
Notice the in-car view for two of these games: A trend started by CF in '83 

After some great years for the spectrum and 
thousands of games, there was still a pleth-
ora of original games being released and 
Turbo Esprit from Durell was one of them.   
It was in fact the first driving game; predeces-
sor to Driver, GTA3 et al.  Like it's successors, 
Turbo Esprit also had a map to view the en-
emy locations, working traffic lights and cars 
that indicate, all on a humble Speccy. 
 
The game had a storey behind it, but the plot 
was simple: Stop the  escaping drug smug-
gling cars by chasing them through one of 
the four cities - ram or gun them down.  They 
have guns too, so you had to be careful they 
didn't straffe past you.   
 
High scoring was the name of the day.  
Viewed from a dash-cam, the instruments all 
worked and provided vital info.  Like fuel use, 
temperature etc.  The game allowed you to 
run over pedestrians, but unlike the arcade 
game from Exidy, here you were punished for 
doing so.  Remember the car had a gun too, 
so you could also shoot the peddies.  Inter-
estingly, the points for running over peddies 
was totted up separately, thus allowing a 
rather interesting, if violent, sub-game. 
 
At release, it was called addictive, great fun, 
well polished, playable and exciting to drive.    
For £8.95 you really couldn't ask for much 
more. 

 
Late in the Spectrums long career, Novem-
ber 1986 saw the release of Nightmare 
Rally from Ocean.  After two bad years, this 
didn’t save Ocean but it was better than ex-
pected.  Crash, a very influential magazine 
at the time served up a  massive 80% score.  
Your Sinclair blessed 9/10. 
 
The second rallying game seen took a better 
perspective - a game with a bent towards 
fun, rather than realism.  Sat next to TT 
Racer in the same magazine, it's likely most 
gamers purchased the sim, not this one. 

In February 1985, Hill MacGibbon 
released what was the first game ever to 
attempt rally simulation - Rally Driver.  On 
a Speccy you ask yourself?  Could it have 
pulled it off?  No, it was nothing to get 
excited about: It was a semi-educational 
title and felt nothing like mud-bashing.  
The game insisted on speed limits, 
trashing you if you exceeded 40mph.  It 
also had some bends which required the 
car to come to a full stop, followed by 
indication - hardly exciting rally driving.   
 
To cap this one off, the game ran slowly 
and instead of naming corner severity, the 
co-driver would issue text instructions 
naming particular roads - so this meant a 
second player (map reader) was required to 
assist.  Hardly inspiring.  Nevertheless, it 
was the first rally game and in fact had one 
interesting feature - the cow.  A Cow would 
occasionally be seen on the road side or on 
the road.  A press of the horn was 
required, otherwise it would be 'splat' and 
a time penalty applied. 

 

DURELL 
Taunton, Somerset was the home of Durell, a company 
formed in February 1983 by Robert White.  They expanded 
like so many others did and eventually sold out to bigger 
publishers, Elite Systems Ltd in 1987.   
 
Durell had a string of hits, including the rather great Harrier 
Attack, Saboteur, Combat Lynx and Critical Mass - mostly 
on Spectrum and Amstrad.   
 
Elite still produce and publish games today, and have 
recently developed 'Ford Racing' and 'Grand Touring' - two 
games which were for PC, but were  also converted for a 
Korean Company t o work as arcade games. 

Still, it was a fair game and really set the 
scene for future rally games. 
 
Nightmare rally promised a Lamborghini 
on the tape cover, but the car it depicted 
was more like an escort.    Graphics were 
nicely and smoothly animated for the 
day, however the UK gamers and I were 
looking forward to release of the 16-bit 
Amiga at the time so it hardly shocked 
the game community!  The game was a 
lonesome ride against the clock, aiming 
to drive between the oncoming flags 
whilst avoiding the rocks, trees and gen-
eral stone/earth graphics.  The fun came 
from jumping over the mounds of earth 
rather than crashing into them and 
whilst not appearing loaded with fea-
tures, the gameplay was rewarding, re-
quiring fast reflexes.  It was exactly what 
the genre needed as it was getting 
caught up in a spiral of pole position 
clones and simulation attempts.  Ocean 
went on to have a good year 1987; per-
haps this game spurred them forward a 
little. 


