
 

Truckin’ controller overlay  
This insert sits on top of the controller 
and helps show which of the buttons 
does what.  A genuinely neat idea. 

The Mattell Intellivision  
controller  
This was essentially a twelve 
button pad + sixteen position 
(button) non-rotating dial. 

Hey.  good buddy. . . how ‘bout a hot race across the U.S.A.? 
We’ll get in our big rigs and drive the Interstates, cross the 
great plains and climb the mountains, ocean to ocean...jam 
the hammers down and be ready to hit the brakes…hi-ball up 
that endless highway from city to city, haulin’ cargo wherever 
we can… 
We’ll race all night into the sunrise.  Stoppin’ just long enough 
to snatch a little sleep and top off the gas tanks.  Watch out 
for Smokey but keep on rollin’…’cause we’re the Kings of the 
Road! 

Truckin’ - a game for Intellivision, created by Imagic designer 
Rick Levine.  Truckin’ was certainly the most complicated and 
deep racing game of it’s day and for many years after release. 
 
Intellivision came out in 1979 but this game didn’t make it out 
until 1983.  The graphics weren’t as good as the pole position 
conversion but Truckin’ doesn’t feature here because of the 
graphics.  It had two player simultaneous play and great depth 
to the game. Nay, tremendous depth.   
 
The game has two modes, each of which can be played simulta-
neously.   Players could either race to eight different cities 
choosing the fastest route or alternatively play the fuller game.  
The fuller game starts with a player agreed time limit and a 
challenge to make money.  You do this by choosing cargo and 
hauling to the best paying cities. Whilst doing this you must 
remember to top up fuel, rest (due to fatigue), avoid traffic and 
avoid going over the speed limit. 
 
This sounds a regular game until it is explained how the above 
(fuel, rest, cargo, speed limit) is executed.  You can only fuel or 
rest in particular areas, speed limit brings on the police and a 
fine but you can go for a short while after a speed limit is 
shown—but how far?  How far dare you push it?  Resting re-
moves fatigue.  Fatigue builds gradually and can reduce your 
top speed by 20% initially but eventually by about 80%.  Resting 
costs the same amount of money no matter how long you rest.  
When you rest, your fatigue level reduces slowly, but how long 
dare you stay stationary?  It is all about strategy...where/how 
long to rest/buy gas, where to trade what, where to exceed 
speed limits etc. 
 
So was the racing good?  Well it was okay, nothing like the pole 
position experience, but still, it had:- 

• Damage: Which meant looking after your wagon was a primary focus of the 

game (because of course it cost you valuable game money if you trash the 
windscreen)   

• Fuel: which costs money and if you run out you’re stranded for a period of 

time 

• Turning AND steering: you had to slow for a turn at junctions 

• 2 player simultaneous strategic and competitive play 

• Speed limits and Police—wasting time when you’re pulled over 

• Working horn (sound to ask computer drivers to move over) 
 

What more could you ask for in 1983!   

Instruction book which 
also came with a big  

road map of North America. 


