
!And the others! 

Japanese publisher Atlus developed a racing game for 
promotion purposes, called Netz Toyota Racing.  A few 
thousand copies of this were released in Japan in 1999, 
available mainly to potential new car buyers. Running on 
Playstation on a modified Advan Racing engine, Netz 
featuring 8 selectable cars, 4 tracks, up to 15 cars on-
screen, it looked a little like Turismo.  It is reportedly fun for 
a few hours if you can find a copy.  Like Ford Racing, it 
features much advertising but in 1999 this obviously means 
videos not still pictures. 
 
Moving on, BMW had a slice of the action with a 1999 Need 
for speed tie up called Cyber Race.  Then in 2004 BMW 
created a fabulous pre-Turismo 4 promo disc featuring their 
new 1 series hatch and the Nordschleife circuit. 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 

Within months, Sony & Ford published another promo disc 
t-he WRC4 Ford Fiesta Sports Edition. A very rare demo 
distributed by Ford, including 4 tracks & four different Ford 
Fiesta cars. 

It includes the Fiesta ST, Fiesta Prototype RS, Fiesta Super 
1600 and Fiesta WRC. 
 
Volvo have done their bit.  In 1997 they released a Free-
ware demo S40 Racing (from Swedish developer Digital 
Illusions—DICE).  It featured the new S40 car and two 
tracks.  It apparently had 16,000 copies dispersed through 
car dealers and was written in 45 days (it was a different 
game in disguise really) - (thanks Wiki).  
 
After putting some Car Adverts in Xbox games in ‘03 and 
‘04, Volvo thought it had a great idea...let’s do a game 
again and this time teach gamers about safe driving.  Hmm!   
In 2005, Volvo had a stab at advergaming in the USA. It 
collaborated with Climax (brighton) in to release a game 
with their ‘Drive For Life’ campaign.  It had 100,000 copies 
cut for distribution through the media and vehicle distribu-
tors.  The game had three tracks and a few cars.  Needless 
to say the rest is history.  Rather than teach us a lessen, I 
suspect it was more a ‘lessen learned’ by Volvo. 
 
 
 

TOP TO BOTTOM 
 
1987 The Ford Simulator 
 
1992 The Ford Simulator 3 
 
1994 The Ford Simulator 5 
 
2001 Ford Racing 
(also called Ford Racing 2001 for PC) 
2003 Ford Racing 2 
 
And not shown... 
2004 Ford Racing 3 
2005 Ford Street Racing 
2006 Ford Racing Full Blown 

Ford always seem to have had their 
hand in racing simulations one way or 
another.  But not so much for profit and 
gaming, but for promotional purposes.   
 
It’s first foray into this was developed by 
SoftAd Group and Beck-Tech and simply 
called The Ford Simulator. 
 
In 1987, Ford figured that by developing 
a digital showroom, they could sell more 
cars.  The game (product?) showcased 
their latest cars as best possible and 
allowed the viewer to drive them too in a 
semi-gaming environment.   
 
With just four colours, it was far behind 
what Amiga or Arcade games were do-
ing at the time, however that wasn’t the 
point.  The idea was to promote their 
new products and give PC owners a 
chance to view the statistics of their 
cars.  The fact that you could drive the 
vehicle was a bonus and probably the 
incentive to pop the free disc into your 
machine if you had one.  Yes it came for 
free….it was given away with an Ameri-
can newspaper and presumably given 
away inside their showrooms.   
 
A sequel came with updated stats but it 
wasn’t until the 1992 Ford Simulator 3 
came out using something called EGA 
graphics, it looked and played a little 
better—more like the first two Test 
Drive games.  Like test drive you had a 
destination too—you had to go to some 
lake and get there as fast as possible, 
whilst evading the police.  
 
The Ford Simulator 5 came in 1994 and 
was a small step forward but still a 
sprite driven environment and in fact 
the end of the line for this promotional 
aid. 
 
A number of years down the line, Empire 
interactive engaged long standing Brit-
ish developers, Elite Systems to develop 
Ford Racing...a proper game this time 
for PC and Playstation.  It was a fairly 
poor game and was followed by fairly 
average successors and even an arcade 
game.  The first game from 2000 may 
have sold half a million titles, but that’s 
due to it being a budget release, not 
because it’s a great game.  The strange 
thing is that the developer of the second 
game, Razorworks have previously writ-
ten a decent racing game—Total Immer-
sion Racing, but still failed to make a 
good game of the ford license.  It is al-
most certain that production deadlines 
killed the second game….for instance 
Empire only announced it in September 
2003, and released it just one month 
later.  Further, it too was released as a 
budget game.  What started as a com-
mercial promotion seems to have ended 
in a critics disaster, if not a commercial 
one. 

 


