
 
 
 
 
 
 
 
 
 
 
 
Grand Prix Legends from Papyrus was an update of their long running Indy500 series.  It launched for PC in Octo-
ber 1998 and replicates the 1967 grand prix year. Precisely.   
 
As you can see from the screenshots, the cars did not have downforce (wings) in 1967 and this makes the driving 
experience greatly different to modern F1 simulations and in fact gives a much more involving experience.  The 
game is a highly detailed simulation demanding hundreds of hours to learn how to set up the car and race them. 
 
When it launched, American and European gamers alike had high hopes for this game.  We may not enjoy Nascar or 
Cart simulations in Europe, but with a fine piece of engineering like this, GPL was never going to be overlooked.  It 
is still played today by it’s many fans.  As a game in it’s own right, it would have been like a lot of games and left 
behind as technology moved on.  But this is one of those games that wouldn’t have it’s day and roll over.  GPL 
moved on.  It was moved on by its fans because the underlying physics was so incredible it meant endless possi-
bilities.  The physics engine actually took 18 months of development by the lead programmer, David Kraemmer.   
 
Racing games typically give us one minute or two minute laps.  Nothing wrong with that, but it would be nice if 
more often we have more challenging tracks, like ‘the ring’.  In GPL the old, 14.2 mile, 174 turns, 10 minute lap 
Nurburgring is yours in picture perfect recreation.  Send your thanks and respect to Papyrus.  

 
The remaining ten tracks in GPL are similarly recreated and it 
has to be said the mod community do a great job on creating 
additional tracks, including crazy stunt tracks as you see below. 
 
The attention to detail in this game was stunning and a refresh-
ing respite from the usual F1 games.  For instance, there’s no 
in-game clock, you have to wait until you pass the pit wall to 
check your time, your position and how many laps remain.  But 
it’s the physics engine which shines through as the star compo-
nent and some argue it hasn’t been beaten yet.   
 
The online community continue to add to the game although 
sadly it never made a great volume of sales and neither pub-
lisher or developer have updated the game. 

ON-LINE RACING 
 

When released, like some other games it promised on-
line play and then delivered something which is almost 
intolerable on-line.  But just over a year after release 
(15th November 1999) the second game patch was 
released and it vastly improved on-line play.  This 
spurred on the already enormous on-line community 
and literally hundreds of fan sites organised on-line 
racing competitions, teams and ranking systems,  This 
was helped largely by a well known figure in GPL world, 
one of the beta testers, Alison Hines.  Fans created 
new tracks and the graphics were overhauled as time 
moved on.  Whilst not a deliberate extension to the 
game life, Paul Thurston brought out a useful tool for 
players which allowed engines to be swapped...ie put a 
bigger engine into the smaller F3 cars.  That really up-
set some of the ranking systems but, critically, because 
of the limited number of cars you have, it really 
breathed new life into the game.  Of course the bril-
liantly implemented physics model meant this change 
of engine made both obvious but also more subtle 
changes to the vehicles. 

 


