THE MAKING OF

The 0Oliver twoins’

sequel

| EHGLAHD
PIrTS

HIT R TO REPLAY
SPC TO CONTINUE

[Amstrad CPC] Grand Prix Simulator 2's pit stops show you the time you're
carmying over to the next race.

ike many of the Oliver twins’

collaborations with Codemasters,

Grand Prix Simulator was a

huge success. However, aspects of
their top-down Amstrad racer bothered the
brothers, as did the outsourced Spectrum
conversion, and so they decided to make a
follow-up. “The idea behind doing Grand
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“THE CARS HWERE
PRETTY NICELY DRAMN.
THEY REALLY DID LOOK

LIKE FORMULA ONE
CARS, MWHEREAS IN
GRAND PRIX SIMULATOR
THE CARS HWERE

LIKE MATCHBOXES!”

THE MARING OF GRAND PRIK SIMULATOR 2
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HOW THE DIFFERENT VERSIONS LINE
UP ON THE STARTING GRID

B Although not quite as
vibrant as its 16-colour
predecessor, the CPC Grand
Prix Simulator 2 exploits
the higher resolution of the
system's four-colour mode
to render far more detailed
cars. The Amstrad sequel also introduces damage
meters, racing against countdowns, banking time for
subsequent courses and three-player races.
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Grand Prix Simulator 2was the final simulator
that the Oliver twins designed for Codemasters.
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simulator series. Philip its issues on the Amstrad, and we had always W chillie & < . g
UliUE’l" e:-:p].a.i.ns hD'.I.I wished it could have been a bit better. We had

= also just done Jet Bike Simulator, which was

- rEgrE.rE DUE_'I" ""_'iE'.'I.I" - already the right resolution for the Spectrum

original game inspired its
much-improved sequel

M The Olivers ported their
CPC original to the Spectrum,
so the two versions play
identically. There's also
nothing between their music
and sound effects when you
play the Spectrum version

on a 128K model. The Sinclair port differs visually,
however, in that its cars are all yellow and its tracks
are more colourful.

DEVELOPER
HIGHLIGHTS

PRO SKI SIMULATOR
SYSTEM: AMSTRAD CPC,

and had a nice clean codebase, so it wouldn't
take too much to change its graphics.”

VARIOUS Besides being a straightforward project, CG‘I
YEAR: 1987 additional motivation to produce a sequel
PRO BMX SIMULATOR - CORPULIOE -~ CORPULER ) came when the Olivers went on a day out M The handling of the
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VARIOUS — more sensitive than its

Codemasters sponsored Johnny Dumfries,

YEAR: 1988 7 1Hg 4§ 4 counterparts, but that's
I l‘ ]17 We. \.Nent to Silverstone and Brands Hal(,:h, » [Amstrad CPC] Unlike its predecessor, you rarely get snagged on barriers in »|Amstrad CPC] Collisions with other drivers in Grand Prix Simulator 2stop you o bad thing. Otherwise
JET BIKE SIMULATOR 1 Philip notes. “He was a Formula Two driver il e e g wjnm.! Al el ol its gameplay matches the
(PICTURED) L rather than Formula One, but it did mean that . other versions. It does sound
3:;5‘; AMSTRAD CPC, ' _ we took an interest in Grand Prix. Not that an better, because the computer cars replayed their : Prix racing, the qualifiers decided what order the :g:gfeg"tvh‘?luﬁ:s :‘l::nate
YEAR: 1988 _E, . 8-bit computer could reflect it that much, but data slower when there was a collision. That i cars went in, so it did reflect on that as well.” tunes, its cars’ engines are strangely musical and
~ Cagar Grand Prix did feel a little bit closer to us than it was a trick we got from BMX Simulator.” i Given its improvements over its predecessor, their wheels don't screech around corners.
DEHDE B8] &) % had first time around.” i the Olivers expected GPS2to get good reviews,
[Amsirad CPC] Before starting = Inspired by the experience, the brothers used nother enhancement gave the but oddly, it was hardly reviewed at all. “Some
Grand Prix Simulator 2, players are " . the Amstrad’s high-resolution mode to give Olivers’ sequel more depth, but it more reviews would've helped, because the CONPUTER COMPUTER
askadwho they wantto drive as. M = . their follow-up much more realistic-looking cars was also a concession to realism : game would have reviewed well,” Philip sighs. = -
., than its predecessor. “The cars were pretty that its predecessor had overlooked. ;| “Maybe Codemasters forgot to send review EHE a a z":mj HB g 2".“-‘ : : -
= " = . " nicely drawn,” Philip beams. “They really did “With real racing cars, you did not want ! copies out, although we'd often drive them to . .
é 3 . . look like Formula One cars, whereas in Grand to crash them at all, because they were the reviewers ourselves. We would take them
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Prix Simulator the cars were like matchboxes!”
Further improvements on Grand Prix
Simulator followed, as the twins gave their

sequel more intuitive controls and less
frustrating collisions. "Every course
started you pointing up or right,

T

expensive!” Philip laughs. “So we thought that
a damage meter was another feature that we
wanted to introduce. In the first one, it didn't
matter how much you crashed, but if you
crashed your vehicle in the second game you
would slow down a bit. Although it was subtle,

i out to lunch, load the game up, show it to them,
i talk about it, and then we got a nice review.

i Maybe Codemasters thought we were doing it,
and we thought that Codemasters was doing it.”

Simulator 2 outdid not only the original game

Decades later, Philip feels that Grand Prix

PUBLISHER: L] H : A 5 :
CODEMASTERS which meant that it was more so we put a graphic indicator on the screen that | but also every other 8-bit Oliver twins racing
DEVELOPER: playable,” Philip points showed your damage points.” ¢ sim, and wishes that the sequel’s sales numbers
PHILIP AND ut, “because with As well as motivating prospective players had reflected this. “One of the reasons for
_ANDREWOLIVER | rotating controls of their second Grand Prix game to avoid i creating Grand Prix Simulator 2 was that we had
e — iee " we found that if you crashing their cars, the twins also rewarded i some regrets about the original, so it was really
™ started going down them for consistently fast race times. “It just i trying to fix all of those things,” Philip reviews.
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AMSTRAD CPC, - it felt back to front. made sense to give players a benefit if they did : “The only regret is that we wish it had sold a
VARIOUS Also, when the cars really well,” Philip says, “and if they only just little better, but | think we got everything out of
GENRE: collided the game scrfiped through, well then they were already at it that we could hav.e. an.d it's probably the best » [Armtiod CP) N i -tk o e
RACING could deal with it a disadvantage on the next course. In real Grand | out of all of our 8-bit racing games.” % damage it's game over.
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