
European and Australian Video Gaming in the 1980s  



} Game development was 
primarily done in the US and 
Japan, being imported into 
Europe  

} Europe was active when it 
came to home consoles, 
including the UKõs 
Videomaster  Home T.V. Game 
released in 1974, the Italian 
Ping- O- Tronic, and the 
German Interton  VC- 4000  

} Europe was lagging behind in 
computer technology, with 
nothing to compete against 
the Apple II or Commodore 
PET 



} To reduce the costs of 
importing games to Europe, 
Atari opened Atari Ireland 
in Tipperary, Ireland  

} The Irish government game 
Atari a building and tax -
free status to bring jobs to 
Ireland, which had a very 
high unemployment rate  

} The employees were hired 
local, and worked hard in 
order to keep their jobs  

} Atari Ireland acted as a 
manufacturing base, with 
all of the games and 
systems being developed 
on the US West Coast  





} Clive Sinclair, also known as Uncle 
Clive, made a living in the 1960s 
and 1970s by making super -
cheap versions of technology such 
as TVs and pocket calculators  

} To fund a flat - screen TV project, 
Sinclair created the ZX80, a 
£99.95 computer that made 
computers affordable in the UK 
and became the UKõs biggest-
selling home computer at the time  

} A year later, Sinclair released the 
cheaper, more powerful, and even 
more successful ZX81  

} These computers inspired the 
British to start making games for 
their computers  



} As more people were making 
games on the ZX80 and ZX81 
and few shops were selling 
games, many developers sold 
their games through mail order  

} Kevin Toms was one of the first 
people to make an impact this 
way, starting with his first game 
Football Manager , based on 
Tomsõ board game Soccerama 

} Toms sold the game through 
mail order due to the lack of 
retailers selling games  

} Toms made three editions of 
Football Manager , selling a total 
of almost 2 million copies  



} Mel Croucher, a former architect, 
also got into the British game 
industry, making games like The 
Bible , Can of Worms , and Love and 
Death  

} These games had a surrealistic 
humor, with Can of Worms  having 
the user use whoopee - cushions to 
give a wheelchair bound Hitler a 
heart attack  

} After these somewhat controversial 
games, Croucher made Pimania , a 
text - based adventure featuring a 
pink, naked cartoon named PiMan, 
as well as a riddle that had a reward 
of a £6,000 golden sun  

} A teacher and music shop proprietor 
eventually solved the riddle 3 years 
after the game came out  



} Sinclair released the ZX 
Spectrum in 1982, with a £125 
and a £175 version  

} Sinclair made the ZX Spectrum in 
response to the BBC Micro, 
created by Acorn Computers 
with the BBC  

} The BBC Micro was made to 
create a standard computer 
format to increase childrenõs 
computer literacy  

} Due to its low costs, the ZX 
Spectrum outsold the 
Commodore 64 and the BBC 
Micro in the UK, and was at one 
point believed to be the best 
selling computer in the world  



} With the release of the ZX Sinclair, 
Bug- Byte, one of the first video game 
companies in the UK released their 
first hit Manic Miner  

} Manic Miner  was created by Matthew 
Smith, a teenager, took place in a 
world of mutant telephones and 
deadly toilets  

} The game was remade in the US as 
Miner 2049õer, without the surrealist 
elements  

} Smith later formed his own company, 
Software Projects, making Jet Set 
Willy , a game that pitted players 
against rolling eggs and angry Greek 
housekeepers  

} Peter Harrap  made Wanted: Monty 
Mole , a surrealistic game based off 
the minerõs strike at the time 



} Jeff Minter, who had made game 
for the ZX80 on his own, opened 
his own company Llamasoft  

} Influenced by fast - paced games 
such as Defender  and Xevious , 
Minter made psychedelic shoot 
õem ups such as Attack of the 
Mutant Camels  and Metagalactic  
Llamas Battle at the Edge of Time  

} Despite the psychedelic nature of 
some of the British games, drugs 
had little to do with influencing the 
surreal style  

} Many British developers of the 
time cite Monty Python  as a major 
influence, as well as the 
surrealistic nature of British 
comedy  



} Mel Croucher, inspired by the 
short story The Machine Stops  
and Shakespeareõs seven ages 
of man, made the revolutionary 
Deus Ex Machina  

} The game was about protecting 
an embryo from the Defect 
Police through a series of mini -
games  

} The game included a audio 
cassette tape that contained the 
gameõs soundtrack and voice 
overs  

} Croucher wanted the game to be 
the computer game equivalent 
of Metropolis  and Citizen Kane  



} Knight Lore  was created by Chris 
and Tim Stamper, founders of 
Ultimate Play The Game  

} They built the game on the ideas 
first explored in the 2600 game 
Adventure  of a puzzle - solving 
action game, with axonometric 
visuals  

} Knight Lore  was a very influential 
game in the UK, inspiring the 
game Head Over Heels , which 
mixed fused Disney and Dali, and 
had a character called Prince 
Charles Daleks , a mixture of the 
heir to the throne and the Doctor 
Who aliens  

} Knight Lore  was not surreal like 
other British game  



} Elite was made by Cambridge 
University students Ian Bell and 
David Braben for the BBC Micro in 
1984  

} Braben wanted to make a space 
combat game that used wireframe 
3D visuals similar to vector graphics 
games  

} While working on the game, Bell and 
Braben started to add new elements, 
such as spacecraft docking, 
spacecraft upgrades, a money 
system, a trade system, and the 
ability to do odd jobs for money  

} While not the first game of its kind, 
Elite was very influential, and went 
away from the standard arcade style 
to allow for longer games and 
stories  





} The ZX Spectrum was also 
popular in Spain, and 
British game companies 
like Imagine and Ocean 
were inspiring Spanish 
game developers  

} In Spain, a big focus of 
video games was the 
visuals and graphic effects  

} This can be seen in games 
such as Rambo - inspired 
Army Moves  and the 
bank - robbing action game 
Goody  



} The high point for Spanish games 
in the 1980s was Paco Men®ndezõs 
La Abadía  del Crimen , which was 
inspired by Knight Lore  and the 
novel The Name of the Rose  

} The game was set in a medieval 
monastery, with the player playing 
a Franciscan monk who must solve 
a series of murders and carry out 
religious duties  

} The game was a graphic adventure 
with a freedom of movement 
unknown at the time  

} La Abadía  del Crimen  wasnõt 
released outside of Spain, and was 
a commercial disappointment that 
didnõt get recognized till later 


