
 

July 1998 saw the release of Colin McRae Rally onto Playstation.  From self-publishing Codemasters, it was developed using the 
TOCA game engine but under a different production team (headed by Producer Guy Wilday who would later leave to help form 
Sega Racing Division in Birmingham).  At the time Colin was driving for Subaru and despite the car being in so many earlier 
games, it was this game which cemented the cars reputation for being THE vehicle to be seen in.  This game set new expecta-
tions for the genre.  Like GT, it had realistic physics modelling each wheel traction and suspension separately.  V-rally was great 
but in a more ‘arcade’ sense.  McRae simulated gravel, sand and ice like never before.   Although only comprising 400 polygons, 
the seven cars available looked great and felt just right.  It met both critical and commercial success.  This was the benchmark 
upon which all future rally games were judged.  Before number 2 was released it etched up over 1.5 Million sales.  Track design 
was stunning. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 

 
In June 2000, having employed a 28 strong team, 
the second McRae game was released.  This time 
Codemasters had to work closely with Ford as 
Colin had switched teams.  CMR2 met similar 
success and by now the PC version clearly looked 
the better of the two.   On Playstation, vehicle 
polygon count was up to 700. 
 
CMR3 with it’s 15,000 poly cars was released 
25th October 2002.  By this time, over 5 Million 
sales have been made of CMR1 and 2.  CMR3 
upped the damage and graphics quality by a good 
leap but didn’t change the fundamental game 
play.  Thankfully. 
 
CMR4 and CMR2005 was released 2003 and 2004 
respectively and rather than make a stronger 
simulation, if anything the game was dumbed 
down a little.  The same happened with the Sony 
game, WRC was initially a really hardcore simula-
tion handling model but by the end of the series 

it 
had 
lost 
it's 

Above: 2000 CMR2 on Playstation 

Below: 2002 CMR3 on Playstation 3 

Another big rally star releas-
ing a game in 1998 was   4 
x world champion Tommi 
Mäkinen.  He won the world 
rally 1996-1999 with Mitsu-
bishi.  From Finland, Tommi 
licensed his name to Euro-
press and their internal stu-
dios made a fair but dull 
game.  The demo on the 
coverdisc of the Official Play-
station Magazine was 
enough to put me off. 

 
McRae is a ‘big’ name today, but this wasn’t 
the first racing driver to be licensed on a 
game.  Richard Petty was a famous Nascar 
driver in 1985, when he released the C64 rac-
ing game Richard Petty’s Talledega.  Of course 
many followed, including Nigel Mansell, Mario 
Andretti and even Michael Shumacher himself 
has put his name on a game.  But Colin did it 
best—he was highly involved with developing 
the feel of the game.  

 


