Welcome to the world of SIM
About the game
From the early betas of the game I found that there was one question I was being asked quite a lot:-


“What am I meant to be doing here, and why?”

Well, the first part is relatively simple, you are meant to be dropping the 10 Simrals that are scattered around the playing area into the Sim well at the top right of the playing area.

As for why, well, in truth, I REALLY don’t know. I probably DID know, way back when, but I can’t seem to recall!

I first played the game on my best mate Iain’s BBC Micro (Model ‘B’) back in nineteen-eighty-thing and it just blew my mind. We would sit together and play it, Elite, Strykers Run, Intergalagtic Space Trader and Citadel for hours. Having a far superior computer in my trusty rubber keyed Spectrum we would often argue the toss over which machine was better and which games were the best. The only game I was ever envious of was SIM. It caught my imagination and fuelled my desire to find bigger and better games like it for the Speccy, just so I could prove my beast was the best!
I have an awful lot to thank the BBC for!

About the Original
The game was originally released in 1984 for the BBC Micro and Electron.
The genius behind the game is one Joshua Portway. Wikipedia has the following to say about Joshua….

“Joshua Portway is an artist and game designer. He is a frequent collaborator with Lise Autogena, for example on their Black Shoals stock market planetarium project. He is the son of the artist Douglas Portway.”

His CV and website is here…. http://www.stain.org/PR/
SIM was published by VIPER – I can’t find any reference to Viper ANYWHERE on the web (save for BBC retro sites)

The credits for the original ran thus…..

Saskia Portway (MUSIC)

SIM, my brother (INSPIRATION)

Sean de Bray & Tim Bell (ADVICE)

Andrew Derodra (DEBUGGING)
If any of these people ever read this and, for any reason, foul or fair, wish to contact me, my email address is SIM@spraydough.co.uk 
It just remains, for this section at least, to thank everyone involved in the original game, 23 years ago, for opening my eyes to a new genre of gaming.

About the Remake
Well, this is my first attempt at a 2D remake. It has taken me around 3 weeks of coding, level building and testing to get it to this first full release. 

I coded the game in Blitz Basic, used Paint Shop Pro 6 for the graphics and Audacity for the audio elements.

To cut a long story short, I ripped the graphics for the levels directly from the original as well as the main music. The rest of the graphics, from the player to the cloud, the sun, the rabbit and all the other on screen elements were created from scratch by me. I’m not very good at the whole art thing!
Sounds were grabbed from free audio sites on the web.

The remake was originally uploaded to www.remakes.org and my own site, www.spraydough.co.uk 

Credits for the remake are as follows…..

Coding, ripping, graphics, play testing, beer buying and most everything else…… SPRAYDOUGH!

But, as ever, it wouldn’t have been possible without the following people….

Ginnette, my wife, for the patience, love and constant questioning.
Kim and Zoe, my daughters, just because.

Iain, it was HIS BBC, it’s HIS fault!

Johnny Boy, for the mental slap about the enemy collisions

And everyone at the Retro Remakes Forums.

Thank you ALL!

Instructions
Keys…..

Thrust - Up
Left - left
Right - Right
Get - z
Drop – x

Aim….

Fly around the world to collect the 10 Simrals required to stabilize the planet's core (or something) 
Collect the Simrals and drop them into the Sim well
You'll need to shift that rabbit, and there's not a Holy Hand Grenade in sight!

Good luck, you'll need it!

Spraydough.

sim@spraydough.co.uk
