
 
 
 
 
 
 
 
 
 
 
 
 
 

 

In 1987, Test Drive was released for the Commodore 64 and whilst it was also released for the Amiga, the 
machine was new and didn't start selling well until later in 1988.  TD was the first racing game on the ma-
chine to take a more sim-like approach, open-wheel racing aside.  It took the arcade racing idea (fast cars, 
pretty scenery) and offered only an in-car view with simulation like engine/steering.  There was no turning the 
car around and going the wrong way, but it did make a good effort in simulating real cars and for the first 
time it was road-going supercars not open-wheel racers. Great care was required to play.  The critics mostly 
slammed the game—and for good reason too.  Whilst it was certainly refreshing to see something other than 
Pole Position and Out Run clones, the load times between games was most frustrating, there was no oppo-
nent to play against and the collision detection often left you feeling cheated. 
   
The reason the load times were so bad and the game ruined was the fabulous presentation.  It had digitised 
music and speech, real and working dashboard with working mirror and the gears were manual only.  Over 
revving meant killing the engine and a lost life.  This was all in the big 1985 BBC hit Revs, but now on the 
popular computer, it was available for the masses, not the minority. 
 
It took another two years and a more powerful machine to generate a great game and the one for which the 
TD series is remembered so fondly.  Test Drive 2:The Duel was released mid 1989 on the Amiga computer 
(with a later PC and Mega Drive conversion) and it received mixed critical acclaim.  At the time nothing could 
beat it – it sold well and gamers everywhere have fond memories of this classic.  It retained the TD mechanics 
but improved on the first game ten-fold.  Graphics were slick and a much higher resolution.  Audio quality 
was now better and in stereo and importantly because the graphics were smoother, the collision detection 
was lots better. The immaculate presentation of the game continued.  This game was so tough that I never 
made it to the end (despite trying endlessly) yet I still loved it.  It continued down the half-simulation/half ar-
cade game route and was well balanced.  I always played on manual gears, though this second game offered 
an auto box for the softies!  

 

 

 

 

 

Distinctive Software Ltd 
(DSI) 

DSI created TD1 and 2.  
They also created a fantastic 
F1 style simulation “Grand 
Prix Circuit” published by 
Accolade in 1988 and Stunts 
in  1990 —this was the basis 
of a good quality technology 
which no doubt increased 
their worth in the 1991 sale 
to EA.  Lead programmers 
for Test Drive were Don 
Mattrick (TD1) and Kris Hat-
lelid (TD2) 
 

DSI was founded by Don 
Mattrick and Jeff Sember in 
1982.  Ferrari driving Don 
eventually had over 80 staff 
with an average age of 27.  
They sold to EA in 1991 for a 
reported $11 Million & be-
came known as EA Canada 
and are now a part of EA 
Sports.  In 1993 they started 
and still continue the Need 
For Speed series.  Kris Hat-
lelid still works for them.  
Don is now President of EA 
worldwide. 

Accolade 
Accolade published/owned 
the rights to TD-TD5.  They 
were formed by Bob White-
head and Alan Miller in 1984 
after leaving Activision.  Be-
fore TD6 was released in 
1999, they had sold to Infog-
rames the giant French pub-
lisher and Accolade now 
rests in peace.  Accolade 
was so named because it 
came before Activision   
alphabetically—suggesting 
their new company was su-
perior.  Activision was 
named because it came 
before Atari. Needless to 
say, Acclaim subsequently 
also chose their name 
wisely! 
 

Electronic Arts 
EA distributed TD-TD5.  
Founded way back in 1982, 
by 1986 they were the num-
ber one developer and pub-
lisher in the US.  They still 
are. 
 

Famous for creating the 
1994 3D0 version of ‘Need 
for Speed’.  They also 
crafted the first ever Ferrari 
licensed game in July 1988 
(their first foray into what 
became their staple cash 
cow) and released the first 
polygon F1 game on home 
gaming machines — 1990’s 
Indianapolis 500 for Amiga.   
Having bought Bullfrog and 
Origin Systems, they are 
now known as EA. 
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