
 

Above first three: Choose McFaster, go to Cambridge ring  Go over the steep crest and round a bend, up the hill past the church, slow up 
and look left to see the programmer write his name, ‘Ste’ on what should be distance markers.  Above, far right, the Ferreti. 

Chequered Flag was released by Psion and pro-
grammed/designed by Steve Kelly.  Kelly is a from the 
North of England, Warrington and like his fellow pro-
grammers he was duty bound to have long hair and 
tight jeans.  He was still listening to punk music by the 
mid eighties!  Steve had been employed by Psion since 
October 1982 and prior to this he created some explo-
sion routines for their ‘Flight Simulation’.  Like most 
noteworthy programmers, Steve has his own story on 
how he entered the industry.  It’s just as fascinating as 
the best of them.  
 
In June 1984 Steve Kelly was interviewed and revealed 
a little about himself and the game.  He left school un-
qualified and began a manual lifting job.  Having hurt 
his back, he then spent two and a half years recovering 
and learning Z80 machine code.  He decided his newly 
purchased ZX81 could do games like the arcade ma-
chines he liked but there were none available.  He 
started writing some.   (initially from type-in Sinclair 
User listings).   
 
 
He actually sold a pac-man clone to Microgen but his 
big break came when he joined Psion.  At Psion, games 
were all written using a VAX digital computer and pub-
lished by Sinclair themselves.  After helping with finish-
ing ‘Flight Simulation’, kelly was asked by the bosses if 
he could do a racing simulation with 3D graphics.  
Kelly wanted other cars to run on the track with you 
but felt it would detract from the simulation.   Psion 
didn’t like arcade games—they felt that there was too 
much competition for that type of game. 
 
 
 
 
 
 
 
 

A Programmer called Steve Townsend designed the 
game ‘engine’ which used data tables (in later years, 
Programmers call them look-up tables). This was in-
stead of using processor hungry formulae within the 
game.  This allowed them to simulate power curves for 
engine performance. 
 
Kelly believes the success of the game is due to their 
relentless testing and revisions made during program-
ming.  He claims the part of the code which draws the 
road was re-made three times. 
 
Kelly was an insightful chap.  He firmly believed even in 
the mid eighties that the days when one person could 
write a game were over and of course he was right.  
 
Creating a popular Speccy tennis game was Kelly’s next 
trick, but he hasn’t produced simulations since.  His 
fans went on to enjoy his game for many years, and no 
doubt the plentiful simulations which followed. 
 


