So if you like the 

Podcast and enjoyed the book, then please consider giving as little 

or as much as you want.  All is appreciated.



Who Are The Retro Asylum Hosts?

PAUL DAVIES AKA HOOLICOOL: 

Paul has been gaming since the Binatone days and his very first 

computer was a Dragon 32 that he and his brother received on 

Christmas Day in 1982. Unfortunately the Dragon died a death on 

Boxing Day but it ignited a gaming fire that has burned ever since.  

From the Vic20 and Spectrum through to the N64 and PlayStation, 

Paul has owned and played them all and he'll happily offer a story 

about each of them and their games too! He's been with the show for a 

number of years now and loves capturing the stories of why both we 

and the games makers love retro just as much as sitting down and 

thrashing Radar Rat Race.

DEAN SWAIN AKA SWAINY: 

Swainy is one of the original co-founders of Retro Asylum, and 

has been instrumental in its rapid growth and continued success 

of the podcast.   Dean has been an avid lover of games since 

the beginning, but his first real love, was and always will be his 

Spectrum.  Since then he has collected lots of different consoles 

and games and has a particular love for his Vectrex console and 

games.

STEVE ERICKSON AKA PRESSPLAYONTAPE : 

Steve is RA’s resident Commodore fanboy. His all time favourite 

systems are the C64 and Amiga 500, but he has also soft spot for 

theSega Master System. He currently works for Sony PlayStation and 

spends most of his time there explaining to everyone why games aren’t 

as good a they used to be. 

@deanswain

@psdavies

@PressPlyOnTape

PAUL DRISCOLL AKA THEDRISK: 

Paul has been playing video games for as long as he can remember.  

First on the 1978 Interton VC-4000 and then moving on to the 

Spectrum.  After the Spectrum he moved on to the Amiga and  

stayed there as long as he could , finally moving on to PC’s when he 

went to Uni.  At Uni he started buying up all the game consoles he 

couldn’t buy in his youth  and spent the many years since collecting 

all the games.  He now has amassed quite a collection and has a 

very patient wife and daughter..@TheDrisk

https://twitter.com/deanswain
https://twitter.com/psdavies
https://twitter.com/PressPlyOnTape
https://twitter.com/TheDrisk


MATTHEW LAMBORNE  AKA METZ: 

Matt began his journey in gaming back in the late 80's via his older 

brother's Master System and Spectrum 48K.   Having sampled just 

about all the popular home systems during the 8-bit and 16-bit era 

(sometimes more than once...) Matt got into the cutting edge import 

gaming scene that was prolific in his home town of Stoke-on-Trent. 

This was via the famous Console Concepts store, a national Hub for 

the console import scene that regularly advertised in magazines such 

as Mean Machines and CVG. After this period, Matt was allured to 

online Multiplayer gaming via the rise of the Internet and became an 

almost exclusively PC gamer for a few years. This resulted in many 

lost hours playing games like Red Alert, Team Fortress Classic, 

Counter-Strike and Modern Warfare and some seriously high phone 

bills in the pre-broadband era.

DARREN FOGARTY AKA FOGGY

A real veteran video game, who has been there since the 

beginning.  Early on, after growing a love for the early arcade 

classics, Darren got his Intellivision console at home and hasn’t 

stopped loving gaming since.  He has been a bit quiet of late on the 

Retro Asylum forums, with the real world and life taking over, but he 

is now back as ready as ever as one of the Retro Asylum crew.

@LamboMat

https://twitter.com/LamboMat


ALL OUR SPONSORS THANK YOU : 

Adam Tree, Ally Hogg, Andrew Burnett, Alan Flannigan, Bitmapbooks.co.uk, Darren 

Tungate, Darren McKenna, David Bulwer, John McManus, Mads Kristensen, Martin 

Gibbons, Michael Keith, Nicholas Lees, Paul Monaghan, Phil Hockaday, Sam Dyer, Sean 

Higgins, Sigma Data Solutions and  The Drisk

Extra  special thanks to Dino Dini, who is such a wonderful supporter of us.

Thank you all. We do all this in our spare time and for free.  But running a website 

and paying hosting for the podcast is surprisingly expensive.  So your help has kept 

the site and community alive.  We also want to thank all the people on our forums, 

Twitter and Facebook.  Your feedback, iTunes reviews and kind words is invaluable 

to us.   Producing a podcast is time consuming work, we do it because we love 

Retro Gaming and want a place where like minded people can come together and 

share our passion.  But without you all taking the time to listen and taking the time 

to join in on the community, none of this would be possible.

Retromash.com - A fantastic site with a mish-mash of all 

things retro and geekery in the 70’s, 80’s and 90’s.  I 

particularly love the retro Argos catalogue section.

Funstock.co.uk – Selling all things cool and  retro.  Such 

as the brilliant JXD handheld that will emulate pretty much 

any game system pre 2000 perfectly.  They also sell the 

Retron 5 a console designed for modern TV’s that lets you 

play region free Mega Drive, SNES, NES, Gameboy 

Advance, Gameboy Colour and the original Gameboy… 

and that’s before we start talking about Sam Dyers cool 

retro book… So much cool stuff..

http://www.playexpo.net – Organizes some of the best 

retro and gaming events in the UK.  

RetroTowers.co.uk – The UK home to the amazing 

Everdrives, which are modified console cartridges that 

have had an SD card reader placed where the game rom 

normally would be.  The upshot is that through a simple 

menu you can place backups of all your game on the one 

cartridge.  An essential purchase for retro gamers.

https://www.facebook.com/RevivalRetroEvents/

– Organizes fantastic retro events , usually in 

Wolverhampton.  There is always a fantastic vibe to their 

events.

Retromash.com
Retromash.com
http://retromash.com/
Funstock.co.uk
Funstock.co.uk
Funstock.co.uk
http://www.playexpo.net/
RetroTowers.co.uk
https://www.facebook.com/RevivalRetroEvents/


BY PAUL DRISCOLL

A HISTORY



History of the Bitmap Brothers
The three original Bitmap Brother founders, was Steve Kelly,

Mike Montgomery and Eric Matthews. They had all met up whilst

working at Virgin Leisure games, and doing such titles as Scaletrix

(a title Mike Montgomery is deeply ashamed of, as he had to

program it last minute), Monopoly, Cluedo and Computer Scrabble.

They had found that the three of them got on really well, and was

always going down the pub and local arcades in Wapping, in the

East of London. The first game the trio would work on together

was Karate which was a game Steve had worked on for the

Sinclair QL system for Eldersoft. It was released in early 1987 for

the development house Paradox Software.

The others then ported across to the Amiga and ST as Amiga

Karate and ST Karate respectively. It was a worrying start for

them, with Amiga Karate being an unplayable mess of a game,

and a poor IK clone. Thankfully the greatness of the team was still

to come…

Steve Kelly circa 1990. 

Source: ST Format 

1991/01 (issue #18) 

Mike Montgomery 1989. 

Source: The One #8

Eric Mathews circa 

1990. Source: ST 

Format 1991/01 (issue 

#18) 



After that, in 1987 the trio decided to go it alone and set up their own development house.

Being offered to work on a shooter for Mastertronic (under the recently acquired Melbourne

House label) The game would be both for the Arcadia arcade system (An arcade machine

based on Amiga hardware) and various home ports, including for the Atari ST and Amiga.

The trio decided to take up the offer and work together, but the publisher wanted a name for

this newly formed developer… The trio only had a few days to decide and quickly hit on the

name Bitmap Brothers. They liked the name because it highlighted their emphasis on graphics,

and also that they wanted to give across the brotherhood in arms vibe. Not only that of course

Bitmap Brothers was a memorable name that easily rolled of the tongue.

So with a £25K advance, the game they first worked on

was originally called it Kelly-X (after Steve Kelly). A

name that many gamers may have played as an early

preview build leaked and was pirated.) . Thankfully the

team changed it to the much cooler sounding Xenon at

last minute.

One of the other aspects the Bitmap Brothers wanted to

change in the industry was the lack of focus on the

developer. It seemed ridiculous to them that people

would buy a game because it said Ocean on the box as

opposed to who actually worked on it. As Mike

Montgomery said..

“You don’t go in to an record shop and ask for

music published by Apple… You go into a record

shop and ask for music by the Beatles.”

To combat this perception, right from the beginning they

paid for a professional photo shoot of the team and sent

it to the various gaming magazines to be used. To try

and create a mythos about this new developer. The

magazines loved it, to suddenly have a human face to a

developer, and they were clambering over themselves

to give the Bitmap Brothers coverage. Of course it

helped that Bitmap Brothers games were truly brilliant as

well.

After the success of Xenon (first Amiga game to reach a

top 40 chart position) the team started work on a new

game based on Real Tennis “Medieval Tennis”. For

those unfamiliar with this old sport, it is essentially a

mixture of Tennis and Squash with five goals.

The team had done quite a bit of pre work on this game,

but when they showed it Mastertronic, the publisher had

changed their mind and wasn’t interested anymore.

This resulted in the Bitmap Brothers sticking up two

fingers to Mastertronic and going down the pub to lick

their wounds.

Kelly-X the original name for 

Xenon that leaked out and was 

pirated.

A Real Tennis court for Medieval 

tennis..

Part of the 

photo shoot 

to raise the 

profile of the 

Bitmap 

Brothers 

development 

house .

David Whittaker 

circa 1990.  Veteran

for hire musician 

was Bitmaps go to 

choice for doing the 

early games music.

https://en.wikipedia.org/wiki/Real_tennis


It was during this drinking session, that the team tried to work out a new game that could utilize

some of the work they had already done on the Real Tennis game. They knew they wanted a

game with no rules, but still a sports game. So they decided it had to be a futuristic sport, and

hit on a cross between American Football and elements from their Real Tennis concept.

The guys not having any paper down the pub, ripped apart an empty box of Silk Cut cigarettes

and scribbled their idea for Speedball on there. So the game can literally be said, that it was

an idea written on the back of a fag packet. According to Mike Montgomery in a recent

interview, the team at this time had never seen the film Rollerball, but they did watch it later

during development.
Not wanting to do undue development a second time

only for a publisher to say no, the team turned up to

another publisher called MirrorSoft (One of Robert

Maxwell's companies) and handed them their literal

cigarette pack notes and explained their idea.

Mirrorsoft and their Image Works label were only too

happy to sign on the team behind Xenon and the

current darlings of the industry.

Around this time Mark Coleman would also be brought

on board to do the games graphics for Speedball. He

would do a Stirling job as well, with the iconic look and

feel of the metallic art.

Bitmap Brothers were on top of the world now, and so

for their next game they wanted to look to do a sequel

to Xenon. One area they decided on at this point was

to engage real chart music acts of the day and see of

they were interested. The record label Rhythm King

were very keen on the idea as it was a great way of

advertising their artists. So the Bitmap Brothers went

to a few local gigs for some of their acts and decided

that Bomb the Bass would be perfect. The music artist

(Tim Simenon) was really keen as well, as he was an

avid gamer. In fact had also had a perfect song

already written for their debut album called Megablast.

It was almost too perfect.

The team started work designing Xenon 2: Megablast

with David Whittaker on hand again to convert the

music onto the Amiga. But for actually coding the

game, they hired the work for hire crew the Assembly

Line, with Bitmaps own Mark Coleman doing all the

graphics. The reason for farming the game out, was

because the Bitmap Brothers team was far too busy

working on another game called Cadaver. For this

game they would use a another newly recruited

graphic artist called Dan Malone. with. Dan’s detailed

3D metallic look would become the art style that the

Bitmap Brothers would for ever remain synonymous

Mark Coleman circa 1989

Bomb the Bass debut album

which their song MegaBlast

was used in the game Xenon 2.

Dan Malone 

circa 1991 in 

Amiga Power

#1



Left to Right Eric Matthews, Mike Montgomery, Tom Watson, Sean Griffiths, Rob 

Trevillion, Dan Malone (sitting), Richard Joseph, and Steve Kelly (Bitmap Brothers, 

circa 1990)

1988. Steve Kelly, Eric Matthews, 

Mike Montgomery. Source: The 

One, issue #2

1988. Eric Matthews, Mike Montgomery and 

Steve Kelly. Source: Amiga Power, issue #1



By this time, the Bitmap Brothers really was the biggest

developer in the home computer market and was the

toast of the town. Every game they released seemed

to be the best game in its genre, and they seemed to

be getting better and better.

This was certainly true of their next title Speedball 2 :

Brutal Deluxe, this took everything that was great

about the original and honed it to pure perfection. So

much so that is still one of the best multiplayer games

ever made.

The Bitmap Brothers wanted more independence now,

and so discussed about setting up their own publishing

label. So working with Rhythm King Records and

hiring ex-MirrorSoft man Tom Watson to run it, they set

up their own Publishing label called Renegade

Software. Their stated goal, was to give game

developers more artistic freedom, and more

recognition for their products. It would also have a

straight profit share as opposed to a royalty

percentage. Also the developers would keep the

intellectual ownership of their games. With such ideals

they quickly won the cream of Amiga development

houses, such as Sensible Software and Graftgold to

their label.

The Bitmap Brothers under this new publishing label,

would continue to roll out the hits. Now with an ever

expanding team and a whole new site in Harrogate site

(as well as the original Wapping London site). Top

titles were made in this period, such as Gods, Magic

Pockets and Chaos Engine… They were the kings of

the gaming world (well at least in Europe). But the

world was changing, with new gaming consoles and

CD formats. Gone were the days where small teams

were viable anymore.

Tom Watson circa 1991.  

Mirrorsoft marketing 

manager who was part of 

the brains behind the 

Renegade publishing label.

Richard Joseph  (famous for

the catchy Robocod tune)

Would take over the music

duties of David Whittaker from

Gods for the Bitmap team.

Sean Griffiths Would join 

the team with the game 

Magic Pockets and would 

go on to  design the Rise of 

the Robots game.

 Steve Cargill Would code 

Chaos Engine 1 and 2



Steve Tall  Would join the 

Bitmap team for the game 

Gods and would be 

instrumental in the design 

of Z. 

With the advent of CD’s, development times would

grow massively, as expectations rose to fill up the new

CD media.

Two games were developed in this later period, Chaos

Engine 2, which adopted a whole departure from the

original being far more focused on two player versus

action (drawing influences from games such as Spy vs

Spy.)

The other game called Z (Zed not Zee) was an

innovative real-time strategy game that took inspiration

from Westwoods first title of Dune 2. Steve Tall who

had joined the team with Gods, would work on the

game Z. The trouble is as time progressed and CD

became the main platform for PC’s and Consoles they

found themselves filling the CD’s with countless full

motion video cut scenes to flesh out the story. All

adding to the development time.

Consequently by 1996 and the release of Westwood's

Studios own title Command and Conquer, Z would

seem almost irrelevant to most gamers of the time, on

its release. Likewise, Chaos Engine 2 simply arrived

far to late on the Amiga to have any real impact, and

also would be a poor seller.

Incidentally Steve Tall would leave Bitmap Brothers

and join Westwood Studios, being one of their lead

programmers on the Command & Conquer series from

Red Alert onwards.

Renegade Software would sell to Time Warner in 1996

and the Bitmap Brothers continue to release some

games such as Speedball 2100, Xenon 2000 (a free

PC Format giveaway) and a Z sequel called Steel

Soldiers. Eventually the Bitmap Brothers, would

become a shadow of its former self, only re-releasing

new versions of its older games.

Still for those years on the Amiga when the Bitmaps

were on top of the world, will always be how I will

remember them.



1989

Generation 4 D'or - Best Shoot-Em-Up (Xenon 2)

Golden Joystick Awards - 16-bit Game of the Year (Speedball)

Golden Joystick Awards - 16-bit Programmer of the Year

Indin - 16-bit Technical Achievement Sound/Music (Xenon 2)

1990

European Leisure Awards - Best Shoot-Em-Up (Xenon 2)

Fnac - Best Original Game (Speedball 2)

Fnac - Adventure Game of the Year (Cadaver)

Indin - Arcade Game of the Year (Speedball 2)

1991

Golden Joystick Awards - Best Soundtrack 16-bit (Speedball 2)

Indin - Budget Game of the Year (Xenon 2)

1993

Power Play - Best Multiplayer Game (The Chaos Engine)

SEGA Third Party Seal of Quality Award - Product of the Year (The 

Chaos Engine)

BITMAP BROTHERS GAME AWARDS



BY PAUL DRISCOLL

THE GAMES



Xenon (April 1988) 
£19.95 Melbourne House / Dev: Bitmap 
Brothers
[ 6/10 – A frustratingly difficult shoot-
’em-up that age hasn’t been particularly 
kind to.]

Games Machine: 88% - ‘The boast of ‘arcade-

quality graphics’ so often heard when conversions

of coin-ops are made, has now become true with

Xenon. Incredibly NOTHING has been lost in the

conversion to the Amiga. Coin-op players will be

hard pushed to see differences between this and

the original. It’s such a shame that the game is so

difficult; the frustratingly hard first sector doesn’t

encourage further play and only the most

persistent player would want to keep at it. The

second sector is even worse, and with the games

self adjusting difficulty feature, the latter sectors

are virtually impossible. As a result, this makes

the game extremely frustrating to play at first. The

different weapons to collect and the graphically

varying levels give Xenon more depth than

Insanity Fight and other shoot-’em-ups in a similar

vein. One of the best action games on the Amiga

to date, setting new standards in coin-op

conversions.’

ACE: 869 / 1000 - ‘where Xenon really scores is in

it’s playability. The end-of-level guardians can be

a problem until you learn their movement patterns,

and the majority of the bonuses appear at the

same place each game, so it’s not too difficult to

plan your route. The Bitmap Bros have managed

to strike that fine balance between frustration and

addiction, and have produced a wonderful game.

It’s just a shame all this sort of thing has been

seen and done before.’

CVG: 36 /40 - ‘Xenon is an interesting point of

comparison between the ST and Amiga. Both

versions are brilliant – but the Amiga is better. It is

faster and the music just wipes the floor with the

ST…[sic]..It is difficult for me to tell you how good

Xenon is. All the clichés are to well worn. You

know statements like “its worth buying an ST just

to play this” – that kind of crap. All I will say is that

in five years of reviewing computer games this is

the best shoot-’em-up I’ve played. This is arcade

entertainment to play at home and no bull.’

Xenon was originally called Kelly-X 

(After co-founder Steve Kelly).  

Thankfully they changed the name 
before release.

One of the cool gimmicks with Xenon 

is the ability of the player to switch 

between a flying craft or land vehicle at 

the push of a button. This gives a 
literal depth to the shoot-’em up action.

The ever cool  

Eric Matthews 

greets the 

player in 

shades and 

actually 

speaks which 

level you are 
on.



Commodore User: 8 /10 - ‘Xenon is on one of the

best shoot-’em-ups to appear on the Amiga.’

CU Amiga: 90% - [Re-release £9.99] ‘This is a

cracking vertical-scrolling shoot ‘em up that’s aged

remarkably well..[sic]..Xenon features arcade

quality graphics, an up-beat musical score and

addictive playability. An essential addition to

anyone’s software library.’

One: 5 /5 - [Re-release £7.99] ‘The game that put

the Bitmap Brothers on the map, this is described

quite rightly, as a ‘strategic shoot ‘em up’.

Essentially, the action is of the traditional vertically

scrolling ‘shoot everything that moves’ variety, but

interest is added by the players craft – a sort of

digital equivalent of a Transformer toy – and the

division of the playfield into high and low areas. To

begin with the craft is land-based and can only

destroy other land vehicles, but a quick wiggle of

the joystick causes it to transform to a more

traditional flying craft, allowing you to take out other

flying objects and the gun emplacements set on the

higher level. The action is enhanced with a –

nowadays more familiar – sprinkling of power-ups

and add ons. When it first appeared, Xenon set

new standards in shoot ‘em ups and introduced

features which have been ‘paid tribute to’ ever

since. This is an absolutely essential item for the

definitive software collection. If you don’t have it

already – get it now.’

Xenon mania would hit the 

computer gaming world in the UK, 

even being played on hit Saturday 

morning show Get Fresh  (1986 –

1988) with Gareth Jones and Gilbert 
the Alien.

The end of level guardians are 

really impressive with their size 
and speed of moving around.

Later levels become the more familiar to 
Xenon 2 alien thin trenches of destruction.



Knowing the importance of the game

in the history of the Bitmap Brothers

and the Amiga, I really wanted to love

this game. But the truth is, that by

the time I discovered the game back

in the day Xenon had already aged

horribly when compared to later more

competent shooters (including its

very own sequel).

Originally called Kelly-X and co-

written as an arcade machine by the

Bitmap Brothers (on the ill-fated

Arcadia arcade system, which was an

Amiga essentially) the home port

naturally is identical on the Amiga

computer.

Playing today, the first thing that

strikes you is the small play window

of which you can move around in.

This when combined with the swarms

of enemies constantly bombarding

you makes the game next to

impossible. The music as well in the

game had me reach for the volume

button to turn down after about five

minutes. Still I have to say the

general technical prowess of the

smooth scrolling and action

happening with no slow down is

mightily impressive, and I can see

why to see such action happen in the

home in 1988 must have dropped
some jaws at the time. Also the mechanic of being able to change from a land or flying

vehicle is a really neat idea, if poorly implemented and utilised in my opinion. It really makes

me wish that the later shooter SWIV adopted the same idea for the single player of its game.

Sadly for me that is when I stop saying good things about the game. As the actual gameplay

is unbalanced and ridiculously hard, with you often simply unable to avoid the constant

streams of bullets in the tiny game window. It is true however that after much patience in the

art of frustration, you will eventually battle your way through. At this point the game them

becomes slightly easier once you build up meatier fire-power, thanks an excessive collection

of power-ups.

Battle through and you will reach the end of level guardian. These are impressively sized,

end of level bosses with a cool idea of a central shield that must be chipped away to the

creatures central core and a satisfactory explosion. Later levels set in space remind me a lot

of the more famous sequel, and it was nice to see where the sequels levels were inspired

from. All in all, it is an impressive game technically, but really only for those who are a glutton

for punishment.

Of all the end of level Guardians in the game, 

this one is my favourite.  The method of 

breaking through the shield to get to the central 
core is really cool idea.

The final alien looking levels are definitely my 

favourite parts.  It is a shame that no switching 

to the land tank can be done on these 
landscapes.



























Speedball (December 1988) 
£24.99 Image Works / Dev: Bitmap Brothers
[ 8/10 – Great futuristic sports game that’s focused purity over it’s more 
complex sequel makes it well worth a play.]

ZZAP: 91% - ‘By the looks of things, the Bitmap

Brothers are becoming a force to be reckoned

with, what with Xenon already under their belts

and now this! Speedball is brilliant – Superb

graphics, excellent gameplay and wonderful

presentation. What more could you ask? Lets

start with the visuals… well, Bitmap certainly

know how to program graphics, that’s for sure!

Everything looks as if you could reach into the

screen and touch it. Playing the game is as

much of a joy as looking at the graphics. The

action is fast and competitive and will keep

sports fans playing for a long time: what I really

liked was the fact there are no real rules – you

can bribe people for extra time or to change a

result, or you can simply punch somebody in the

gob to get the ball off them! No questions – just

buy it!’

One: 90% - [ST Review] ‘Speedball is incredible

fun. Never in the field of games reviewing has

such an excellent game been played by so

many for so long. It’s one of the most enjoyable

games to appear on the ST in a very long time,

and as such should feature highly on your

shopping list. A must buy.’

Games Machine: 86% - ‘Speedball takes the

general format of computerised team games and

add gratuitous violence and speed. Result:

Things go at a hectic pace, the ball rebounds all

over the arena and game-flow is only hindered

by the computer occasionally selecting the

player who isn’t nearest the ball. Interest is

added by the icons and bribes, and go to make

Speedball an extremely playable sport.’

Amiga Format: 79% - [Re Release £7.99]

‘For the first time a sports sim on the 16-bit

machines looked like it belonged there, play was

fast and skill-development potential immense.

Since then, sports games have changed

radically, there has been the Kick Off

phenomenon and even Speedball II. These

younger titles steal their thunder from Speedball,

which is starting to show its age buy remains a

great competitive game.’

The iconic title screen and menu 

makes you know you are in for 
something special.

The game itself is really impressive for 

the time and still great fun to play in 
two player.



The multiple pitch layouts in a game can 

really make a difference to a game and 
your tactics.

The auto ball dispenser will randomly  

choose a direction on which to release 
the ball.

Money collected in the game can be used 

to bribe officials to change an outcome 
of the game (ah its just like the real FIFA).



After the huge success of

Xenon, everyone expected a

sequel to the shooter. But

the team wanted instead to

do something different than

another shooter. They had

started work on a Medieval

“Hampton court” Real tennis

game (for those who haven’t

seen it before it’s a bit like

Squash mixed with five goals

and tennis. But on showing

their initial work and idea to

the publisher (Mastertronic)

they had been turned down

flat.

Feeling a bit low the Bitmap

Brothers went off to their

local pub for a few drinks. As

they sat nursing their pints

they started to discuss other

games they could do that

would use some of the work

already produced for the

tennis game...

An example of Real 

Tennis being played.  

The  series of captains 

in the Speedball game 

are a really cool group 
of sci-fi combatants.



They wanted to still do a sports game, but one with no rules, and one that played to their

strengths and so they started talking about games they liked in that vein. Games such a pinball

tables, Tekhan’s Football simulation World Cup and a coin-op called Dodgeball were discussed

by the team.

After more beers and some scribblings on a torn box of Silk Cut cigarettes (Yes the game was

literally conceived on a back of a fag packet ) in the pub, the team hit on the idea of

Speedball. A game that mixed American Football and all out action… The guys hadn’t actually

seen Rollerblade initially but did watch it during development.

All in all the game is a lot of fun. The music is really cool and actually sitting down with the

game for the book on real hardware, made me find new love for the game. You see back in the

day, I came to Speedball only after getting the sequel. Later when I picked up Speedball on

Budget label, I dismissed the game as simply

inferior to the sequel and so never bothered

with it. Looking at it today and spending a bit

of time with it I have found a lot of elements I

really enjoy with the first one. I find it all

beautifully fast and furious, but being a bit more

focused and pure than its overly complex

multiple scoring sequel.

Yes definitely give the original game a chance

and don’t dismiss it (like I did) over it’s much

prettier sequel.

























Xenon 2 (1989) 
£24.99 Image Works 
/ Dev: Bitmap Brothers
[ 7/10 – Enjoyable shooter with stunning 
music and graphics.]

Zzap : 97% - ‘The game of the Bomb the Bass

album tracks kicks off with an appropriately

impressive version of the Megablast, which

continues in simplified form in the actual game. It’s

the graphics though that really takes your breath

away. While the visual themes of the levels are

imaginative and unique, their execution is well nigh

on perfect. From the silky animation of the tadpole

enemies, to the retro-rockets on the fighter to the

pilot light which ignites the gas of the flamethrower,

Xenon 2 sets a new standard in presentation. But

what of the gameplay? Well, to begin with it’s not

that much more than a standard vertically scrolling

shoot-’em-up. But as you get further into the game

the ability to scroll the screen back, dive down, and

the unbelievable range of wonderful weapons,

provides the vital difference. With the urge to get

even further into the game for yet more of those

brilliant graphics, and build up a completely over-

the top ship. Xenon 2 oozes addictivity. Quite

simply the definitive Amiga shoot-’em-up.’

CVG : 96% - ‘Overall, Xenon II is an impeccable

product, and not just because of these gorgeous

graphics, or the ‘Bitmaps’ technical feats that people

were saying the ST wasn’t capable of last year. It’s

gameplay that makes a game like this, and Xenon II

has bags of that. It’s fast, it’s fun, it’s addictive.

Hype? Ha! When the game is this good who needs

it?’

The Games Machine : 96% - ‘To get the bad news

over with first, loading procedures are a bit of a

bind: The shop is loaded in separately and

afterwards the level has to be reloaded. Yawn.

Patience reaps it’s own rewards however, with

David Whittaker’s professionally re-sequenced

version of Megablast combining nicely with quality

effect to form an excellent soundtrack. The title

screen version is better still, strewn with brilliant and

often amusing samples that set the mood for the

game perfectly. In definition and movement,

graphics are identical to the ST but the playing area

is marginally wider for greater manoeuvrability. A

classic sounding, looking and playing blaster, wholly

deserving of the prefix ‘Mega’.’

The shop keeper (called Crispin, fact 

fans) and was an instant hit with 

gamers back in the day.

When the title screen music kicks in of 

Bomb the Bass your jaw will still hit the 

floor even today.

The beautiful clean cut graphics of 

Mark Coleman sill looks amazing.



Amiga Format : 93% - ‘The age-old problem: it’s just another shoot-’em-up some would say,

and there are plenty of them around already. So what makes this stand out? The gameplay.

It’s fast, furious, addictive, tough, playable and it sounds and looks fantastic. Xenon 2 has

everything a shoot-em-up needs and more besides, making it arguably the best of its type to

appear to date and a definite ‘must purchase’ for anyone who doesn’t mind wasting the odd

hour or two enjoying some mindless blasting. A word of advice though, make sure your

joystick has a very rapid auto fire: life can be hell otherwise.’

CVG : 96% - ‘Overall, Xenon II is an impeccable product, and not just because of these

gorgeous graphics, or the ‘Bitmaps’ technical feats that people were saying the ST wasn’t

capable of last year. It’s gameplay that makes a game like this, and Xenon II has bags of that.

It’s fast, it’s fun, it’s addictive. Hype? Ha! When the game is this good who needs it?’

One : 93% - [Amiga] ‘Programmer John Smith is taking advantage of the Blitter for a smoother

ride. And David Whittaker’s used the Amiga sound chip to produce a quite outstanding

soundtrack – Some would say considerably better than the ST’s, but relatively speaking the

two are identical. Priced at £24.99 and due for release at the same time as the Atari version,

Amiga Megablast is a must.’

ACE: 910 /1000 - ‘Xenon II stretches the Amiga

further than any shoot-’em-up has ever stretched it

before.’

CU: 90% - [R £9.99] ‘Megablast is definitely the

essential item for every serious game player's library.’

Amiga Format: 32% - [CDTV Version] ‘When it

came out, this Bitmap Brothers up-the-screen shoot-

’em-up was very highly rated for its detailed graphics,

neat power-ups and innovative pop-star tie in

soundtrack. Now the graphics look dull and the

gameplay is revealed as being too enemy-heavy, with

massive power-ups trying to balance play in which

too little strategy and skill is required. It’s been well

superseded by a host of subsequent shoot-’em-up

releases, but set a few standards in it’s day.’

Survive long enough and the weaponry of 

your craft really does become impressive.

The CDTV version was a slow 

mess of a port.  Still the CD 

music track was great.



On booting the game up, and that title

Bomb the Bass music kicks in, you

know you are in for something special.

In the game as well the gorgeous

Mark Coleman’s Giger-esque graphics

looks stunning and full of neat little

details and touches.

As a shooter the gameplay still holds

up, but not when put alongside some

of the better console examples. The

game is platinum hard and needs a

joystick with rapid fire to give you a

fighting chance. Also too often I felt

on later levels certain deaths were

unavoidable. All in all though this

game is a belter, and one I will always

hold dear to my heart.

Tim Simenon from Bomb The Bass, was a huge gamer and leapt at the chance to 

have his song Megablast. A track from his debut album Into the Dragon  included in 

Xenon 2.

Look at the size of that thing!  The end of 

level guardians are really impressive.

Survive long enough and the Xenon 2 

power ups are really stunning.

This end of level guardian is a real pain in the 

arse to beat.

























Cadaver (November 1990)
£24.99 Image Works / Dev: Bitmap Brothers
[ 9/10 – A truly stunning isometric 
adventure.  One of Bitmap Brothers finest.]

CVG: 95% - [ST Review] ‘The Bitmaps are back,

and how! This 3D isometric adventure (vaguely

reminiscent of Ultimate’s Knight Lore) is a real

departure from their previous blasts, but believe

me, this is probably their best product to date!

Control of the dwarf is simple enough, and when it

comes to picking up and utilising the myriad of

objects scattered around the castle, the icon

system works surprisingly well, and is quick and

easy to use. The graphics are nothing short of

brilliant, and the sheer attention to detail

(especially with some of the brick-work and

monsters) is stunning.

Some of the puzzles are quite easy, but others

demand a brain-bending amount of lateral thought,

though nothing so complex as to drive you away.

Containing five levels, each with a massive 70

rooms, the game has a heck of a lot to keep you

going, so it’s a fame to be played over a

considerable amount of time. If you are yearning

for the bygone days of Ultimate-style action, look

no further, Cadaver is well deserving of a place in

everybody’s software collection.’



CU: 90% - ‘The graphics are smart and imaginative

and the sound effects are interesting to say the least.

The puzzles give the game its substance and are

pitched so they are not too difficult but require quite a

bit of thought and trial and error before you can solve

them. I only have one criticism: some of the room

exits are very obscure. I wandered round for half an

hour before I came across one – and that was almost

too thin to see. This minor gripe aside, Cadaver is a

strong package, and definitely one of the most

complete arcade adventures to grace the small screen

this year.’

O: 90% - ‘Amiga Cadaver is virtually identical to the

ST version. The only significant difference is sound.

Whereas the ST is entirely chip generated, the Amiga

incarnation includes some samples. A special Amiga

1000 version will feature extra atmospheric effects,

with samples for nearly all the sound.’

YA: 90% - ‘Magic potions found are not always the gift

the seem. Few carry labels and without an identify

spell the only way to discover the effect of a potion is

to sample it, too bad if you need all the remaining

doses for the game or it turns out to be poison. Great

graphics combine with brilliant sound effects to

produce a great arcade adventure. Thankfully the

game relies not on your ability to jump from one

platform to another but your skill in finding and

manipulating objects.’



AUI: 89% - ‘Innovation on the isometric

adventure theme has been almost non

existent until now. Simple things like being

able to walk straight up the screen, and

increase in speed make Cadaver far more

accessible than its forerunners. Once you

get into it, the amazingly detailed locations,

which give a lot more scope for interaction

than we’ve previously seen, will keep you at

the screen for some lengthy sessions/

Surprises are around almost every corner

and thanks to the “save game” feature, you

won’t be continually working your way

through the early screens each time you

restart. On top of all that, Cadaver is one of

the few games that succeeds in putting

across a really spooky atmosphere, shocking

the player with more and more grotesque

scenes. With its fairly highly developed

adventure side, Cadaver is going to appeal to

those who like to be absorbed in a good plot,

and have the time and patience to do so.

With out a doubt the best arcade-adventure

to have appeared in ages. Yet another gold

star in the Bitmap’s copy book.’

ZZ: 86% - ‘A remarkably laid-back brain-

biased Bitmap Brothers creation but one with

plenty of staying power.’

“With Cadaver we 

wanted to break into 

new territory. We don’t 

want the public to see 

the Bitmap Brothers as 

producers of fast 

arcade games and 

nothing else.” – The 

Bitmap Brothers speak 

to The One Magazine.



AA: 86% - ‘This was so unlike the Bitmap's other games I was quite anxious to see what 

the result was.  Thankfully, I was thrilled to see they have kept to their usual high 

standards and have once again produced a  classic game that is a worthy addition to 

anyone's software collection.  The graphics are simply brilliant, and although the sound 

isn’t equally superb, the gameplay really shines through.  If you want to see the Bitmap’s 

true capabilities, try Cadaver – I’m sure you won’t be disappointed.’

As a huge fan of the Ultimate Play the Game isometric spectrum adventure games, I was

really excited when I first had seen a preview of this game. It was quite a departure from

Bitmap Brothers usual action orientated games, but truly brought the isometric adventure

genre game forward for the new decade. I adore this game, from its clever, intuitive user

interface and the beautiful metallic graphics by Dan Malone, of which art style he became so

synonymous with. When you combine this with the brilliant puzzles, it is all a rip-roaring

adventure. It isn’t perfect, sometimes you can easily get stuck by using up an item, which

does frustrate…But despite that a wonderful worthy classic.

AF: 83% - ‘Cadaver is one of those games 

which has taken a great deal of working and 

will be fun to play from now until you finish 

the damn thing.  There are a few illogicality's 

in the play, such as losing a key, or being 

pinned inside three spikes.  Moans aside for 

a moment, there is no way in which the 

adventuresome type, the strategist or arcade 

freak ( or even Karadoc the Dwarf himself) 

won’t get some real enjoyment out of this 

game.  Not a classic, but certainly an 

excellent game.’





































Cadaver – The Pay Off ( July 1991)
Expansion /Data Disk 
(Requires Original) 
£14.99 Renegade / 
Dev: Bitmap Brothers
[ 9/10 – A great expansion disk, 
offering even more of a challenge.]

O: 88% - ‘The problems with levels disks

is that, on the whole, what you get are

some new graphics and more or less the

same gameplay, and very often that’s not

enough to justify a new product.

Fortunately Cadaver was the sort of game

that, even if you managed to complete, it

left you wanting more. So once you’ve

purchased more in the for of the Pay-Off,

what exactly do you get for your money?

True, there’s the usual graphics…but that

ain’t all. What makes this level disk so

worthwhile is that designing the original

game seems to have been very much a

learning experience for the Bitmap

Brothers, with resultant improvements in

almost every department becoming

apparent here. Players who have

completed Cadaver will enjoy the greater

variety and continued challenge, while

newer players may want to sample more of

the first game before tackling this tougher

nut.’



AF: 85% - ‘The Pay Off is an add-on levels disk that gives Cadaver owners four new levels of

puzzles to play with. Cadaver (AF17 83%.) was Bitmap Brothers isometric dungeon romp, that

sent a dwarf scurrying around, solving problems for profit. The plot picks up where Cadaver

left off with the wobbly hero seeking the folks who hired him for the first mission. The Pay Off

uses monsters far more than the original, employing them as obstacles as an active part of

puzzle solutions. A sound ‘sequel’, at a sensible price, it features not only new tricks but

completely new graphics for each level. The Pay Off pulls fewer punches than Cadaver, as

players are guaranteed familiarity with the mechanics of the game. If you own and enjoyed

Cadaver, it’s a must.’

CU: 85% - ‘The Pay Off is filled with cryptic, mind-bending puzzles which truly give a sense of

satisfaction when solved. Although the game will be savoured by Cadaver fans, it could also

be addictive for those who have not crossed swords with the character before. Unfortunately

though, you will have to fork out for the original game’s disk to load up these data disks.’

AP: 81% - ‘Lots of new rooms (200 or 

so), four new levels and a very 

professional looking product.  Great 

news for fans of the first game, unlikely 

to be of any interest at all to people 

who didn’t like it and erm, that’s it 

really.  Level disks eh?  Don’t you just 

love them?’

Carries on from where the first game

left off. In many ways this is a better

adventure game than the first, with

great puzzles and far more varied

locales for you to explore. It is a lot

tougher than the first, so if you found

the first one too much for your little

dwarfish legs then it is probably too

much for you. Never the less a great

data disk sequel and well worth a play,

especially if (like me) you are fan of the

original Cadaver game.











Cadaver : The Last Supper 
(September 1991)
Zero Magazine Issue 23
- Coverdisk exclusive.
£Free with Magazine
Zero (Dennis Publishing) / 
Dev: Bitmap Brothers
[ 7/10 – A nice free extra adventure 
for Cadaver fans to enjoy.]

This is a nice short adventure that allows

you to explore the Zeigenhoff building. The

game certainly won’t win over any converts

to the game, but for people who adored

Cadaver and Cadaver: The Pay Off and

hungry for more then this is well worth a

play. Just don’t expect another full on game,

this is instead a small taster.



Zero #26 Page 8.  The Magazine instructions for 

the free game Cadaver : Last Supper



Speedball 2 (December 1990 
/ January 1991) 
£24.99 Image Works / Dev: Bitmap 
Brothers
[ 9/10 – Improves on the original in every 
way. Still one of my favourite games, 
especially in multi player.]

CVG: 97% - ‘Incredible! The ST version was

good, but the Amiga version has everything!

Smooth scrolling, a new 32 colour pitch and totally

amazing sound (you can even hear the ice-cream

vendor in the crowd!). And there’s faboo intro

music composed by new band Nation 12. For

sheer playability and depth, Speedball 2 is

probably the best sports game ever seen on the

Amiga! Go for it, or alternatively feel rather stupid.’

ZZAP: 96% - ‘Yeah! Violence Extreme! And I

thought Speedball was the ultimate trip into

designer sport thuggery. For the first few games I

waded into everyone with little regard for tactics

but quickly came to grief on the goal front. It’s not

until you realise the significance of the score

multiplier and the Goal stars that the game really

opens up and the violence with a purpose begins!

Although the concept remains the same and (in my

mind) the game play similar to what makes the first

Speedball, what makes this a massive leap over

the original is the importance and potential of the

team improvement facility. Redefinable stats offer

the ability for each side to have unique tactics:

one time my speedy team was pitted against the

brutality of the CRASH team and it paid off with a

brilliant 180-point victory – I love this game!!’

CU Amiga: 95% - ‘Summing up Speedball II is an

almost impossible task. It retains the basic

gameplay of the original, but expands on

practically every part of it. The managerial side is

easy to get into and the various stats of each

player do actually make a difference to the

gameplay. The new, enlarged pitch makes for a

faster game which involves more passing and

dodging skills, and the new pitch-side features add

even more variety – as does the improved

violence! In fact, there is absolutely nothing to fault

in Speedball II, the people involved have produced

a sequel which far exceeds and of my high

expectations and, in the process, have created a

game which is without a doubt a classic.’

The training section seems unwieldly 

at first but soon you realise its depth 

and flexibility.

The all out action is great fun and still one 

of the best multiplayer games to date.

Soon you realise that its all about getting 

those score multipliers to win big.



Amiga Format: 94% - ‘The original Speedball is now pretty much a classic Future-sport

game. Now, two years later, we have the sequel, we ask ourselves ‘How does it match up to

the original?’ The truth is it’s not as good as the original…it’s miles better. The graphics

have a much more aggressive feel, as does the gameplay. However instead of a straight

blast the ball up the pitch towards the goal, there is a lot more thought needed to succeed.

Mastering the various methods of scoring is almost essential, otherwise you could find

yourself at the bottom of the league without even a point to your name!

The Bitmaps have packed the game with a whole host of little extras, such as the

ambulance-droids that come on to carry off injured players, the option to save replays on to

the disk and the extremely annoying salesman who shouts out ‘ICE CREAM!’, at every

possible opportunity.

Never before in the AF office has so much shouting, cursing and wrenching of joysticks been

heard with such ferocity – and we get worked up over our games in these here parts.

If you’re of a faint-hearted disposition then steer well clear of this aggressive and exciting

sports game. If, on the other hand, you like the clash of metal on metal, the grunt of an

opponent as he hits the deck and the roar of the crowd as you score a goal then Speedball 2

is an absolute must. It’s one of the best sequels to appear for quite some time.’

Amiga Action: 87% - ‘Even if you weren’t

that happy with Speedball this isn’t a game

you should miss. The Bitmaps have done it

again.’

Amiga Power: 92% - ‘[Rerelease Kixx

£9.99] ‘Compatible with the A600 and A1200

for the first time, it’s football with an attitude

and a body count, and the kind of thing

programmers should come up with more

often.’

Amiga Power: 93% - ‘[CD32 £15] ‘although

in most respects it’s exactly the same as its

keyboarded cousin, the CD32 version has a

small but intensely significant alteration your

opponents are now a different colour. Taken

out of context this might sound a bit odd, but

anyone who’s played the original game can’t

help but be overjoyed that instead of having

differently coloured headbands, the

combatants (and not platers as most people

call them) are completely different colour

wise. And that’s it apart from the sampled

crowd that gets annoying really quickly and

some music that plays when you load up the

game. Other than that , it’s great. It’ violent,

it’s fun and it’s a challenge. So get it.’

The CD32 version has different colour 

outfits, this makes it easier to distinguish 

who is who, but missing the cool original 

look.

The first aid robots taking away the 

crumpled remains of your opponent is 

particularly satisfying.



This time on booting up the game, players

are treated to a gritty metallic tune by

Nation 12, that is perfectly in keeping with

the future sporting world of Speedball 2.

Then the game starts and you realise they

have taken the original game and turned

everything up to number 11. (or 12 with the

music I guess  ) … This game is simply

amazing, the graphics by Dan Malone

(using Deluxe Paint 2!!) is simply jaw

dropping. But it’s the games complexities

this time around that wins the game in the

end. This time you can mod out your

combatants to tailor your teams strengths

and weaknesses. This has a major

bearing on your play and your tactics you

will adopt.

Then you come to the game itself. The

game is less about scoring straight goals,

but instead battling over the score

multipliers at the side, and stars. Games

can be close with even getting a cheeky

two points from a bounce dome, be the

difference from winning and losing a game.

The larger arena as well makes a far more

satisfying experience as well, with you…

Nation 12 was a 

collaboration of UK talent.  

There was Tim Simenon 

from Bomb the Bass, John 

Foxx (lead singer of 

Ultravox) , Kurt Rogers, 

Shem McCauley and Simon 

Rogers. They would do the 

music for Speedball 2 and 

Gods.



able to do a pass exchange and move the

ball around ready for an attack on goal.

Of course as good as the single player

experience is, it is the two player mode

where the game truly shines. Get two

equally skilled players and the game will

become a true battle of wits and skill with

the winner and loser changing in the last

few seconds of a game often.

This is definitely a game that never gets

old and remains an all time classic. It

seems such a shame that other Speedball

sequels, never seems to successfully

capture the magic of this game.

Play this game today, you wont be

disappointed.

Scoring a goal the player will see a replay of 

your goal, meaning you can endlessly rub 

your opponents nose in it.

Passing and shooting will change height 

depending how long you press down the fire 

button. Leading to added depth, and 

embarrassing misses of open goals.



































Gods (April 1991) 
£24.95 Renegade / Dev: Bitmap Brothers
[ 9/10 – A stunning platform game, chock 
full of cool ideas & polished to perfection]

Amiga Action: 93% - ‘Only last month

Switchblade II was put at the top of our platform

league with our unanimous vote, but we didn’t

think someone would replace it as quickly as this.

Gods is without doubt the best platform game I’ve

ever played and probably the best thing the

Bitmaps have ever done, which is quite an

accomplishment considering their past products.

The graphics are as brilliant as usual and the

sound is only surpassed by the in game FX which

is really atmospheric. Whatever you are doing at

this moment stop, and get a copy of Gods. It would

be sacrilege not to.’

CU Amiga : 93% - ‘The game itself plays like a

dream, it’s not just a shoot-’em-up – there are lots

of intriguing puzzles to solve, platforms to explore

and objects to discover. Even when you complete

the game, there will always be something you’ve

missed and non two games will ever be exactly the

same. Over a years work has gone into

developing Gods and it shows. It’s not an original

game, but it’s certainly the best of its type. It

deservers to be an almighty smash hit.’

CVG : 93% - ‘a cracker of a game, and one that

carries on the Bitmap’s tradition of excellent

product. Go forth and grab this now, or the Gods

will not be too happy!

One : 93% - ‘What puts Gods on a higher plane?

At the heart of the program is a unique player

monitoring system that keeps a constant track of

just how well you are doing. If you’re extra smart

and extra quick, not only do you get bonuses, but

life gets a tad tougher. If, on the other hand,

you’re tripping over your own feet and having to

book holidays to finish levels then you’ll be

recognised as remedial and given the occasional

helping hand, like the odd energy top-up or extra

life. In addition, however you’re doing, there are

lots of hidden bonuses and rooms to discover.

There are a number of ways of getting to them – it

may be a secret switch or may just be a matter of

timing. There are enough hidden extras to ensure

Gods will surprise you, even on the second or third

time through.’

Nation 12’s haunting track Into the 

Wonderful is another awesome start to 

the game.

In the game Mark Coleman’s beautiful 

graphics really impress, seeming to 

leap from the page.

I wonder if the shopkeeper is related to 

Crispin the alien shop keeper from 

Xenon 2 ?



Amiga Format: 90% - ‘Backing up the metallic sound effects is the great theme tune, which

players of last months Coverdisk demo will already be familiar with. The graphics have

texture and atmosphere, with each level subtly evolving from the last. In fact the only

irritants are the sparsity of save game points and Herc’s occasional insistence on standing

over the edge of platforms. The wait is easily tolerated in such a quality game but the mid

air stance does make trying to judge the jumps harder than it really needs to be. You are

forced to edge out, risking a hefty fall, just so you get the best chance of leaping to the next

platform. Such mechanisms have become traditionally accepted facets of platform games,

but it is one convention the Bitmaps could have flouted. These minor gripes aside though,

Gods looks as if it is sett to join games legend. Viciously good gameplay and powerful

effects have managed to make Renegades first title an ideal debut.’

Amiga Computing: 90% - ‘All in all Gods is another

first-rate Bitmap Brothers game. All the symptoms

are there, the great sound, brilliant graphics and

outstanding gameplay.’

Amiga Power: 87% - ‘Another excellent Bitmaps

product – faultless for what it does, but wouldn’t it be

nice if they really seemed to be pushing

themselves?’

Amiga Force: 83% - ‘While it can’t compare to, say

the graphical excellence of First Samurai, or the

atmosphere of Another World, it scores highly with its

general slickness and thoughtfully designed levels.

If I had to criticise anything, it would be the excellent

Nation XII music doesn’t play throughout the game -

a pity really, as it would have added a lot.’



After Speedball 2, Gods is my

favourite Bitmap Brothers

games. It is simply gorgeous

throughout and the game has

so many hidden secrets that I

never tire of battling my way

through the game.

Interestingly when Mike

Montgomrery was asked if

Gods would ever be remade

he said that in reality it already

had been done with the God of

War games. According to

Mike, he is good friends with

the man behind the series

(David Jaffe) and he believes

Bitmaps game Gods was a big

inspiration for the Sony series,

and it would have been what

Gods would become were the

Bitmap Brothers done a

sequel.

Overall a great platform game

that charms me as much

today, as it did when I was a

kid back then. A real classic.































Magic Pockets (September 1991) 
£25.99 Renegade / Dev: Bitmap Brothers
[ 6/10 – Competent but uninspired 
platformer, becomes far too repetitive and 
dull too quickly.]

One: 93% - ‘What an absolute triumph! Once

again the Bros have managed to take a fairly

ordinary and worn game style and breathe some

new life into it. From the moment that Betty Boo

kicks in with Doin’ the Doo to set the game in

motion until the massed ranks of the cutesy (but

deadly) enemies finally put paid to your quest, this

is a riot of gameplay’

Amiga Action: 93% - ‘yep! It’s brilliant. The

graphics and sonic's are amazing and you can tell

it has been done by the same artist responsible for

Gods. And as for the sound, well Renegade have

used their links with Rhythm King to enable them

to use chart topping single ‘Doing the Do; by Betty

Boo for the main game music. Magic Pockets is

yet another corker from those clever Bitmaps, and

a great game to add to your collection.’

Getting Betty Boo – Doin’ the Do was 

a real coup for the Bitmap team, as the 

song was a top 40 chart hit.

Mark Coleman’s graphics seems out 

of place in such a cutesy platformer.

One cool mechanic is holding fire to 

produce a bigger whirl-wind can be 

used to hurl you up to higher platforms.

The Bitmap Kid can find bubble-gum 

to fly and reach higher platforms.
The end of level bike mini game is a lot of fun, 

but over far too quickly.



Amiga Format: 85% - ‘Magic Pockets has a

lot to live up to. Following on in the shoes of

Gods and Speedball 2, it makes a hefty

attempt at the grade with a solid, semi-secret

bonus system, gameplay twists and changing

weapons, all backed up with strong graphics

and excellent sound. Putting its scrolling

foibles aside though, what it does, it does

very well. What Magic Pockets does lack

thoughm is any real sense of pace.

The length of each world (five, six, seven and

eight levels per world respectively), means

that the backgrounds and monsters get

repetitive even when design doesn’t. There’s

little excitement and nothing to drag you back

in the game when the continues run out. It’s

not terminally boring, far from it, but it lacks

that real hook.

A slick package, Magic Pockets works hard

but doesn’t have that cutting edge. The

bonus system is excellent once you have

mastered it, and there are some neat traps

and humorous sprites. The elements are all

there but somehow the chemistry fails, the

gameplay reaction just doesn’t happen.

Magic Pockets is good but only good.’

CU Amiga: 85% - ‘What we have here is a

seemingly simple game superbly executed,

complex, challenging and a visual aural

delight. Above all, everything is designed to

keep you playing. The music – Betty Boo’s

hit Doin’ the Do – is brilliant. ‘Wow!’ As the

Bitmap Kid might say. A star is born.’

Amiga Power: 75% - ‘A very disappointing

second release from Renegade – not

because the game’s bad as such, but

because it should be a whole lot better. No

one is going to be loading this up for fun six

months down the line, that’s for sure.’
Is that a whirlwind in your pocket?  
Or are you just pleased to see me?

The obligatory underwater section that game 

designers seem to think we gamers like..

…and here is the snow world… because 

after the water level we all love an ice 

level right!!?



The game is certainly technically competent. But this time it shows the limitations of the

Bitmap style. Mark Coleman is a great artist, but his serious, clean and dingy style, whilst

good in games like Xenon 2 and Gods, simply looks out of place in a cutesy platformer.

Then we come on to the main hero, The Bitmap Kid. It is almost like a character an old man

would design, when asked to design the ‘coolest’ mascot ever! Baseball cap, check. Sun

glasses, check. Got to stick in a BMX somewhere, coz the kids are down with that…The end

result is one of the most fundamentally unlikeable platforming mascots ever created… I know

this came out in the 90’s but even back then the baseball cap and shades looked

embarrassing. Then we come to the gameplay itself. The actual mechanics in the game work

well and there are some genuinely cool ideas thrown into the game. Sadly these ideas are

criminally underused. Created by Sean Griffiths, who would go

on to do the Rise of the Robots game, before leaving game

design for a number of years before returning and going into

production.

My biggest gripe with this game is that there is not enough new

enemies, graphics and ideas to warrant the number of cookie

cut levels you must endure, to reach a new world. Each new

world does have a new look and enemies. But the Worlds

themselves are the epitome of unoriginal, Rock, Jungle, Water

and Ice… Yawn.

Despite all that, there is still some fun here, and its still worth a

play, just don’t expect the usual Bitmap, ‘blow your socks off’

gameplay experience.



Alison Moira Clarkson

AKA Betty Boo, would

have string of UK chart

hits from 1989 to 1991.

Her Doin’ the Do song,

From the 

Platinum 

selling debut 

album 

Boomania is 

her most 

famous 

song that 

she did.

Motormouth was a Saturday morning TV show that ran from 1988 to

1992. During this time, they did a short stint where people would

attempt to control the game over the phone by shouting directions…

Needless to say it didn’t work very well.

























Chaos Engine (April 1993)
£25.99 Renegade  
Dev: Bitmap Brothers
[ 9/10 – Amazing Gauntlet update that still 
impresses today.]

AA: 92% - ‘You’ll notice all the Bitmap trademarks –

stunning graphics, electrifying Sonics and music,

creating the most convincing and absorbing

atmospherics I have ever experienced in a game.

Superb.’

AP: 89% - ‘Superb arcade adventuring antics from the

Bitmaps, combining innovation, tried and tested ideas,

technical achievement, but most importantly, a truckload

of fun. A spectacular return to form, and an un-missable

game.’

O: 85% - ‘So, should you place your order for Chaos?

(Geddit?) There’s no doubt that it looks terrific. The

‘Steam-Punk’ graphics are wonderfully imaginative and

the frenetic rate that everything shifts at is certainly

adrenalin-pumping. Aurally it’s even better – I’d even

go as far to say that the game has the best music and

sound effects I’ve yet heard in an Amiga game.

The way the in-game tunes subtly alter to reflect where

you are in the game and the state of play is amazing

and adds to the atmosphere tremendously. Although

it’s been tried before in games like Wing Commander,

it’s never worked as well as here; you’ve really got to

hear it to believe it. The actual game’s great too, but

despite the Bitmap protestations to the contrary I’m

really not that sure that it is really much more than

Gauntlet for the 90’s.

Sure there’s a bit more thinking getting from A to B, and

many of the secret rooms and paths provide a certain

incentive to return and re-explore oft-trod areas, but the

core game task is still monster-bashing and this, no

matter how much it is polished up, can get a little

tiresome. Although it’s normally the case that two-

player games are more fun than one-player, the

opposite is true for the Chaos Engine. If one player is

lagging behind then because then because the way the

scroll works the other player is forced near the edge of

the ‘window;, meaning it is easy for nasties to appear on

top of them without warning. You could argue that both

players should stick close together, but that is not a very

natural – or exciting – way to play. The Chaos Engine

is a classy slice of guns-blazing, gritted-teeth action, but

even so it’s unlikely to convert anyone who doesn’t like

this sort of thing.’



Also known as Soldier of Fortune in

America. I adore this game, from it’s

always being 2-Player with the

computer taking the role of your

buddy, to the fantastic steam punk

setting and mutant blasting action.

Admittedly there isn’t too much new

being thrown at you as you

progress, so the game can get a

little repetitive and dull, but in short

bursts it is great fun and really needs

to be given a play.

Of all the versions I feel the CD32 is

the best version of the game as you

have the brighter pallet of the AGA

version (screenshots used) and the

second button of the CD32 pad,

which allows a dedicated and

separate special weapon button.



Did you know, that the Bitmap 

Brothers got the idea of the game, 

when reading the Steam Punk novel 

by William Gibson and Bruce 

Sterling (in fact the book is credited 

starting the steam punk genre).  The 

book is called the Difference Engine 

in which it has Charles Babbage 

kick-start the computer age in the 

Victorian age, with his analytical 

machine.  ---------------------------------

Did you know, that on the SNES 

version the Priest had to be changed 

to the Scientist, due to the Nintendo 

anti religious policy.  Also in 

America the game is known as 
Soldiers of Fortune.



< Amiga 500 & Atari ST

version is the original. The

graphics is slightly darker than

the A1200 AGA version. Still

just as good to play though.

< The Super Nintendo has a 

lovely version of the game, 

with only weaker sound to let 

it down.

< CD32 / A1200 version.  

Beautiful in every way.  Best 

version to play is the CD32 

version as you have no disk 

swapping and importantly the 

special weapon on a 

separate second button.

< The Mega Drive is a solid 

version of the game but inferior 

to the SNES version.

< Recently the game was re-

released as a HD remake.  This 

remains true to the original with 

only slightly tweaked graphics.

< The PC MSDOS version is 

pretty poor really, with 

noticeable slowdown.































Chaos Engine 2 (1996) 
£24.99 Image Works / Dev: Bitmap Brothers
[ 6/10 –A disappointing sequel being a versus shooter as opposed to a 
collaborative shooter.]

Amiga Action : 92% - ‘There is

everything you’d want from a game here.

The graphics are smooth and flowing, the

action non-stop and there is a huge

amount of playability.’

CU Amiga: 90% - ‘Yes it’s split-screen

shenanigans ahoy, as you compete

against either a second human player or

a (bloody intelligent!) CPU-controlled

opponent. And what fun! Just when you

think you’ve collected the necessary

objects, along comes Johnny Amiga, who

shoots you in the back and nicks all your

items! Of course you can do the same

back. Or if you feel particularly clever –

make use of the various power-up icons

that appear around the level. Trap doors

(anyone remember Spy Vs Spy?) turn

invisible, teleport the annoying sod all

over the shop, and even freeze him to

the spot while you kick him in!...[sic]..An

excellent game that proves the Amiga is

still capable of producing products the

‘wonder consoles’ and PC snobs will only

be able to dream of. Cool.’

Amiga Format: 85% - ‘It’s good but not

brilliant. It’s lots of fun with two players

and worth a look if you loved the first

version.’



Released in 1996, the Amiga was sadly

almost dead, with most gamers moving

over to the PC’s and consoles.

This game is quite a departure from

the original and is definitely lacking the

Bitmaps usual polish. In this game the

focus is on versus (usually collecting

stuff) before your opponent, rather than

collaborative.

This new focus doesn’t really work in

my opinion. There is too many power-

ups, making it all too random and

hectic, as opposed to genuinely skilful.

Also there isn’t enough variety to the

tasks set, so it all becomes far too

repetitive far to quickly. All in all a

disappointing game, that is probably

worth giving a miss.







BY PAUL DRISCOLL

AFTER THE AMIGA



Xenon 2000 : Project PCF 

PC Format Special (Released in 2000)

Given away free as coverdisk.  The game has the graphics of Dan Malone still, and as a 

freebie is pretty good really. The full game can be downloaded off the Bitmap Brothers website 

here.. http://www.bitmap-brothers.co.uk/downloads/games/xenon2000/index.htm

Z (pronounced Zed not Zee) (1996)

Great Dune 2 and Command & Conquer variant 

(although started development before Command 

& Conquer).  Game is available on GOG & Steam.

Speedball 2100 (2000) Has some nice ideas, but the ugly graphics and little polish made this 

game a massive disappointment for lovers of the series.

http://www.bitmap-brothers.co.uk/downloads/games/xenon2000/index.htm


Steel Soldiers - Z2 (2001)

Sequel to Z and adding a 3D viewpoint.  

Game can be bought on Steam.

World War 2 – Frontline Command (2001)

Another 3D real-time strategy game.

Speedball 2 

Tournament (2007)

Not a Bitmap game 

but was given the ok 

by Mike Motgomery.  

The game was a 

disappointing glitch 

mess.  A shame as 

the graphics were 

stunning.



Speedball 2 HD (2013)

A Speedball game led by 

Jon Hare (Sensible 

Software and man behind 

Sensible Soccer) should 

have been the best game 

of all time.  It wasn’t, 

although on reflection (and 

bug fixes) not as bad as I 

remember it.   

On playing it for the book 

this week I found that once 

you get over the shock of 

the functional cartoon 

graphics, the game isn’t 

too bad. Actually it does 

even have some nice 

ideas of its own over the 

Speedball 2 original.  I 

would love to see a Dan 

Malone Graphics edition of 

this, as I think it would 

prove a much better 

experience.





BY PAUL DRISCOLL

THE BROTHERS



Main Games

Scaletrix (1986), Leisure Games (Programmer)

Computer Scrabble De Luxe (1987), Leisure Genius

Cluedo (C64, Amstrad) - Programmer

Scrabble (C64, BBC, Spectrum, Mac, Amstrad, PCW, Thomson) -

Programmer

Monopoly (Amstrad, PCW, Thomson) - Programmer

Mastermind (C64, Amstrad, Thomson) - Programmer

Dan Dare (C64) - Programmer

Karate (C64, Sinclair QL,  Amiga) – Programmer

Xenon (Amiga, ST, C64) - Programmer/ Partner

Speedball (Amiga, ST ) - Programmer/ Partner

Xenon 2 (Amiga, ST, PC, Megadrive, SNES) - Programmer/ 

Partner

Cadaver (Amiga, ST, PC) - Programmer/ Partner

Speedball 2 (Amiga, ST, PC, Megadrive, SNES) - Programmer/ 

Partner

Cadaver: The Payoff (Amiga, ST, PC) - Programmer/ Partner

Gods (Amiga, ST, PC, Megadrive, SNES) - Programmer/ Partner

Magic Pockets (Amiga, ST, PC) - Programmer/ Partner

Chaos Engine (Amiga, PC) - Programmer/ Partner

Chaos Engine 2 (Amiga) - Programmer/ Partner

Z (PC, PlayStation, Saturn, Mac) - Programmer/ Partner

Speedball 2100 (PSX) - Programmer/ MD

Z: Steel Soldiers (PC) - Programmer/ MD

Xenon 2000: Project PCF (2000), Bitmap Brothers, The

Z: Steel Soldiers (2001), Eon Digital Entertainment

World War II: Frontline Command (2003), Deep Silver

Cannon Fodder (2004), Kuju Wireless Publishing

Kill.switch (2004), Hip Interactive Corp.

Sensible Soccer: European Champions: 92/93 Edition (2005),

Kuju Wireless Publishing

Taito Legends (2005), Xplosiv

Star Wars: Empire at War - Forces of Corruption (2006),

LucasArts

Speedball 2: Tournament (2007), FIP Publishing GmbH

SBK: Superbike World Championship (2008), Black Bean Games

Speedball 2HD (2013)

Mike Montgomery

Mike in 2007

Mike in 1989

Although not credited, it was 

Mike who actually wrote 
Scalextric for the Spectrum. 

Scrabble Deluxe looks a lot 

uglier than Steve Kelly’s 
original Scrabble game. 

Mike is one of the founding trio of the Bitmap Brothers and 

although initially acted as a engine coder, he became acting 

Manager of the Bitmap Brothers crew.  His core engine code 
was reutilised in almost all the Bitmap Brother games.

Amiga Karate was a pretty

dire game, if truth be told.

Although it was a lot more

impressive on the original
Sinclair QL machine.



Main Games

Backgammon (1983), Sinclair Research Ltd. [Prog]

Chequered Flag (1983), Sinclair Research Ltd. [Prog]

Computer Scrabble (1983), Sinclair Research Ltd. [Prog]

Match Point (1984), Sinclair Research Ltd. [Prog]

Magic (1985), Macmillan Software Ltd [Prog]

Karate or QL Karate(1985), Eldersoft [Prog]

ST Karate (1987), Paradox (Eldersoft) [Prog]

Amiga Karate (1987), Paradox (Eldersoft) [Prog]

Xenon (1988) [Design / Prog]

Speedball (1988) [Design / [Design / Prog]

Cadaver (1990), Image Works [Prog]

Speedball 2: Brutal Deluxe (1990), Image Works [Prog]

Flight of the Amazon Queen (1995), Renegade Software 

[Playtester]

The Chaos Engine 2 (1996), Renegade Software [Prog]

Steel Soldiers (2001), Eon Digital Entertainment [Prog]

The Novelist (2013), Orthogonal Games, LLC [Playtester]

Steve Kelly

Steve in 1991

He was already heralded as a programming God way 

back on the Spectrum days, doing the amazing a 

series of early Spectrum hits for Sinclair Research 

such as Chequered flag and Computer Scrabble. 

Steve would continue to impress o the Amiga, by 

helping code thought impossible on the Atari ST and 
Amiga.

Steve’s early 

Spectrum 

games were 

mightily 
impressive. 



Main Games

Karate (1985), Eidersoft

ST Karate (1987), Paradox (Eldersoft) [Graphics]

Amiga Karate (1987), Paradox (Eldersoft) [Graphics]

Xenon (1988) 

Speedball (1988)

Cadaver (1990), Image Works

Speedball 2: Brutal Deluxe (1990), Image Works

Gods (1991), Renegade Software

Chaos Engine or Soldiers of Fortune (1993), Renegade Software

Flight of the Amazon Queen (1995), Renegade Software [Play Tester]

Z (1996), Renegade Software

Z and Z Expansion Kit (1998), GT Interactive Software Corp.

Steel Soldiers (2001), Eon Digital Ent.

EyeToy: Groove (2003), SCEE.

EyeToy: Play (2003), SCEE.

Hardware: Online Arena (2003), SCEE.

EyeToy: Play 2 (2004), SCEE.

SingStar (2004), SCEE.

SingStar Party (2004), SCEE.

EyeToy: Kinetic (2005), SCEE.

EyeToy: Play 3 (2005), SCEE.

SingStar '80s (2005), SCEE.

Eric Matthews

Eric in 1990

He last of the original trio that made the original Bitmap Brothers.  

Eric was always the cool one wearing the shades in the photos.  

An impressive game designer, Eric has gone on to work for SCEE 

to be Designer on such games as 24 the game, Singstar and Eye 
Toy games.

24: The Game (2006), 2K Games, Inc.

SingStar Anthems (2006), SCEE.

Heavenly Sword (2007), SCEA.

LittleBigPlanet (2008), SCEA.

SingStar ABBA (2008), SCEE.

Fat Princess (2009), SCEA.

Rag Doll Kung Fu: Fists of Plastic (2009), SCEE.

Dead Nation (2010), SCEA. QA Manager]

inFAMOUS 2 (2011), SCEA. . [QA MAnager]

inFAMOUS: Festival of Blood (2011) , SCEA. [QA MAnager]

Killzone 3 (2011), SCEI [QA Manager]

Resistance 3 (2011), SCEA. QA Manager]

LittleBigPlanet 3 (2014), SCEA. [QA Manager]

Tearaway: Unfolded (2015), SCEE.

Until Dawn (2015), SCEI



Main Games

Speedball (1988), Image Works

Interphase (1989), Image Works

Xenon 2: Megablast (1989), Image Works

Gods (1991), Renegade Software

Magic Pockets (1991), Renegade Software

Z (1996), Renegade Software

Z and Z Expansion Kit (1998), GT Interactive Software 

Corp.

Xenon 2000: Project PCF (2000), Bitmap Brothers, The

Steel Soldiers (2001), Eon Digital Entertainment

Medal of Honor: Rising Sun (2003), Electronic Arts, Inc. 

[Associate Development Director]

World War II: Frontline Command (2003), Deep Silver

kill.switch (2004), Hip Interactive Corp.

The Sims 2 (2005), EA Mobile, Maxis Software Inc. 

[Studio Operations].

Double Dragon (2007), Empire Interactive 

Entertainment

Pipe Mania (2008), Empire Interactive Europe Ltd.

Infinite Crisis (2015), Warner Bros. Interactive 

Entertainment Inc. [Director of Digital Analytics]

Mark Coleman

Steve in 1989

From the Bitmaps second game Speedball.  Mark 

Coleman’s clean, detailed, graphics would become 

the hall mark for most of the future Bitmap Brother 
games.

Mark is also credited with doing 

additional art for the Double 
Dragon on the 360 & PS3.

Mark did additional graphics for 
Pipemania on the PS2.

He also drew the ship console 
for the game Interrphase.

Marks graphics in Z also impresses.  Making Z, one of the 
prettier early Real Time strategy games.



Main Games

Sacred Armour of Antiriad, The (1985), Palace Software [Spectrum)

Super Thief (Never Released), Palace Software [Spectrum)

Cadaver (1990), Image Works

Speedball 2: Brutal Deluxe (1990), Konami (America), Inc.

Chaos Engine or Soldiers of Fortune (1993), Renegade Software

The Chaos Engine 2 (1996), Renegade Software

Z (1996), Renegade Software

Constructor (1997), Acclaim Entertainment, Inc.

Z and Z Expansion Kit (1998), GT Interactive Software Corp.

Harry Potter and the Chamber of Secrets (2002), Electronic Arts, Inc.

SSX Blur (2007), Electronic Arts, Inc.

Brain Voyage (2008), Eidos, Inc.

Broken Sword: Shadow of the Templars - The Director's Cut (2009), Ubisoft Entertainment SA

Tropical Stormfront (2011), Noble Master LLC [Art Portraits]

Dan Malone

Dan in 1991

Dan’s amazing 3D metallic art-style was amazing, and was a critical to the 

brilliance of both Speedball 2 and the Chaos Engine games.  I find it such a 
shame that the gaming industry haven’t utilized him more over the years.



Steve Tall

Main Games

Buffalo Bill Cody's Wild West Show, (1989), Tynesoft

Circus Games, (1988), Tynesoft

Beverly Hills Cop (1990), Tynesoft

Gods (1991), Renegade Software

Command & Conquer: Red Alert (1996), Virgin Interactive 

Entertainment (Europe) Ltd.

Z (1996), Renegade Software

Command & Conquer: Red Alert - Counterstrike (1997), 

Virgin Interactive Entertainment (Europe) Ltd.

Dune 2000 (1998), Electronic Arts, Inc. [helped with Audio]

Z and Z Expansion Kit (1998), GT Interactive Software Corp.

Command & Conquer: Tiberian Sun (1999), Electronic Arts, Inc.

Command & Conquer: Red Alert 2 (2000), Electronic Arts, Inc.

Command & Conquer: Tiberian Sun - Firestorm (2000), Electronic Arts, Inc.

Command & Conquer: Yuri's Revenge (2001), Electronic Arts, Inc.

Command & Conquer: Renegade (2002), Electronic Arts, Inc.

Earth & Beyond (2002), Electronic Arts, Inc.

Star Wars: Empire at War (2006), LucasArts

Star Wars: Empire at War - Forces of Corruption (2006), LucasArts [Studio]

Universe at War: Earth Assault (2007), SEGA of America, Inc.

Panzer General: Allied Assault (2009), Ubisoft Entertainment SA [Studio]

Command & Conquer: Red Alert 2 (Collector's Edition) (2000), Electronic Arts

Command & Conquer: Tiberian Sun (Platinum Edition) (1999), Electronic Arts

Command & Conquer (Special Gold Edition) (1997), Virgin.

Steve in 1991

Steve would help in the Design of the Bitmap Brothers game Gods.  But it 

was his work on Z, that he really pushed the boundaries.  Inspired by 

Westwood's Dune 2 game, Z would hit delays and end up being released 

after Westwood's own follow on to Dune 2 Command & Conquer.  Steve 

Tall impressed the Westwood team though, and he joined Westwood to 

work on all their Command & Conquer games since Red Alert.  Steve has 
now become rather a RTS specialist.



Robert Trevellyan

Main Games

Speedball 2: Brutal Deluxe (1990), Image Works [Coder]

Gods (1992), Mindscape, Inc. [Code Conversion]]

Chaos Engine or Soldiers of Fortune (1993), Renegade Software [Code Conversion]

Sensible Soccer '98 (1997), GT Interactive Software Europe Ltd. [Video Compression code]

Sensible Soccer '98: European Club Edition (1998), GT Interactive Software Corp. [Video 

Compression code]

Saban's Power Rangers: Time Force (2001), THQ Inc.

Spider-Man: Mysterio's Menace (2001), Activision Publishing, Inc.

Tony Hawk's Pro Skater 2 (2001), Activision Publishing, Inc.

Crash Bandicoot: The Huge Adventure (2002), Universal Interactive Inc.

Bruce Lee: Return of the Legend (2003), Vivendi Universal Games, Inc.

Disney•Pixar Finding Nemo (2003), THQ Inc.

Disney's Brother Bear (2003), Disney Interactive, Inc.

Disney's The Lion King 1 ½ (2003), THQ Inc.

X2: Wolverine's Revenge (2003), Activision Publishing, Inc.

Crash Bandicoot Purple: Ripto's Rampage (2004), Vivendi Universal Games, Inc.

Shrek 2: Beg for Mercy! (2004), Activision Publishing, Inc.

Spyro Orange: The Cortex Conspiracy (2004), Vivendi Universal Games, Inc.

Madagascar (2005), Activision Publishing, Inc.

Madagascar: Operation Penguin (2005), Activision Publishing, Inc.

Ultimate Spider-Man (2005), Activision Publishing, Inc.

Over the Hedge (2006), Activision Publishing, Inc.

Over the Hedge: Hammy Goes Nuts! (2006), Activision Publishing, Inc.

Robert  in 1991

Robert would mostly be known as the coder for Speedball 2.  He has 

since gone on to do coding for a stack of Disney and licensed games 
for Activision on the Gameboy Advance.



Graeme Boxall

Main Games

Teenage Mutant Hero Turtles (1990), Daisysoft, Image Works

Cadaver (1990), Image Works [Game Co-ordinator]

Falcon Operation: Firefight (1990), Spectrum Holobyte, Inc.

Speedball 2: Brutal Deluxe (1990), Image Works [Co Designer & Producer]

Killing Cloud (1991), Image Works, Konami, Inc. [Producer]

Sensible Soccer: European Champions: 92/93 Edition (1993), Sensible Software [Producer]

Chaos Engine or  Soldiers of Fortune (1993), Renegade Software [Producer]

Fire & Ice (1994), Renegade Software [Producer]

International Sensible Soccer (1994), Renegade Software [Producer]

Ruff 'n' Tumble (1994), Renegade Software

Flight of the Amazon Queen (1995), Renegade Software [Producer]

Creatures (1996), Warner Interactive Entertainment Ltd. [Producer]

Z (1996), Renegade Software [Producer]

Duke Nukem 3D (1997), GT Interactive Software Corp. [Producer]

Duke Nukem 64 (1997), GT Interactive Software Europe Ltd. [Producer]

Sensible Soccer '98 (1997), GT Interactive Software Europe Ltd. [Producer]

Trash It (1997), GT Interactive Software Corp. [Producer]

Invasion from Beyond (1998), GT Interactive Software Europe Ltd. [Producer]

Jeff Wayne's The War of the Worlds (1998), GT Interactive Software Corp. [Producer]

Oddworld: Abe's Exoddus (1998), GT Interactive Software Corp. [Producer]

Powerslide (1998), GT Interactive Software Corp. [Producer]

Sensible Soccer '98: European Club Edition (1998), GT Interactive Software Corp. [Producer]

Graeme Boxall today

I managed to track down Graeme on twitter (@uncomplex)   and 

I am still trying to see if he will be interested in doing an 

interview… But he did say…  “I worked at Mirrosoft and worked 

on Speedball 2 and Cadavaer initially. Then in September 91 

joined the Bitmaps and then went on to work for Renegade 

where I worked with Graftgold, Sensible etc ”



Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Producer]

40 Winks (1999), GT Interactive Software Corp.

Discworld Noir (1999), GT Interactive Software Europe Ltd.

Driver (1999), GT Interactive Software Corp.

Duke Nukem: Zer:0 H:0ur (1999), GT Interactive Software Corp.

Imperium Galactica II: Alliances (1999), CD Galaxis Kft.

Airfix: Dogfighter (2000), Eon Digital Entertainment

Driver (2000), Infogrames, Inc.

Ka-52 Team Alligator (2000), GT Interactive Software Corp.

Dexter's Laboratory: Mandark's Lab? (2001), BAM! Entertainment, Inc.

Steel Soldiers (2001), Eon Digital Entertainment [Producer]

CT Special Forces: Back in the Trenches (2003), Light & Shadow Production

Rebels Prison Escape (2003), Hip Interactive Corp.

World War II: Frontline Command (2003), Deep Silver [Producer]

Garfield (2004), Hip Games

kill.switch (2004), Hip Interactive Corp.

Marine Heavy Gunner: Vietnam (2004), Groove Games

Marine Sharpshooter II: Jungle Warfare (2004), Groove Games

Pac-Man World 2 (2004), Hip Interactive Europe

Sitting Ducks (2004), Hip Interactive Corp.

Pariah (2005), Groove Games

Special Forces: Nemesis Strike (2005), Hip Games

Stolen (2005), Hip Games

Rugby Challenge 2006 (2006), Hip Interactive Europe, Ubisoft Entertainment SA

Action Man: A.T.O.M. - Alpha Teens On Machines (2007), Blast Entertainment Ltd.

Charlotte's Web (2007), Blast Entertainment Ltd.

Little Britain: The Video Game (2007), Blast Entertainment Ltd.

The Water Horse: Legend of the Deep (2008), Blast Entertainment Ltd.

Mr Bean's Wacky World (2009), Blast Entertainment Ltd.



Sean Griffiths

Main Games

Snoopy: The Cool Computer Game (1989), Edge, The [Design / Programming]

Cadaver (1990), Image Works [Programming]

Magic Pockets (1991), Renegade Software [Design / Programming]

Rise of the Robots (1994), Time Warner Interactive, Inc. [Design]

Rise of the Robots: The Director's Cut (1994), Time Warner Interactive Ltd. [Design]

Ace Lightning (2003), BBC Worldwide Ltd. [Production]

Colin McRae Rally 04 (2004), Codemasters [Production]

Colin McRae Rally 2005 (2004), Codemasters [Design]

Perimeter (2004), Codemasters [Production]

The Polar Express (2004), THQ Inc. [QA Play Testing]

Worms 4: Mayhem (2005), Codemasters [Production]

Brian Lara International Cricket 2007 (2007), Codemasters [Production]

Dick Marcinko: Rogue Warrior (2009), ZeniMax Europe Ltd. [Production]

Shellshock 2: Blood Trails (2009), ND GAMES [Production]

Aliens vs Predator (2010), SEGA Europe Ltd. [Production]

Sean  in 1991

Sean has certainly been involved in such interesting 

games in his career.  Starting out with the brilliant 

Snoopy game for Edge, he would then join the Bitmap 

team and help on Cadaver and design The game Magic 

Pockets for them.  Next he would go on to design Rise of 

the Robots (that heavily advertised and infamous title) 

before moving into production roles for Codemasters and 
later SEGA.



Steven Cargill

Main Games

Sir Lancelot (1984), Melbourne House

Fighting Warrior (1985), Melbourne House

Shao-Lin’s Road (1986),  Edge The

Garfield: Big, Fat, Hairy Deal (1988), Edge, The

Garfield: A Winters Tale (1989), Edge, The

Chaos Engine or  Soldiers of Fortune (1993), Renegade

The Chaos Engine 2 (1996), Renegade Software

Z (1996), Renegade Software

Z and Z Expansion Kit (1998), GT Interactive Software Corp.

World War II: Frontline Command (2003), Deep Silver

Steven in 1984

A talented code, Steve would first make a name for himself on the 

Spectrum with top titles as Sir Lancelot and the brilliant Garfield : 

Big Fat Hairy Deal games.   Over at Bitmap Steve would continue 

to impress, doing the pricnciple coding for the Chaos Engine 
games.  He would also assist on the game Z.



Simon Knight

Main Games

Interphase (1989), Assembly Line, Image Works [Story & Design] Chaos Engine or Soldiers of 

Fortune (1993), Renegade Software [Design] 

Flight of the Amazon Queen (1995), Renegade Software [Play Tester]

The Chaos Engine 2 (1996), Renegade Software [Game Design]

Z (1996), Renegade Software [Additional Design]

Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Additional Design]

Perhaps best known for his involvement with the Chaos Engine games, giving initial 

inspiration for the games style when he read the Steam Punk novel by William Gibson and 

Bruce Sterling (in fact the book is credited starting the steam punk genre).  The book is called 

the Difference Engine and in which it has Charles Babbage kick-start the computer age in the 
Victorian age, with his analytical machine.



David Whittaker

David in 2000

Born 24 April 1957 in Bury, England. He is one of the most 

prolific music writers in the game industry.  David acting as 

a work for hire, has a back catalogue of game titles he has 

done music for that will make your jaw drop across a wide 
range of formats.  



Main Games

Humphrey (1983), Mr. Micro Ltd.

Mayhem (1983), Commodore Business 

Machines (UK) Ltd.

Punchy (1983), Mr. Micro Ltd.

Star Wars (1983), Parker Brothers

Lazy Jones (1984), Terminal Software

BMX Simulator (1986), Codemasters

Danger Zone (1986), Codemasters

Software Company Limited, The

Ghosts 'N Goblins (1986), Elite Systems 

Ltd.

Glider Rider (1986), Quicksilva Ltd.

'g'man (1986), Codemasters Software 

Company Limited, The

Jail Break (1986), Konami UK Ltd.

Knight Games (1986), Mastertronic, Inc.

Knight Tyme (1986), Mastertronic Ltd.

Sanxion (1986), Thalamus Ltd

Split Personalities (1986), Domark Ltd.

Storm (1986), Mastertronic Ltd.

Street Surfer (1986), Entertainment USA

Terra Cognita (1986), Codemasters

Software Company Limited, The

Vampire (1986), Dinamic Software

Zub (1986), Mastertronic Ltd.

Amaurote (1987), Mastertronic Ltd.

Army Moves (1987), Imagine

ATV Simulator (1987), Codemasters

Software Company Limited, The

Blazer (1987), Nexus Software

Bubble Bobble (1987), Firebird Software 

Ltd.

Contra (1987), Erbe Software, S.A.

Destructo (1987), Mastertronic Ltd.

Enduro Racer (1987), Activision, Inc.

Feud (1987), Mastertronic Ltd.

Fruit Machine Simulator (1987), 

Codemasters

Grand Prix Simulator (1987), Codemasters

Software Company Limited, The

Grange Hill (1987), Argus Press Software 

Ltd.

James Bond 007 in The Living Daylights: 

The Computer Game (1987), Domark Ltd.

Kikstart 2 (1987), Mastertronic Ltd.

Leviathan (1987), English Software Company, 

The

Ninja (1987), Mastertronic Ltd.

Panther (1987), Mastertronic Ltd.

Rampage (1987), Activision, Inc.

Spore (1987), Bulldog Software

Star Trek: The Rebel Universe (1987), Firebird 

Software Ltd.

Stormbringer (1987), Mastertronic Ltd.

Super G-Man (1987), Codemasters Software 

Company Limited, The

Super Robin Hood (1987), Codemasters

Transmuter (1987), Codemasters Software 

Company Limited, The

4 Soccer Simulators (1988), Codemasters

Software Company Limited, The

Alien Syndrome (1988), ACE

Beyond the Ice Palace (1988), Elite Systems 

Ltd.

Carrier Command (1988), Rainbird Software

Chrono Quest (1988), Psygnosis Limited

Circus Games (1988), Tynesoft Computer 

Software

Dizzy: The Ultimate Cartoon Adventure (1988), 

Codemasters Software Company Limited, The

Fright Night (1988), MicroDeal Ltd.

Garfield: Big, Fat, Hairy Deal (1988), Edge, 

The

Goldrunner II (1988), MicroDeal Ltd.

International Rugby Simulator (1988), 

Codemasters

International Speedway (1988), Silverbird

Software Ltd.

Leatherneck (1988), MicroDeal Ltd.

Menace (1988), Psygnosis Limited

Obliterator (1988), Psygnosis Limited

OutRun (1988), Mindscape, Inc.

Pandora (1988), Firebird Software Ltd.

Platoon (1988), Ocean Software Ltd.

Quadralien (1988), Logotron Ltd

Return to Genesis (1988), Firebird Software 

Ltd.

Revenge of Defender (1988), Logotron Ltd

The Sentry (1988), Firebird Software Ltd.



Speedball (1988), Image Works

Spitting Image: The Computer Game (1988), 

Domark Ltd.

Star Wars: The Empire Strikes Back (1988), 

Domark Ltd.

Super Stuntman (1988), Codemasters Software 

Company Limited, The

Tetris (1988), Infogrames Multimedia SA

Treasure Island Dizzy (1988), Codemasters

War Cars Construction Set (1988), Firebird 

Software Ltd.

Xenon (1988), Melbourne House

007: Licence to Kill (1989), Domark Ltd.

1st Person Pinball (1989), Tynesoft Computer 

Software

APB (1989), Domark Ltd.

Arcade Flight Simulator (1989), Codemasters

Archipelagos (1989), Logotron Ltd

Bad Company (1989), Logotron Entertainment

Ballistix (1989), Psyclapse

Blood Money (1989), Psygnosis Limited

BMX Freestyle (1989), Codemasters

Custodian (1989), Hewson Consultants Ltd.

Dogs of War (1989), Elite Systems Ltd.

Eye of Horus (1989), FanFare

Fantasy World Dizzy (1989), Codemasters

Software Company Limited, The

Fast Food (1989), Codemasters Software 

Company Limited, The

Ghostbusters II (1989), Activision, Inc.

Gilbert: Escape from Drill (1989), Again Again

Icarus (1989), Psyclapse

Mayday Squad (1989), Tynesoft Computer 

Software

Millennium: Return to Earth (1989), Electric 

Dreams Software

Monte Carlo Casino (1989), Codemasters

Software Company Limited, The

Moto X Simulator (1989), International Business 

SA

Nitro Boost Challenge (1989), Codemasters

Software Company Limited, The

Pub Trivia Simulator (1989), Codemasters

Shadow of the Beast (1989), Psygnosis Limited

Snoopy: The Cool Computer Game (1989), 

Edge, The

Superman: The Man of Steel (1989), Tynesoft

Computer Software

Toobin' (1989), Domark Ltd.

Verminator (1989), Rainbird Software

Wonder Boy in Monster Land (1989), Activision, 

Inc.

Xenon 2: Megablast (1989), Image Works

Back to the Future Part II (1990), Image Works

Chase H.Q. (1990), Taito Corporation

Chip's Challenge (1990), U.S. Gold Ltd.

Cloud Kingdoms (1990), Millennium Interactive 

Ltd.

Dan Dare III: The Escape (1990), Virgin 

Mastertronic Ltd.

Days of Thunder (1990), Mindscape 

International Ltd.

Emlyn Hughes Arcade Quiz (1990), Audiogenic

Software Ltd.

Emlyn Hughes International Soccer (1990), 

Audiogenic Software Ltd.

Fire and Brimstone (1990), Firebird Software 

Ltd., MicroProse Ltd.

Fruit Machine Simulator 2 (1990), Codemasters

Golden Axe (1990), Virgin Mastertronic Ltd.

The Gold of the Aztecs (1990), U.S. Gold Ltd.

Helter Skelter (1990), Audiogenic Software Ltd.

International Soccer Challenge (1990), 

MicroStyle

Jupiter's Masterdrive (1990), Ubi Soft 

Entertainment Software

Kid Gloves (1990), Millennium Interactive Ltd.

Loopz (1990), Mindscape, Inc.

Overlord (1990), Virgin Mastertronic Ltd.

Renaissance (1990), Impressions

SimCity (1990), Infogrames Europe SA

Snow Strike (1990), Epyx, Inc.

Total Recall (1990), Ocean Software Ltd.

Wrath of the Demon (1990), ReadySoft

Incorporated

Zombi (1990), Ubi Soft Entertainment Software

Elite (1991), Imagineer Co., Ltd.

Exterminator (1991), Audiogenic Software Ltd.

Faceball 2000 (1991), Bullet-Proof Software, 

Inc.

Gazza II (1991), Empire Software

Gazza II (1991), Empire Software

Robin Hood: Prince of Thieves (1991), Virgin 

Games, Inc.

R-Type (1991), Irem Corp.

Supaplex (1991), Digital Integration Ltd.

T2: Terminator 2 - Judgment Day (1991), LJN, 

Ltd.

Tower Toppler (1991), Triffix Entertainment Inc.

World Class Rugby (1991), Audiogenic

Software Ltd.

Wreckers (1991), Audiogenic Software Ltd.



ATAC: The Secret War Against Drugs (1992), 

MicroProse Software, Inc.

AV-8B Harrier Assault (1992), Domark Software 

Ltd.

Birds of Prey (1992), Electronic Arts, Inc.

Buffalo Bill's Wild West Show (1992),

Dream TV (1992), Triffix Entertainment Inc.

Epic (1992), Ocean Software Ltd.

Fire Force (1992), International Computer 

Entertainment Ltd.

Firepower 2000 (1992), Sun Corporation of 

America

Gods (1992), Mindscape, Inc.

Krusty's Fun House (1992), Acclaim 

Entertainment, Inc.

Race Drivin' (1992), Domark Software Ltd.

R-Type II (1992), Irem Corp.

Speedball 2: Brutal Deluxe (1992), Virgin 

Games, Ltd.

Spider-Man: Return of the Sinister Six (1992), 

Acclaim Entertainment Ltd.

Tip Off (1992), Imagineer Co., Ltd.

Alfred Chicken (1993), Mindscape International 

Ltd.

Alien³ (1993), LJN, Ltd.

Allan Border's Cricket (1993), Audiogenic

Software Ltd.

Battle Cars (1993), Namco Hometek Inc.

Body Blows (1993), Team17 Software Limited

F-117 Night Storm (1993), Electronic Arts, Inc.

Gunship 2000 (1993), MicroProse Software, 

Inc.

The Lawnmower Man (1993), THQ Inc.

Lemmings 2: The Tribes (1993), Psygnosis 

Limited

Riddick Bowe Boxing (1993), Extreme 

Entertainment Group, Inc.

Tornado (1993), Spectrum Holobyte, Inc.

Chavez (1994), American Softworks

Corporation

Disney's The Lion King (1994), Virgin Interactive 

Entertainment (Europe) Ltd.

Michael Jordan: Chaos in the Windy City 

(1994), Electronic Arts, Inc.

MLBPA Baseball (1994), Electronic Arts, Inc.

NBA Showdown (1994), Electronic Arts, Inc.

PGA Tour Golf III (1994), Electronic Arts, Inc.

Sesame Street: Counting Cafe (1994), 

Electronic Arts, Inc.

Shaq Fu (1994), Electronic Arts, Inc.

Battle for the Ashes (1995), Audiogenic
Software Ltd.

Elitserien 96 (1995), Electronic Arts, Inc.

NHL 96 (1995), Electronic Arts, Inc.

PGA Tour 96 (1995), Electronic Arts, Inc.

Fire Fight (1996), Electronic Arts, Inc.

Jane's Combat Simulations: U.S. Navy Fighters 

'97 (1996), Electronic Arts, Inc.

The Lost Files of Sherlock Holmes: Case of the 

Rose Tattoo (1996), Electronic Arts, Inc.

NHL 97 (1996), Electronic Arts Ltd.

Road Rash (1996), Electronic Arts, Inc.

Wing Commander III: Heart of the Tiger (1996), 

Electronic Arts, Inc.

Doctor Who: Destiny of the Doctors (1997), 

BBC Multimedia

Madden Football 64 (1997), Electronic Arts, Inc.

Madden NFL 98 (1997), Electronic Arts, Inc.

Madden NFL 98 (1997), Electronic Arts, Inc.

NCAA Football 98 (1997), Electronic Arts, Inc.

NHL 98 (1997), Electronic Arts, Inc.

Nuclear Strike (1997), Electronic Arts, Inc.

Soviet Strike (1997), Electronic Arts, Inc.

Jane's Combat Simulations: Fleet Command 

(1998), Electronic Arts, Inc.

Madden NFL 99 (1998), Electronic Arts, Inc.

March Madness '98 (1998), Electronic Arts, Inc.

NCAA Football 99 (1998), Electronic Arts, Inc.

007: Tomorrow Never Dies (1999), Electronic 

Arts, Inc., MGM Interactive

Chase H.Q.: Secret Police (1999), Metro3D, 

Inc.

Jane's Combat Simulations: USAF (1999), 

Electronic Arts, Inc.

Knockout Kings 2000 (1999), Electronic Arts, 

Inc.

Madden NFL 2000 (1999), Electronic Arts, Inc.

R-Type DX (1999), Nintendo of America Inc.

Sim Theme Park (1999), Electronic Arts, Inc.

007: The World is Not Enough (2000), 

Electronic Arts, Inc.

007: The World is Not Enough (2000), 

Electronic Arts Ltd.

Jane's Combat Simulations: F/A-18 Simulator 

(2000), Electronic Arts, Inc.

Madden NFL 2001 (2000), Electronic Arts, Inc.

NASCAR 2001 (2000), Electronic Arts, Inc.

Supercross (2000), Electronic Arts, Inc.

Tiger Woods PGA Tour 2001 (2000), Electronic 

Arts, Inc.

Adventure Pinball: Forgotten Island (2001), 

Electronic Arts, Inc.

Knockout Kings 2001 (2001), Electronic Arts, 

Inc.



Rumble Racing (2001), Electronic Arts, Inc.

SimCoaster (2001), Electronic Arts, Inc.

Sub Command: Akula Seawolf 688(2001), Electronic Arts, Inc.

Cel Damage (2002), Electronic Arts, Inc.

Medal of Honor: Allied Assault (2002), Electronic Arts, Inc.

The Chronicles of Narnia: The Lion, the Witch and the Wardrobe (2005), Buena Vista 

Games, Inc.

LEGO Star Wars: The Video Game (2005), Eidos Interactive, Inc., Giant Interactive 

Entertainment, Ltd.

Bionicle Heroes (2006), Eidos, Inc.

LEGO Star Wars II: The Original Trilogy (2006), LucasArts, Tt Games Publishing Ltd.

Chaffinch Challenge (2007),

Transformers: The Game (2007), Activision Publishing, Inc.

The Chronicles of Narnia: Prince Caspian (2008), Disney Interactive Studios, Inc.

LEGO Batman: The Videogame (2008), Tt Games Publishing Ltd., Warner Bros. Interactive 

Entertainment Inc.

LEGO Indiana Jones: The Original Adventures (2008), LucasArts, Tt Games Publishing Ltd.

LEGO Indiana Jones 2: The Adventure Continues (2009), LucasArts, Tt Games Publishing 

Ltd.

LEGO Harry Potter: Years 1-4 (2010), Warner Bros. Interactive Entertainment Inc.

L.A. Noire (2011), Rockstar Games, Inc.

L.A. Noire: The Complete Edition (2011), Rockstar Games, Inc.

LEGO Harry Potter: Years 5-7 (2011), Warner Bros. Interactive Entertainment Inc.

LEGO Pirates of the Caribbean: The Video Game (2011), Disney Interactive Studios, Inc.

LEGO Batman 2: DC Super Heroes (2012), Warner Bros. Interactive Entertainment Inc.

LEGO The Lord of the Rings (2012), Warner Bros. Interactive Entertainment Inc.

LEGO Marvel Super Heroes (2013), Warner Bros. Interactive Entertainment Inc.

Final Fantasy XIII-2 (2014), Square Enix Co., Ltd.

LEGO The Hobbit (2014), Warner Bros. Interactive Entertainment Inc.

XenobladeX (2015), Nintendo Co., Ltd.



Richard Joseph

Main Games

Cauldron II: The Pumpkin Strikes Back (1986), Palace Software, Ltd.

Rad Warrior (1986), Palace Software, Ltd.

Death Sword (1987), Palace Software, Ltd.

Stifflip & Co. (1987), Palace Software, Ltd.

Rimrunner (1988), Palace Software, Ltd.

Wicked (1989), Electric Dreams Software

Cadaver (1990), Image Works

International 3D Tennis (1990), Palace Software, Ltd.

James Pond: Underwater Agent (1990), Millennium Interactive Ltd.

Speedball 2: Brutal Deluxe (1990), Konami (America), Inc.

The Adventures of Robin Hood (1991), Millennium Interactive Ltd.

Demoniak (1991), Palace Software, Ltd.

Gods (1991), Renegade Software

James Pond 2: Codename: RoboCod (1991), Electronic Arts, Inc.

Knightmare (1991), Mindscape International Ltd.

Magic Pockets (1991), Renegade Software

Mega lo Mania (1991), Image Works

Moonshine Racers (1991), Millennium Interactive Ltd.

Moonstone: A Hard Days Knight (1991), Mindscape International Ltd.

Stormball (1991), Millennium Interactive Ltd.

Championship Soccer '94 (1992), Renegade Software

Cyber Empires (1992), Strategic Simulations, Inc.

Daughter of Serpents (1992), Millennium Interactive Ltd.

Global Effect (1992), Millennium Interactive Ltd.

Lure of the Temptress (1992), Konami of America, Inc.

Myth: History in the Making (1992), System 3 Software Ltd.

Putty (1992), System 3 Software Ltd.

Rome: Pathway to Power (1992), Millennium Interactive Ltd.

Sensible Soccer: European Champions: 92/93 Edition (1992), Renegade Software

The Super Aquatic Games (1992), Millennium Interactive Ltd.

Wizkid: The Story of Wizball II (1992), Ocean Software Ltd.

Worlds of Legend: Son of the Empire (1992), Mindscape, Inc.

Brutal Sports Football (1993), Millennium Interactive Ltd.

Cannon Fodder (1993), Virgin Interactive Entertainment (Europe) Ltd.

James Pond 3: Operation Starfish (1993), Electronic Arts, Inc.

Chaos Engine or Soldiers of Fortune (1993), Renegade Software

3 Ninjas Kick Back (1994), Sony Imagesoft

Cannon Fodder 2 (1994), Virgin Interactive Entertainment (Europe) Ltd.

Diggers (1994), Millennium Interactive Ltd.

International Sensible Soccer (1994), Renegade Software

Mr. Blobby (1994), Millennium Interactive Ltd.

Putty Squad (1994), Ocean Software Ltd.

Rise of the Robots (1994), Time Warner Interactive, Inc.

Rise of the Robots: The Director's Cut (1994), Time Warner Interactive Ltd.

Sensible Golf (1994), Virgin Interactive Entertainment (Europe) Ltd.

Super Troll Islands (1994), American Softworks Corporation

Time Trax (1994), Malibu Games

Apache (1995), Interactive Magic Ltd.

Richard in 1990

Richard in 2005, 

sadly Richard would 
pass away in 2007.



Diggers 2: Extractors (1995), Nova Spring

Flight of the Amazon Queen (1995), Renegade Software

Sensible World of Soccer (1995), Renegade Software

Sensible World of Soccer: European Championship Edition (1995), Renegade Software

Silverload (1995), Nova Spring

The Chaos Engine 2 (1996), Renegade Software

Croc: Legend of the Gobbos (1997), Fox Interactive, Inc.

NBA Shootout '97 (1997), SCEE.

Sensible Soccer '98 (1997), GT Interactive Software Europe Ltd.

Street Racer (1997), Acid Software

Creatures 2 (1998), Mindscape, Inc.

Glover (1998), Hasbro Interactive, Inc.

LEGO Loco (1998), LEGO Media International, Inc.

Sensible Soccer '98: European Club Edition (1998), GT Interactive Software Corp.

Action Man: Raid on Island X (1999), Hasbro Interactive, Inc.

Sim Theme Park (1999), Electronic Arts, Inc.

Action Man: Jungle Storm (2000), Hasbro Interactive, Inc.

Ball Breakers (2000), Take-Two Interactive Software Europe Ltd.

Colony Wars III: Red Sun (2000), Midway

SimCoaster (2001), Electronic Arts, Inc.

Republic: The Revolution (2003), Eidos, Inc.

Evil Genius (2004), Sierra Entertainment, Inc.

The Elder Scrolls IV: Oblivion [Collector's Edition] (2006), 2K Games, Inc.

The Elder Scrolls IV: Oblivion (2006), 2K Games, Inc., Bethesda Softworks LLC

Sensible Soccer 2006 (2006), Codemasters Software Company Limited, The

Prism: Light the Way (2007), Eidos Interactive Ltd.



Martin F. Godber

Z (1996), Renegade Software [Co=Design]

Z and Z Expansion Kit (1998) ), GT Interactive Software Corp. [Co-Design]

Bruce Nesbit

Z (1996), Renegade Software

Z and Z Expansion Kit (1998), GT Interactive Software Corp.

Steel Soldiers (2001), Eon Digital Entertainment

Need for Speed: Underground (2003), Electronic Arts, Inc.

World War II: Frontline Command (2003), Deep Silver

PDC World Championship Darts (2006), Oxygen Interactive Software Ltd.

PDC World Championship Darts 2008 (2008), Oxygen Interactive Software Ltd.

Encleverment Experiment (2009), Blitz Games Studios Ltd.

Ski-Doo Snowmobile Challenge (2009), Valcon Games LLC

Aquattack! (2010), Mere Mortals Ltd.

Nutcraka (1984), Software Projects Ltd. [Programmer / Artist]

Impossaball (1987), Hewson Consultants Ltd. [Design / Programmer]

Tower Toppler (1987), Hewson Consultants Ltd. [Design/Programmer / Artist/ Sound]

Eliminator (1988), Hewson Consultants Ltd. [Design / Programmer/Sound]

Sunburst (1988), Hewson Consultants Ltd. [Design]

Xenon 2: Megablast (1990), Virgin Games, Inc. [Sound Programming]]

Back to the Future Part III (1991), Arena Entertainment [Audio]

Nebulus 2: Pogo a gogo (1991), 21st Century Entertainment Ltd. [Design]

Speedball 2: Brutal Deluxe (1991), Arena Entertainment [Sega Conversion]

Secret of Mana (1993), Square Co., Ltd. [Focus Group]

Flight of the Amazon Queen (1995), Renegade Software [ QA Tester]

Z (1996), Renegade Software [Additional Code]

Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Additional Code]

Xenon 2000: Project PCF (2000), Bitmap Brothers, The [Programming]

Formula One 2001 (2001), Sony Computer Entertainment Europe Ltd. [Tester]

Steel Soldiers (2001), Eon Digital Entertainment [3D Programming]

Impossaball (2003) [Design]

World War II: Frontline Command (2003), Deep Silver [Business / Programming]

Cannon Fodder (2004), Kuju Wireless Publishing [Production]

Sensible Soccer: European Champions: 92/93 Edition (2005), Kuju Wireless Publishing 

[Programming]

John M. Phillips



Terry Cantrell

Empire Soccer 94 (1994), Empire Software [Programming Star Players]

Virocop (1995), Renegade Software, Time Warner Interactive Ltd. [Graphics]

Z (1996), Renegade Software [Artwork]

Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Artwork]

Chris Thomas

The Chaos Engine 2 (1996), Renegade Software [Graphics]

Z (1996), Renegade Software [Graphics]

Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Graphics]

BIONICLE (2003), LEGO Media International, Inc. [Graphics]

Flight of the Amazon Queen (1995), Renegade Software [Sound]

Speedball 2: Brutal Deluxe (1995), Renegade Software [CD32 Music]

Z (1996), Renegade Software [Sound FX]

Z and Z Expansion Kit (1998), GT Interactive Software Corp. [Sound FX]

Xenon 2000: Project PCF (2000), Bitmap Brothers, The [Music & Sound FX]

Steel Soldiers (2001), Eon Digital Entertainment [Head of Music]

Chris Maule
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http://www.exotica.org.uk – A fantastic resource of Amiga box scans

http://www.mobygames.com – Brilliant game database to see who worked on which

games and details about those games.

http://www.lemonamiga.com/ - Excellent Amiga database of games.

http://www.atarimania.com/ - Amazing Atari and game resource with full manual scans

and many hi res media related to the games.

http://hol.abime.net/ - Another brilliant resource covering all things Amiga. Lots of full

manual scans and multiple media items and game information.

https://archive.org/ - Internet Archive. Full of many fascinating magazine scans and

books in its extensive collection.

http://amr.abime.net/ - Amazing archive containing scans of almost all Amiga games.

One of my favourite sites on the internet.

http://www.bitmap-brothers.co.uk/our-games/ - The company site themselves.

http://www.nowgamer.com/company-profile-the-bitmap-brothers/ - Now Gamer profile

on the Bitmap Brothers.

http://readonlymemory.vg/shop/book/the-bitmap-brothers-universe/ - New book soon to

be released on the Bitmap Brothers.
https://www.facebook.com/The-Incredible-Art-Of-Dan-Malone-177114695677685 - Incredible
Art of Dan Malone
http://www.bitmap-brothers.de/ - Great fan site for the Bitmap Brothers.

http://www.bitmap-brothers.de/gods/gods.php?lang=eng – Gods Fan site, with loads of

cool stuff.

http://www.bitmap-brothers.de/cadaver/cadframes_eng.htm - Cadaver Fan site.

Interview with co-founder Mike Montgomery

http://www.bit-tech.net/gaming/2011/04/27/bitmap-brothers-mike-montgomery-

interview/1

http://www.redbull.com/uk/en/games/stories/1331632789579/bitmap-brothers-gaming-

speedball-chaos-engine

http://www.retrovideogamer.co.uk/index.php?topic=1711.0

http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-

bitmap-brothers-interview-v15-8501

http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-

bitmap-brothers-interview-v15-8501

http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-

bitmap-brothers-interview-v15-8501

Video Interviews with co-founder Mike Montgomery

https://youtu.be/5L5svBEoIVM - Re:loaded interviews Mike Montgomery, one of the

members of legendary games developer The Bitmap Brothers.

https://youtu.be/T1kSgklyt8E -Ravi Abbott interview.

https://youtu.be/qoZetGediPY - Full 50 min interview for the Centre for Computing

History.

Web Sites

http://www.exotica.org.uk/
http://www.mobygames.com/
http://www.lemonamiga.com/
http://www.atarimania.com/
http://hol.abime.net/
https://archive.org/
http://amr.abime.net/
http://www.bitmap-brothers.co.uk/our-games/
http://www.nowgamer.com/company-profile-the-bitmap-brothers/
http://readonlymemory.vg/shop/book/the-bitmap-brothers-universe/
https://www.facebook.com/The-Incredible-Art-Of-Dan-Malone-177114695677685/
http://www.bitmap-brothers.de/
http://www.bitmap-brothers.de/gods/gods.php?lang=eng
http://www.bitmap-brothers.de/cadaver/cadframes_eng.htm
http://www.bit-tech.net/gaming/2011/04/27/bitmap-brothers-mike-montgomery-interview/1
http://www.redbull.com/uk/en/games/stories/1331632789579/bitmap-brothers-gaming-speedball-chaos-engine
http://www.retrovideogamer.co.uk/index.php?topic=1711.0
http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-bitmap-brothers-interview-v15-8501
http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-bitmap-brothers-interview-v15-8501
http://www.neocrisis.com/interviews/275-video-game-company-interviews/8501-the-bitmap-brothers-interview-v15-8501
https://youtu.be/5L5svBEoIVM
https://youtu.be/T1kSgklyt8E
https://youtu.be/qoZetGediPY
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http://www.nowgamer.com/company-profile-the-bitmap-brothers/ - Online Company profile
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Bitmap Brothers
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Profile

Issue: 41

Pages: 6
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Deluxe

Platform: Amiga
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Company Profile Page: 26
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Chaos Engine Page: 142

Anthology of Mags…

Company Profile 

In Volume 1
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Commodore Amiga : a 
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almost all of the games 
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http://www.nowgamer.com/company-profile-the-bitmap-brothers/
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Speedball 2 Amiga Cheat Amiga Format 42 (Jan 1993) 185

Speedball 2 Amiga GBH 9/10 Amiga 
Format Gold 

(90%+)

Re-release Amiga Format 56 (Feb 1994) Stephen Bradley 90

Speedball 2 Amiga Cheat Amiga Format 59 (May 1994) 96

Speedball 2 Amiga Kixx 92% Re-release Amiga Power 35 (Mar 1994) Mark Winstanley 78

Speedball 2 Amiga Image Works 91% Review AUI Vol 5 No 3 (Mar 1991) Tony Horgan 66 67

Speedball 2 Amiga Kixx 85% Re-release AUI Vol 8 No 3 (Mar 1994) 78

Speedball 2 Amiga Image Works 97% CVG Hit 
(90%+?)

Review Computer + Video Games 112 (Mar 1991) 69

Speedball 2 Amiga Roundup CU Amiga (Apr 1991) 100

Speedball 2 Amiga Image Works/Mirrorsoft Preview CU Amiga (Dec 1990) 13

Speedball 2 Amiga Mirrorsoft 95% CU Super 
Star (93%+)

Review CU Amiga (Feb 1991) Steve Merrett 54 55

Speedball 2 Amiga Image Works/Mirrorsoft Cheat (in-depth) CU Amiga (Mar 1991) Steve Merrett 82-83

Speedball 2 Amiga Cheat (in-depth) The One 30 (Mar 1991) 102 103

Speedball 2 Amiga Cheat The One Amiga 44 (May 1992) 73

Speedball 2 Amiga Image Works Cheat The One Amiga 56 (May 1993) 117

Speedball 2 Amiga Buzz 95% Re-release The One Amiga 65 (Feb 1994) Matt Broughton 88

Speedball 2 Amiga Cheat The One for Amiga Games 40 (Jan 1992) 109

Speedball 2 Amiga Image Works 96% Zzap Gold 
Medal (96%+)

Review Zzap 71 (Mar 1991) Stuart Wynne 70 71

Speedball 2 Amiga,Atari ST Image Works Preview (in-depth) The One 23 (Aug 1990) Kati Hamza 29 30

Speedball 2 Amiga,Atari ST Preview (in-depth) The One for 16-bit Games 19 (Apr 1990) Gary Penn 36

Speedball 2 Mega Drive 93% CVG Hit 
(90%+?)

Review Computer + Video Games 123 (Feb 1992) Frank O'Connor 48 49

Speedball 2 Mega drive Virgin 88% Review Zero 35 (Sep 1992) Duncan MacDonald 20-22

Speedball 2 CD32 Amiga Review ACAR Vol 12 No 9 (Sep 1995) 65

Speedball 2 CD32 Amiga Warner Interactive 92% Review Amiga Action 71 (Jun 1995) Paul McNally 37

Speedball 2 CD32 Amiga Renegade 90% Amiga 
Computing 

Platinum Award

Review Amiga Computing US Edition 1 (Jun 1995) Jonathan Maddock 80 81

Speedball 2 CD32 Amiga Renegade 91% Review Amiga Format 72 (Jun 1995) Stephen Bradley 64 65

Speedball 2 CD32 Amiga Cheat (in-depth) Amiga Games (Feb 1996) 82-85

Speedball 2 CD32 Amiga Renegade 93% Review Amiga Power 50 (Jun 1995) Paul Mellerick 72

Speedball 2 CD32 Amiga Renegade 93% Review AUI Vol 9 No 7 (Jul 1995) David Taylor 68 69

Speedball 2 CD32 Amiga Warner Interactive 93% CU Amiga 
Magazine 
Superstar 

(90%+)

Review CU Amiga Magazine (Jun 1995) Alan Dykes 63

Speedball 2 CD32 Amiga Renegade 83% Review The One Amiga 78 (Mar 1995) Matt Broughton 50 51

Speedball 2: Brutal Deluxe Amiga Renegade Cheat The One Amiga 50 (Nov 1992) Eric Bitmap 99

Game Publisher Rating Type Magazine Author if known Page Number

The Bitmap Brothers Volume 1 Amiga Renegade Compilation Amiga Mania (Aug 1992) Jeff Krantz 54 55

The Bitmap Brothers Volume 1 Amiga Renegade 67% Compilation Amiga Power 15 (Jul 1992) Stuart Campbell 82

The Bitmap Brothers Volume 1 Amiga Renegade 95% Compilation CU Amiga (May 1992) Steve Merrett 90

The Bitmap Brothers: Volume 1 Amiga Renegade 84% Compilation The One Amiga 44 (May 1992) Gary Whitta 103

Game Publisher Rating Type Magazine Author if known Page Number

Xenon Amiga Melbourne House 869 Review ACE: Advanced Computer Entertainment 7 (Apr 1988) Andy Smith 53

Xenon Amiga Melbourne House 70% Review Amiga Computing Vol 1 No 1 (Jun 1988) Francis Jargo 53

Xenon Amiga Melbourne House 08-Oct Review AUI Vol 2 No 3 (Mar 1988) Tony Horgan 10 11

Xenon Amiga Melbourne House 8/10 CU Screen 
Star (85-92%)

Review Commodore User (Feb 1988) Mike Pattenden 61

Xenon Amiga 16 Blitz Plus 81% Re-release Computer + Video Games 113 (Apr 1991) 68

Xenon Amiga 16 Blitz/Mastertronic 90% Re-release CU Amiga (Mar 1991) 74

Xenon Amiga Melbourne House 88% Review The Games Machine 5 (Apr 1988) 38 39

Xenon Amiga Cheat The One Amiga 68 (May 1994) 96

Xenon Amiga 16 Blitz Plus 74% Re-release Zzap 69 (Jan 1991) 60

Xenon Amiga,Atari ST Melbourne House 36/40 C+VG 
Game of the 

month

Review Computer + Video Games 77 (Mar 1988) Eugene Lacey 18 19

Xenon Amiga,Atari ST Melbourne House Preview The Games Machine 3 (Feb 1988) 15

Xenon Amiga,Atari ST,PC 16 Blitz Plus 05-May Re-release The One 30 (Mar 1991) Laurence Scotford 85

Xenon Amiga,Atari ST,PC Melbourne House Cheat The One for 16-bit Games 8 (May 1989) 54

Speedball 2 : Brutal Deluxe

Bitmap Brothers : Volume 1 Compilation

Xenon



BIBLIOGRAPHY

Old Magazines

Game Publisher Rating Type Magazine Author if known Page Number

Xenon 2: Megablast Amiga OziSoft Review ACAR Vol 7 No 2 (Feb 1990) Phil Campbell 62-63

Xenon 2: Megablast Amiga Image Works 910 Review ACE 25 (Oct 1989) Pete Connor 50 51

Xenon 2: Megablast Amiga Cheat ACE: Advanced Computer Entertainment 45 (Jun 1991) 87

Xenon 2: Megablast Amiga Image Works 85% Review Amiga Action 1 (Oct 1989) Steve Merrett 24 25

Xenon 2: Megablast Amiga Cheat Amiga Action 26 (Nov 1991) 82

Xenon 2: Megablast Amiga Cheat Amiga Action 46 (Jul 1993) 80

Xenon 2: Megablast Amiga Image Works Cheat Amiga Computing 44 (Jan 1992) 89

Xenon 2: Megablast Amiga Bitmap Bros/Renegade 83% Roundup Amiga Force 3 (Mar 1993) Ben the Boffin 14

Xenon 2: Megablast Amiga Mirrorsoft 93% Amiga 
Format Gold 

(90%+)

Review Amiga Format 3 (Oct 1989) Andy Smith 52 53

Xenon 2: Megablast Amiga Image Works Cheat Amiga Format 60 (Jun 1994) 101

Xenon 2: Megablast Amiga Mirror Image 82% Re-release Amiga Power 3 (Jul 1991) Matt Bielby 83

Xenon 2: Megablast Amiga Image Works 09-Oct Review AUI Vol 3 No 11 (Nov 1989) Tony Horgan 90 91

Xenon 2: Megablast Amiga Image Works 90% Review Commodore Computing International Vol 8 No 3 (Nov 1989) Dan Horgan 66-67

Xenon 2: Megablast Amiga Image Works 96% C+VG Hit! 
(85%+)

Review Computer + Video Games 94 (Sep 1989) Paul Glancey 52 53

Xenon 2: Megablast Amiga Roundup CU Amiga (Apr 1991) 101

Xenon 2: Megablast Amiga Cheat CU Amiga (Jan 1993) 89

Xenon 2: Megablast Amiga Mirror Image 90% Re-release CU Amiga (Jul 1991) Fiona Keating 110

Xenon 2: Megablast Amiga Cheat CU Amiga-64 (Dec 1989) Andy Grifo 104

Xenon 2: Megablast Amiga Image Works 88% CU Screen 
Star (85-92%)

Review CU Amiga-64 (Oct 1989) Mike Pattenden 40 41

Xenon 2: Megablast Amiga Mirrorsoft Preview ST Amiga Format 12 (Jun 1989) 96

Xenon 2: Megablast Amiga Cheat The One Amiga 68 (May 1994) 96

Xenon 2: Megablast Amiga Bitmap Brothers Cheat (in-depth) The One for 16-bit Games 14 (Nov 1989) 57 58 61 62 63 64 67 68

Xenon 2: Megablast Amiga Mirror Image 05-May Re-release The One for Amiga Games 33 (Jun 1991) Brian Nesbitt 100

Xenon 2: Megablast Amiga Cheat The One for Amiga Games 41 (Feb 1992) 92

Xenon 2: Megablast Amiga Cheat Your Amiga (Jan 1990) 73

Xenon 2: Megablast Amiga Image Works 94% Zero Hero 
(90%+)

Review Zero 0 (Oct 1989) 08-Nov

Xenon 2: Megablast Amiga Image Works Cheat Zero 20 (Jun 1991) 89

Xenon 2: Megablast Amiga Mirror Image 95% Zero Hero 
(90%+)

Re-release Zero 24 (Oct 1991) David Wilson 72

Xenon 2: Megablast Amiga Image Works Cheat Zero 26 (Dec 1991) 111

Xenon 2: Megablast Amiga Image Works 97% Zzap Gold 
Medal (96%+)

Review Zzap 54 (Oct 1989) Stuart Wynne 70 71

Xenon 2: Megablast Amiga,Atari ST,PC Review The One for 16-bit Games 8 (May 1989) Gary Penn 25 26 27 28

Xenon 2: Megablast Atari ST,Amiga Cheat The Games Machine 25 (Dec 1989) 26

Xenon 2: Megablast Mega drive Virgin 82% Review Zero 36 (Oct 1992) Mohammed Ahmed 61

Xenon 2: Megablast PC Image Works Cheat Zero 13 (Nov 1990) 77

Xenon 2: Megablast PC Image Works Cheat Zero 21 (Jul 1991) 79

Xenon 2: Megablast PC Mirrorsoft Cheat Zero 24 (Oct 1991) 102

Xenon 2: Megablast CDTV Amiga Mirrorsoft 45% Review Amiga Format 33 (Apr 1992) 148

Xenon 2: Megablast CDTV Amiga Mirrorsoft 32% Roundup Amiga Format 39 (Oct 1992) Damien Noonan 41

Xenon 2: Megablast CDTV Amiga Mirrorsoft Roundup Zero 26 (Dec 1991) Ben Caudell 74

Xenon 2 : Megablast



A STAR WARS SPECIAL

Every single Star Wars video game  ever 

released (well as good as).  All lovingly detailed 

with screenshots and histories of all its games. 

A must for all retro gamers and Star Wars fans 

alike.  I believe this is probably the best book I 

have written to date.

https://drive.google.com/file/d/0Bxvnp7cHAPAZ

R3NIZmZsNTlHZm8/view?pli=1

OTHER FREE 

BOOKS BY ME

You may be interested to know, that for Retro Asylum and before I have put together other 

free retro gaming books for you to enjoy.   These like this is totally free to link, share and 

do whatever you wish.  As long as you don’t change or charge for the books.

All I ask is if you enjoyed, just drop me a hi on twitter (I am @TheDrisk) or say hi on the 

Retro Asylum forums (http://retroasylum.com/phpbb/index.php), and maybe, if you are 

feeling exceedingly generous,  have  a listen to some of our podcasts and leave us an 

iTunes review.

We do all of this stuff in our own time and for free.   We do it because we have a real 

passion for retro gaming, and want to help make the retro gaming community a great 

place to be. But for that to happen it needs people such as yourself taking the time join in 

and encourage us.   You wont believe how much a friendly greet, saying you enjoyed 

something means.  Especially when we have put days of work into something. 

Anyway enough wittering on my part… Here are the books 

https://drive.google.com/file/d/0Bxvnp7cHAPAZR3NIZmZsNTlHZm8/view?pli=1
http://retroasylum.com/phpbb/index.php


THE HISTORY OF 

MASTERTRONIC

The publisher that created the concept of 

pocket money games gets looked at in-depth.  

Learn how the company would help in the 

creation Codemaster’s and even help Sega be 

a success in the home console market.  

And again if that wasn’t enough, every game 

(well almost) has been loving reviewed in the 

Masterpaedia.  Showing all those gorgeous 

games.

https://drive.google.com/file/d/0Bzvd4KYph8BN

blFWelJrOXlDZkk/edit

THE HISTORY OF 

PSYGNOSIS

One of the most prestigious game publishers 

the UK has ever produced.  This book not 

only lovingly tells the history of how the 

company was formed, but even takes you 

through to Sony days and its sad closure.  

And if all that hasn’t got you weeping for joy, 

then perhaps the Psygnopaedia detailing 

every game they ever released will get you 

excited. 

https://docs.google.com/file/d/0Bzvd4KYph8B

NUkZla1huWjJqdmM/edit

https://drive.google.com/file/d/0Bzvd4KYph8BNblFWelJrOXlDZkk/edit
https://drive.google.com/file/d/0Bxvnp7cHAPAZR3NIZmZsNTlHZm8/view?pli=1
https://docs.google.com/file/d/0Bzvd4KYph8BNUkZla1huWjJqdmM/edit


AMIGA GAME GUIDE
Volume One - #- A

Every single Amiga game beginning with a number or the letter 

A.  Each game has been lovingly reviewed, with snippets of 

what all the game magazines of the day had to say about the 

game.  This book was a real labour of love and is a great way to 

look through some of the obscure Amiga hidden gems, along 

side the famous classics.

https://drive.google.com/file/d/0Bzvd4KYph8BN

S2dMcEl6Z0xfVzQ/view

AMIGA GAME GUIDE
Volume Two - B

Every single Amiga game beginning with the letter B.  The book 

also includes a fascinating history of the Amiga as well.   Like 

the first, it makes a really fascinating read, and some real 

hidden gems.  

Sadly I stopped doing the series due to lack of interest in the 

books.  So if you wasn't me to continue the series and make my 

way steadily through the alphabet, then let me know there is 

enough interest for me to do so. 

https://drive.google.com/file/d/0Bzvd4KYph8BN

T2RncXoyVmxlQTA/view

https://drive.google.com/file/d/0Bzvd4KYph8BNS2dMcEl6Z0xfVzQ/view
https://drive.google.com/file/d/0Bzvd4KYph8BNT2RncXoyVmxlQTA/view


A BOOK NOT BY ME, BUT ONE I  AM DEAD EXCITED FOR…

As a huge Bitmap Brothers fan, one thing I am deeply excited about is the

Bitmap Brothers: Universe book written by Duncan Harris.    

In May of this year they managed to do a successful  Kickstarter campaign, and have it nearly 

ready to be released.  

I know for a fact that Duncan has managed to gain exclusive interviews with many of the 

Bitmap Brothers team and I am confident that Duncan will produce the ultimate  Bitmap 

Brothers book on its release. I for one will be ordering it as soon as the book is out.

A link offering to pre order the book can be found here for £30

http://readonlymemory.vg/shop/book/the-bitmap-brothers-universe/

Notes about the book  say…

The Bitmap Brothers: Universe is the official history of the visionary British software house 

behind seminal titles such as Xenon 2: Megablast, Speedball 2: Brutal Deluxe and The Chaos 

Engine. It combines an authoritative inside story, thoroughly researched via new, first-hand 

interviews with The Bitmap Brothers’ key figures – including founder Mike Montgomery and 

lead artist Dan Malone – with a breath-taking haul of never-before-seen archive material.

Highlights such as unused character concepts for Speedball 2: Brutal Deluxe, intricate pencil 

renderings of The Chaos Engine’s iconic cut scenes and early robot designs for Z form part of 

a rich collection original production drawings and digital artwork. The book also reveals for the 

very first time the fate of unreleased projects, including the high octane Amiga racer 

‘Bike’/‘Havoc’/‘Triple X’ and the 2D Speedball successor ‘Brutal Deluxe’/‘ブルータルデラックス’.

http://readonlymemory.vg/shop/book/the-bitmap-brothers-universe/


BY PAUL DRISCOLL

COOL

RETRO 

GAME SHOPS

For Retro Asylum I plan to start doing a series of 

detailed articles about Retro game shops I visit.     I had 

mainly planned  to do it as a video and forum post, but 

thought it would be kind of cool to add the first two 

Retro shops I plan to cover as an extra for the book.  

I should note I am not getting any endorsements for 

these articles, and  I am simply putting them together 

because I want more people to discover these 

wonderful places, and keep them all in business.

I hope you enjoy and keep it retro.



GAME SMART in 
YARDLEY, BIRMINGHAM
http://gamesmartyardley.co.uk

548 Hobmoor Road, Yardley, 

Birmingham, B25 8TN

Tel: 0777 921 9103

Open 7 days a week!

A little off the M6 and M42, Game Smart,

run by Martin, is a really friendly place,

chock full to overflowing with retro

goodness. As a place walking distance

from me, you can imagine how happy I

was the day I stumbled across the place.

Since that day I have tried to buy most of

my Retro goodies from here, knowing

that if I have any issues Martin and his

knowledgeable staff (Josh, Josh the

younger and Andrew) will only be too

happy to help sort it.

One of the many things I love about the

place, is how they try to organize Retro

Gaming Nights, inviting everyone around

to play video games in the evening. This

has been wonderful, as I have now met

up with a host of like minded people and

consequently have made lots of good

friends. What amazes me as well is their

wide range of consoles and top quality

titles crammed in the store.

I whole heartedly recommend the place,

for all those who love Retro gaming.

Just some of 

the retro 

delights

To greet you 

on entering 

the store.

The 

GameCube 

collection 

and mint 

boxes of 

numerous 

boxed SNES 

games are 

lovely as 
well.

http://gamesmartyardley.co.uk/


The nice and cheap loose Mega 

Drive carts are stacked full of 
gems.

Martin was too shy to have his 

photo taken.  Josh on the other 

hand was happy to oblige.  This 

is his heroic pose apparently 

The PlayStation 1, 2 and 

original Xbox are mightily 

impressive as well.  

The shop has loads of 

cool collectable toys as 

well, such as these 

Hasbro WWF figures.



They have some beautiful mint boxed Atari 

Jaguar games,  not too mention a stack of 
loose carts for sale.

The boxed Atari VCS (2600) games are 
really nice as well.

The loose Atari VCS (2600) carts are a great 
collection as well.  That boxed Commodore c64 & 
Japanese N64 is pretty snazzy as well.

The large stack of loose controllers to 

buy have been a life saver to me 

many a time.

Mint Gameboy Advance games, are also a joy 

to behold.
The loose Gameboy and Gameboy Color

cartridges at pocket money prices is well 
worth your time as well.



There is a great collection of 

rare Mega-CD classic titles for 

sale.  & a fantastic boxed N64 

collection as well.

A great wide selection of boxed NES  

games look great as well.

A N64 and NES boxed collection for 
sale really is really rather special.

What I would do to have the space to 

build up a boxed Mega Drive 
collection at home.



As well as the boxed SNES titles, Game Smart had a ton of great loose games to buy.

A nice range of loose NES cartridges, with 

the Sega Master System arcade stick, that 

I’ll one day buy, even though I know it was a 

terrible controller.

The Sega Saturn arcade stick, an essential 

purchase for Saturn and beat ‘em up fans.  

Some more  really nice Mega Drive boxed 
games back there also.

Ooh, Rocket Knight Adventures and Dynamite 

Headdy.  I tell you, when I reach a point in my life 

when I have more space, I am going to start 
building my boxed Mega Drive game collection.

The loose N64 carts are really cool as well , 
with many classics to enjoy.



The shop has one of the 

most complete boxed Master 

System game collections I 

have seen for sale.



Everywhere you look in the 

shop, is a seemingly endless 

display of  retro game goodness 

for sale.

Well there is a good idea to 

show you what to expect from 

the store.. But I could have 

shown you so much more.  I 

didn’t even show an entire wall 

of Xbox 360, PS3, Xbox One, 

PS4, Wii and Wii-U titles … not 

to mentions DVD’s and music 

CD’s… I swear the place is like 

the Tardis.



RETRO VAULT in 
COLWYN BAY, N WALES
https://www.facebook.com/retrovaultonline

41 Abergele Rd, Colwyn Bay, L29 7RU

Tel: 01492 535016

Set by the sea, in the beautiful North Wales

near Llandudno, sits a real gem of a Retro

game shop. What I loved about the place was

the eclectic range of games and consoles you

seldom see anywhere else. On my visit for

example I came away with an Action Max

console and a boxed PAL TurboGrafx console

with some great (still sealed games). Also

there is some really cool Star Wars

collectables to drool over as well. Yes a really

Co-owners Rob and Andy (Callum was on 

holiday) are really knowledgeable and nice 
group of guys.

cool place definitely 

worth a visit.

The shop has so many gems and 
cool memorabilia wherever you look.

The central 

display 

was chock 

full of cool 

things to 

ogle at.  I 

nearly 

came 

away with 

the Saturn 
pads.

https://www.facebook.com/retrovaultonline


The shop was full of really 

good and sought after games.  

It was also nice to see the 
Famicom shown some love.

There was 

also a 

gorgeous 

range of NES 

loose carts.  

The gold Zelda 

cart was really 

tempting.



There was a few nice SNES 

games as well, such as a boxed 

Starwing and Unirally.

It was also nice to see such a 

cool range of Atari VCS (2600) 

and Atari 7800 cartridges.

The reasonably priced (£15) 

mint boxed Star Wars Jedi 

Arena at the back was very 

tempting as well.



The was some really nice Mega Drive 

loose carts for sale.. And check out that 

Golden Axe Warrior.  I was also really 

tempted with the boxed Spectrums as 
well.

Before you all get too excited.  These were 

homebrew new versions with English 
translations for the NES.  Still cool though 

A nice stack of 

loose 

controllers 

were available 
as well.



One thing Andy  told me, was how they are trying to run more than just a shop.  They had a 

created a small area, kitted out  with a Neo Geo and some consoles.  They then invite the local 

kids to pay £5 after closing, to play some of the consoles.  It has been a great success, with Rock 

Band  being a particular smash with the kids (they have already gone through one drum kit, thanks 

to the over excited kids).  But as Andy says, its important to do things like this, especially in a place 

like Colwyn Bay, where there isn’t too much for the kids to do on an evening.

There was also a ton of nice 

PlayStation 1 games, 

PlayStation 2, Orginal Xbox, 

Saturn, GameCube, 

Dreamcast and Mega CD 

games for sale.

It was really nice how spaced 

out the shop felt as well, so you 

could easily browse through 

everything.

I definitely could have bought 

so much more stuff here.



The vinyl records for sale was a nice touch.  

With the backroom set out like a lounge with 

CRT and LCD TV’s.  So you could test out 
any of the games, sat on a bean bag.

As well as retro games the 

store had tons of cool Star 

Wars & Sci-Fi collectables as 

well.



Well that’s it, the Retro Asylum coverage of the Bitmap Brothers.  During the development 

houses time on the Amiga, they defined what the 16 bit home computer gaming should be, 

leaving almost everyone in their dust.  It is just such a shame that the Bitmap Brothers logo 

on a game box  since the Amiga has lost its guarantee of a top quality product, as it meant 

back in the day.  

Hope to see you soon and look out for this and  future Retro Asylum podcasts.

http://retroasylum.com

Paul Driscoll

(AKA The Drisk)

Also please remember, we do all this for free and in our spare time.  So you taking the time 

to leave us an iTunes review,  or even a great saying you enjoyed the podcast and/or book 

really means the world to us, making all the effort worthwhile.

http://retroasylum.com/



