
 

It’s not surprising that game programmers, 
who had probably built their own computer 
had become interested in developing soft-
ware which allowed others that freedom of 
design—be it a maze game, racing game or 
similar.  It was a trend that would continue 
too, with the data-cassette being recordable 
media and the memory limitations of the 
machines, having the gamer make the levels 
was surely both a commercial decision as 
well as a marketing one. 
1983 was a landmark in DIY tack making as 
the USA designed Motocross was delivered.  

In England we had to wait until 1984 when 
John Anderson developed a game which 
Commodore published.  It was called Rally 
Speedway and it was a scrolling top-down 
race game which was beautifully designed.  
Players could choose various speed and 
braking factors, two players could play at 
once on the single screen and best of all the 
cars carried a momentum and skidded 
around  the bends with a ‘just-right’ level of 
over-steer.  A great top-down racer, but best 
of all it included a course-designer.  Whilst 
not too cumbersome, it was by no means 
easy to create a track 

EIGHTIES MAGAZINES 

IN RACE-GAME-PHOBIA 

SHOCKER 
Since the seventies, various computing 
magazines had been available but in Eng-
land, October 1981 was a landmark for 
game magazines when the first multi-
format magazine, C&VG hit the shelves.  
Sinclair user followed in 1982, Your Sin-
clair, Crash and Zzap, but it wasn’t until 
1987 that ANY of these magazines fea-
tured a picture of a car (racing or other-
wise) on the front cover! 
 
Taking Journalists on Track-days isn’t 
new—Zzap64 were taken to Brands Hatch 
to race in single seater Formula Ford cars 
to promote RDS.  Still, nothing changed on 
the front covers! 

 

ABOVE: Rally Speedway, 1984.               Right: 
BELOW: Scalextric, 1985                 1987 GPCS 

DIY TRACK DESIGN 

Of course we had Pinball Construction Set 
(1983), Adventure construction set 
(1984) and more but it wasn’t until 1985 
Scalextric was released that DIY track 
making arrived with aplomb.  A nice in-
terface and two player ’behind view’ rac-
ing was available.   
 
However it was  RDS that  showed them 
how it should be done properly with all 
the variables available, different vehicles 
and each bit of the track could be 
changed in direction and height.  It was 
well worth investing the hours in RDS. 
 
Of course ‘Stunts’ and ‘Stunt Driver’ were 
very much of the ‘DIY’ them, when po-
lygonal gaming became the normal, the 
PC community have taken the DIY ethos 
to it’s extreme and everything from 
slightly better graphics to entirely new 
race tracks are available in games which 
possibly never even intended such func-
tions to be available to the player.  And 
it’s not just your PC gamers, VRally 2 for 
Playstation was released in 1998 and it 
had a very competent track designer, 
which was quick and easy yet still allow-
ing you to design something which felt 
like your own.  Other console games in-
clude: Motor Racer 2 (PS1), MTX Mototrax 
(XB/PS2) and RC Revenge Pro (PS2) 

Since 1978, various companies offered 
kit-form computers to the UK. These re-
tailed around £70.  After some growth in 
the electronics market, by 1981 the idea 
of having a home computer was appeal-
ing to the masses and several companies 
had a machine to retail.  They weren’t 
initially sold as game machines, but the 
Commodore Vic-20, the Acorn Atom and 
the Sinclair ZX80 were all being sold, 
mostly pre-built around £100-£200 and 
various young folk around England began 
to program games for these machines. 
 
You will see on this page an October 
1981 advert for an Atom game (needing 
extra memory from it’s basic 2K).  For 
£6.95 you could buy yourself a sprint 
clone which allowed track editing.   It was 
from a Company that would later be re-
named Micro Power and become one of 
the top three software developers for the 
Acorn BBC computer, alongside Acorn 
and Superior Software.  The Atom only 
sold approximately 20,000 machines and 
this game possibly only retailed a few 
dozen copies.  It certainly isn’t available 
in any archives or auctions for retro-
gaming today. 


