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On 20th May, ‘16, the Chuckie Egg: ZX Spectrum app, a 2D 
emulation of one of the most iconic British games of the early 
1980s was launched on the Apple App Store. 

In the subsequent 38 weeks and 1 day, before being removed 
the Store, the then 34-year-old entertainment product 
revealed how Game IP has become an asset class. 

Offered with an S.R.P. of £1.99 the Chuckie Egg: ZX Spectrum 
app was a rare beast. Eschewing the ads, nags, in-app 
purchases and other 21st century ‘killjoys’ used to monetize 
more than 99% of Apple App Store apps, the Manic Miner app 
relied solely on its retail price for monetization. 

Despite this and in the absence of a single dollar being spent on 
above or on below the line marketing, the Chuckie Egg: ZX 
spectrum app achieved 1,820 paid downloads*, 1,500 of which 
(82%) were to buyers with UK Apple App Store accounts. 

After discounting the 35 paid downloads which occurred in the 
first 7 days during which the Chuckie Egg: ZX Spectrum app 
was on sale - in which time it may have been prioritized on the 
Apple App Store as a New Release - it achieved 1,785 paid 
downloads in 37 weeks: extrapolated that is 2,496 paid 
downloads annually with an aggregate retail revenue of £4,967 
per year. 

Looked at from the perspective of yield, the Chuckie Egg: ZX Spectrum app can be considered to have: 

- an Asset Value at a 20% yield of £24,835, that is £4,967 / 20% 

- an Asset Value at a 10% yield of £49,670, that is £4,967 / 10% 

These Asset Values are arrived at after taking in to account the Chuckie Egg: ZX Spectrum app’s aggregate retail revenue per year. 

On this basis the Asset Value of Chuckie Egg, one of the most iconic British games of the early 1980s - which includes the Asset Value of the Chuckie 
Egg: ZX Spectrum app - is greater still since it also includes, for example, the Asset Value of the Chuckie Egg app, a pseudo-3D remake of Chuckie Egg 
being prepared for launch on the Apple App Store in 2021; see the Manic Miner app below.  

 

ABOUT – CHUCKIE EGG 

- Chuckie Egg®, originally for home 
computers, is one the most iconic British 
games of the early 1980s 

- The Chuckie Egg: ZX Spectrum app is a 
2D emulation of the original Chuckie Egg® 
game for use with iPhone, iPad and Apple TV 
devices 

- Looked at from the perspective of 
yield, the Chuckie Egg: ZX Spectrum app can 
be considered to have: 

an Asset Value at a 20% yield of £24,835, 
that is £4,967 / 20% 

an Asset Value at a 10% yield of £49,670, 
that is £4,967 / 10% 

https://www.greatdigitalmags.com/view/retrogamer/710/retro-gamer-collection-vol1
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Source: https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2017-02-12&startDate=2016-05-
19&filter_content=858012569  

MORE ABOUT – CHUCKIE EGG 

- On this basis the Asset Value of Chuckie Egg, one of the most iconic British games of 
the early 1980s - which includes the Asset Value of the Chuckie Egg: ZX Spectrum app - is 
greater still since it also includes, for example, the Asset Value of the Chuckie Egg app, a 
pseudo-3D remake of Chuckie Egg being prepared for launch on the Apple App Store in 
2021; see the Manic Miner app below. 

https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2017-02-12&startDate=2016-05-19&filter_content=858012569
https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2017-02-12&startDate=2016-05-19&filter_content=858012569
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On 12th February 2019, the Manic Miner app, a pseudo-3D 
remake of one of the most iconic British games of the early 1980s 
was launched on the Apple App Store. 

In the subsequent 10 weeks, before being prematurely removed 
from the Store due to a specious infraction claim, the then 36-
year-old entertainment product revealed how Game IP has 
become an asset class. 

Offered with an S.R.P. of £2.99. the Manic Miner app was a rare 
beast. Eschewing the ads, nags, in-app purchases and other 21st 
century ‘killjoys’ used to monetize more than 99% of Apple App 
Store apps, the Manic Miner app relied solely on its retail price for 
monetization. 

Despite this and in the absence of a single dollar being spent on 
above or on below the line marketing, the Manic Miner app 
achieved 844 paid downloads**, 641 of which (75%) were to 
buyers with UK Apple App Store accounts. 

After discounting the 524 paid downloads which occurred in the 
first 7 days during which the Manic Miner app was on sale - in 
which time it may have been prioritized on the Apple App Store 
as a New Release - it achieved 320 paid downloads in 9 weeks: 
extrapolated that is 1,820 paid downloads annually with an 
aggregate retail revenue of £5,442 per year. 

Looked at from the perspective of yield, the Manic Miner app can be considered to have: 

- an Asset Value at a 20% yield of £27,209, that is £5,442 / 20% 

- an Asset Value at a 10% yield of £54,420, that is £5,442 / 10% 

These Asset Values are arrived at after taking in to account the Manic Miner app’s aggregate retail revenue per year. 

On this basis the Asset Value of Manic Miner, one of the most icon British games of the early 1980s - including the Asset Value of the Manic Miner app 
- is greater still since it does not include for example the Asset Value of the Manic Miner: ZX Spectrum app; a 2D emulation of Manic Miner that’s 
been available from the Apple App Store since 2010; see the Chuckie Egg: ZX Spectrum app above. 

ABOUT – MANIC MINER 

- Manic Miner®, originally for home 
computers, is one the most iconic British 
games of the early 1980s 

- The Manic Miner app is a psuedo-3D 
remake of the original Manic Miner® game 
for use with iPhone, iPad and Apple TV 
devices 

- Looked at from the perspective of 
yield, the Manic Miner app can be considered 
to have: 

an Asset Value at a 20% yield of £27,209, 
that is £5,442 / 20% 

an Asset Value at a 10% yield of £54,420, 
that is £5,442 / 10% 

https://www.greatdigitalmags.com/view/retrogamer/710/retro-gamer-collection-vol1
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 Source: https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2019-05-23&startDate=2019-02-
11&filter_content=1352513300 

MORE ABOUT – MANIC MINER 

- On this basis the Asset Value of Manic Miner, one of the most iconic British games of 
the early 1980s - which includes the Asset Value of the Manic Miner app - is greater still 
since it also includes, for example, the Asset Value of the Manic Miner: ZX Spectrum app, a 
2D emulation of Manic Miner that’s been available on the Apple App Store since 2010; see 
the Chuckie Egg: ZX Spectrum app above. 

https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2019-05-23&startDate=2019-02-11&filter_content=1352513300
https://appstoreconnect.apple.com/trends/sales?measure=units_utc&period=day&interval=day&endDate=2019-05-23&startDate=2019-02-11&filter_content=1352513300
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Apple App Store apps have an extraordinarily long shelf life. 

On 20th Dec 2010, the Manic Miner: ZX Spectrum app and the Manic Miner: ZX Spectrum HD app, both 2D emulations of one of the most iconic British 
games of the early 1980 were launched on the Apple App Store. 

In the subsequent 10 years, before finally being retired, both apps were almost continually available from the Apple App Store. 

In 2020, the 10th year during which the Manic Miner: ZX Spectrum app and the Manic Miner: ZX Spectrum HD app were on sale, they achieved an 
aggregate retail revenue of US$2,800 per year. At an exchange rate of US$1.30 to GBP1.00 that’s more than 43% of extrapolated aggregate retail 
revenue (£4,867 per year) of the Chuckie Egg: ZX Spectrum app and almost 40 % of the extrapolated aggregate retail revenue (£5,442 per year) of the 
Manic Miner app  

 

*: Some of the intellectual property rights in the Chuckie Egg: ZX Spectrum app are the property of Nigel Alderton and are used with permission 
pursuant to an exclusive licence agreement. The existence of the exclusive licence agreement is a matter of public record, which can be found at the 
following link: https://trademarks.ipo.gov.uk/ipo-tmcase/page/Results/1/UK00003309600 Licence fees for the use of some of the intellectual property 
rights in the Chuckie Egg: ZX Spectrum app have been paid to Nigel Alderton. 

 

**: Some of the intellectual property rights in the Manic Miner app are the property of Brigette Barton-Siddiqui and are used with permission 
pursuant to an exclusive licence agreement. The existence of the exclusive licence agreement is a matter of public record, which can be found at the 
following link: https://trademarks.ipo.gov.uk/ipo-tmcase/page/Results/1/UK00003100730 Licence fees for the use of some of the intellectual property 
rights in the Manic Miner app have been paid to Brigette Barton-Siddiqui. 

  

https://trademarks.ipo.gov.uk/ipo-tmcase/page/Results/1/UK00003309600
https://trademarks.ipo.gov.uk/ipo-tmcase/page/Results/1/UK00003100730


(ELITE-SYSTEMS.AUCTION IS A TRADING STYLE 7 

 

………………  

 

Elite has a string of industry awards(12) and 
acclamation spanning several decades: 

1980s 

In 1984, its year of incorporation, Elite was 
a principal pioneer of the concept of 
combining game software and intellectual 
property. It entered into a licence 
agreement with Merchandising 
Corporation of America to commercialise a 
game as an officially licensed product of 
the hit American TV-series Airwolf.  

In 1986, Elite was awarded 'Software 
House of the Year' by the UK's most 
venerable entertainment software 
publication - Computer & Video Games 
magazine.  

In 1988, Elite was awarded 'Game of the 
Year', for Paperboy, by the British Software 
Industry / In-din. 

1990s  

In 1990, Elite was amongst the first 
European companies to enter into an 
agreement with Nintendo Co Ltd to 
develop and commercialise game software 
for the Japanese company's NES video 
game console. 

In 1992, Elite negotiated an agreement 
with the Bermuda based Bank of NT 
Butterfield for a GBP2,000,000 revolving 
line of credit to finance the importation of 
video game cartridges from Japan. 

 

 

In 1994, in conjunction with Rage Software 
Ltd (now Rage PLC), Elite sold its 
200,000th unit of the soccer game Striker 
for the SNES video game console; 
accounting for retail sales to a value more 
than GBP6,000,000. 

In 1995, Elite was amongst the first 
European companies to enter into an 
agreement with Sony Computer 
Entertainment Europe to develop and 
commercialise game software for the 
Japanese company's PlayStation video 
game console.  

In 1996, Motivetime (Elite's associate 
company) developed the racing game Test 
Drive: Off-Road for Accolade Inc, (now part 
of the quoted Atari S.A.). At the time of 
preparation of this document, Accolade Inc 
had sold its 800,000th unit of the racing 
game; accounting for retail sales to a value 
in excess of US$10,000,000 and resulting in 
revenue to Elite / Motivetime in excess of 
US$1,000,000. 

In 1997, Motivetime began developing a 
racing game that was commercialised, the 
following year, in association with French 
motor manufacturer Peugeot. 

In 1998, Elite entered into an agreement 
with Kumyang Co Ltd to develop and 
commercialise the racing game Grand 
Touring for the Korean company's 
revolutionary coin-operated, motion-base 
video game simulator. 

In 1999, Motivetime developed the racing 
game Ford Racing that was 
commercialized in association with 
American motor manufacturer Ford Motor 
Company. 

In 2000, Elite entered into an agreement 
with Kumyang Co Ltd to develop and 
commercialise the racing game Ford 
Racing. 

2000s  

In 2001, Elite renewed its connection with 
Nintendo Co Ltd by entering into an 
agreement to develop and commercialise 
game software for the Japanese company's 
Game Boy Advance video game console. 

In 2002, after a short period developing 
and publishing games for other portable 
devices such as Palm Pilots and Pocket 
PCs, the company began developing and 
publishing java games for mobile phones. 

In 2003, the company entered into an 
agreement with Vodafone Global Content 
Services Ltd, the mobile phone network 
operator, providing for the distribution of 
its java game content to Vodafone's 152 
million subscribers - primarily in Europe. 

In 2004, the company entered into an 
agreement with Twentieth Century Fox 
Merchandising and Licensing, the 
intellectual property owner, providing the 
company with mobile phone game content 
exploitation rights to the internationally 
known motion picture known as 'Alien vs 
Predator' ('AvP'). 

In 2005, the company entered into an 
agreement with T-mobile International UK 
Ltd, the mobile phone network operator, 
providing for the distribution of its AvP java 
game to T-mobile's 50+ million subscribers. 

Company 
History & 
Achievements 
by Steve Wilcox 
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In 2006, the company scored a number # 1 
hit in both North America and Europe with 
its Paperboy java game. 

In 2007, the company brought several more 
arcade classic to java phones and other 
mobile devices, including shoot 'em up R-
Type and beat 'em up Double Dragon, 
through agreements with top Korean 
mobile phone game publisher, M-Dream. 

In 2008, the Elite(R)-produced conversion of 
'Sonic the Hedgehog(TM)' became the best-
selling game in North America for the 
popular Sidekick(TM) device from 
Microsoft's Danger Corporation. Elite(R)-
produced conversions also grabbed two of 
the year's other top # 10 slots across the 
continent - ‘Sonic the Hedgehog(TM) Part 2’ 
at #7, and Taito’s ‘Bust-A-Move(TM)’ at #8. 

In 2009, the company achieved a Top-20 
Grossing Hit in the UK with its first release 
for iPhone / iPod Touch. ('Paperboy(TM)' 
went on sale at Apple's App Store in 
December priced at £2.99 / Euro3.99 / 
US$4.99). Versions for Blackberry devices 
went on sale at RIM's App World on sale at 
the same time. 

2010s 

In 2010, as the entertainment / business 
continued into the 26th year and a new 
decade, the company celebrated a Top-
30 Grossing Hit in the UK with its first 
revival app for iPhone / iPod Touch. ('ZX 
Spectrum: Elite Collection(15)' for iOS 
devices went on sale at Apple's App Store 
in October priced at £2.99 / Euro3.99 / 
US$4.99). 

In 2011, arising from an interview with 
Matthew Warman at British national 
newspaper The Telegraph(16), the 
company first mooted its intention to 
revive the ZX Spectrum as a Bluetooth 
keyboard and controller for its revival 
apps for iOS devices. 

In 2012, the number of games included or 
included as in-app purchases in the 
company’s 'ZX Spectrum: Elite 
Collection(TM)' revival apps exceeded 100 
and the company prepared to market its 
second revival app for iPhone / iPad. 
(‘C64: Elite Collection(17)’ for iOS devices 
went on sale at Apple's App Store the 
following March priced at £2.99 / 
Euro3.99 / US$4.99). 

In 2013, following the announcement 
that US crowd-funding platform 
Kickstarter(18) had launched in the UK, 
the company resumed research and 

development into the feasibility of 
reviving the ZX Spectrum as a Bluetooth 
keyboard and controller for its revival 
apps. 

In 2014, Elite successfully completed a 
crowdfunding campaign on Kickstarter - 
raising £63,194 from 821 backers - 
following its announcement(19) of the 
recreation of the Sinclair ZX Spectrum.   

In 2015, the Recreated ZX Spectrum was 
delivered to more 1,000 people who’d 
backed / pre-ordered the device on 
Kickstarter and elsewhere and to some 
3,000 others who pre-0rdered the device, 
with a Seller Recommended Price (‘SRP’) 
of £99.99 (inc. VAT), on Amazon.co.uk 
and elsewhere. 

In 2016, Ceratech Accuratus - the UK 
manufacturing agent - took delivery of 
the 10,000th unit of the recreated device.   

In 2017, following a hiatus of some 12 
months, the recreated device and its 
companion apps were re-introduced in 
the UK with an SRP of less than £40 (inc. 
VAT), giving rise to a significant uplift in 
unit sales and to it becoming the #1 
selling recreated device in the Amazon 
category, ‘Best Sellers in Consoles. 
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   COMPUTER & VIDEO GAMES 
MAGAZINE 

1986, Elite® wins 
‘Software House of the 
Year’ in the ‘C&VG’ 
Golden Joystick and in 
the ‘Crash’ Readers 
Awards. 
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Whether you enjoyed curling up with Tetris 
on a Gameboy, rolling around as Sonic on a 
Sega, or were just trying to ignore the loud 
beeping sounds coming from the next 
room... if you were around in the 1980s and 
1990s, you will remember the arrival of 
home gaming.  

Computers had made it into our living 
rooms, and although fans had their 
favourites - the thrust of Street Fighter, the 
platforms of Super Mario or the simplicity 
of Pacman - children and adults alike were 
hooked.  

The market for consoles has continued to 
grow over the decades as technology 
companies across the globe try to get their 
bite out of the gaming pie.  

But almost 20 years into the new 
millennium, passionate players are still 
looking back in time to find their fix. 

Mario caps Nintendo's triumphant 
comeback 

Hopes of a games arcade revival 

"While there's definitely an element of 
nostalgia, it's important to recognise how 
well designed many of those classic games 
are," said technology journalist and retro 
game collector KG Orphanides. 

"The developers had so little space to work 
with - your average Sega Mega Drive or 
SNES cartridge had a maximum capacity of 
just 4MB - and limited graphics and sound 
capabilities."  

The average game now weighs in at 40GB. 

Cheap but cheerful 

But these limitations did not stop them 
from making some memorable games.  

Gemma Wood, from Basingstoke, has 
never put her Nintendo GameCube in the 
loft - despite having it for more than 15 
years.  

"I love it, in fact I was playing Mario 
Sunshine and Mario Kart Double Dash 
yesterday," she said.  

"I really could not get on with the controls 
on the Wii [a more recent Nintendo 
console] and, with retro consoles, most of 
the games are cheap because they are 
second hand.  

"Newer consoles and their games are 
incredibly expensive. I understand that a 
lot of hard work has gone into the design 
etc, but how can anyone justify £50 to £60 
for a game that you might not even enjoy?" 
For others, it is a chance to show their 
children the computer games they grew up 
with.  

Howard Gardner, from south London, has 
revived his love of the Amstrad CPC and 
cannot wait to see the faces of his sons and 
daughter.  

"Five years ago, when clearing out my 
uncle's house, I found another CPC, 
restored it to working order and re-
acquired some of my old favourite games 
from eBay - and a laughably outdated 3D 
modelling package," he said. 

"I don't get a whole lot of time to use it, but 
I plan to show the children the games I 
used to play and film a reaction video!" 

Gaming for all 

Whatever your reason for picking up an old 
joypad, you are not alone, and it is not just 
an activity to take part in on your own or 
with the family at home. 

There is now a huge community of retro 
gamers across the country who love to 
share their passion.  

The National Videogame Arcade, which 
opened in Nottingham in 2015, is a centre 
of all things gaming.  

It welcomes thousands of visitors every 
year and runs huge events to make the 
point that gaming is for everyone. 

"It's one of the things we talk about a lot at 
the NVA," said its director Iain Simons.  

"You don't know where you are unless you 
know where you've been. It's important 
that just because technology has moved 
forward, it doesn't necessarily mean that 
new games are better than old ones." 

But he warned new gamers not to be 
complacent. 

"One of the things we do notice is that a lot 
of home computer games from the 80s 
were much harder than the games that 
kids are playing these days," said Iain.  

"Kids on school trips get very upset to 
discover that they can't even beat level one 
of Donkey Kong!" 

'Feeling of nostalgia'  

The retro aspect has even spread to the 
way people buy their games.  

Appendix:  
 
Retro Gaming -                          
Why Players 
Are Returning 
to the Classics 
by Jennifer Scott, BBC News 

http://www.bbc.co.uk/news/uk-40427838
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Kevin Cornwall manages retro games shop 
Playnation Games in Croydon and says the 
physical store adds to the feel.  

"It is what people want," he said. "It is that 
feeling of nostalgia, being able to look 
through the games, see and feel the boxes. 

"Modern gaming has had its pitfalls so now 
people are looking to the past to relive 
some real gaming memories." 

If you want to try before you buy, there has 
also been a resurgence in arcades or 
gaming cafes. These were something more 
common in the US or Japan when the 
games took off, but now the UK is getting 
in on the action. 

Konbo Arcade Cafe in Edinburgh offers 
classic arcade machines and believes a 
good game never goes out of style.  

Owner Michael Cox said: "Konbo is 
influenced by the Japanese arcade scene 
and, over there, old games weren't 
removed and brought back in response to a 
trend - they never went away. 

"They were simply accepted as good 
games - no level of gimmickry or nostalgia 
involved, no more than we would treat a 
20-year-old film or piece of music as a 
novelty. 

"A good game doesn't stop being a good 
game, and there's no reason a new 
generation of people can't rediscover and 
enjoy it all over again." 

A modern twist 

One of the household names of the gaming 
revolution, Nintendo, has always been a 
big draw - so much so, it has revived some 
of its older consoles in brand new casings, 
offering a collection of games in one handy 
machine.  

Last year's NES Classic was the must-have 
Christmas gift, but left fans disappointed 
when demand outstripped supply and the 
device was discontinued in April. 

Now, the company is bringing its SNES 
back in the same format and promising not 
to make the same error.  

Atari has also announced it will be bringing 
out a new console - 40 years after its 
original Video Computer System. 

CEO Fred Chesnais told GamesBeat: 
"We're back in the hardware business." 

"Those games are very approachable," 
added KG. "You can sit down and play for 
10 or 20 minutes and feel that you've had a 
genuinely rewarding experience." 

Retro gaming fans have welcomed the new 
devices - though it will not stop them 
collecting the original machines and 
cartridges.  

Take Andy Aldred, who has 19 consoles, 
alongside his PC, eight hand-held devices 
and over 1,000 games in a dedicated room.  

"They are a really decent way of getting a 
nice collection of classic games for a 
reasonable price," he said. "Buying the 
original hardware and all those games 
would cost a small fortune."  

He still takes advantage of the newer 
technology on offer, but there is something 
special about the older genre. 

"For a lot of people there is an element of 
nostalgia and being able to own all the 
games they wanted to play growing up," he 
said.  

You may reminisce about these games in a 
fun way - the fighting with your siblings 
over the next turn or the shouts of 
"hadouken" as you battled. 

You may recall a general feeling of 
confusion from the whole hubbub and 
noisy soundtrack.  

Or you may be dedicated to your modern 
Xbox, PlayStations and Switches.  

But in 2017, there is no denying the old 
school technology is well and truly back, 
and far from Game Over. 

BBC NEWS(40) 28TH JUNE, 2017 

"A good game (however 
old) doesn't stop being a 
good game, and there's 
no reason a new 
generation of people 
can't rediscover and 
enjoy it all over again." 
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