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You have to be cautious of a 
game with a clipped word for 
a title, combined with an 
exclamation mark.  But this 
mid 1989 game was well 
worth a look and quite a 
revolution to boot.  Released 
before Stunt Car Racer, this 
was truly the first polygon  
racing/driving game available 
at home.  At release it had 
good press owing to an 
enthusiastic, media savvy 
designer and a company with 
a reputation for simulations 
(their previous game Falcon 
was very well known in 16-bit 
circles – double page spread 
adverts etc).  
 

 
Vette! is quite the technical dream come true.  I can imagine the de-
signer Gilman Louis and programmer Dan Geisler sat down after fal-
con and had a chat :- 
 

Dan: So do you fancy a racing game next? 
Gillman:What about a driving game where you’re inside the car, you 
know, like test drive? 
Dan: We could have a go at 3D work, like hard drivin’. 
Gillman: Yeah, you could drive through a city or something, instead 
of a track.  We could do lots of traffic, pedestrians etc 
Dan: How about San Francisco?   
Gillman: Why not, we could race over the bridge. 
Dan: Wow, that would be cool.  Hmmm; What’s your dream car? 
Gillman: How  about a  classic American car like a Corvette? 
Dan: We could have a race against other supercars like Ferrari, 
Lambo and Porsche.  
Gillman: Let’s go!  
 
 

 

VETTE !  

IN PERSPECTIVE 
By 1989 PC’s were still sometimes black and 
white, had nearly no memory and were still pri-
marily aimed at office work.  
 
 
 
 
 
 
 
 
 
 
 
A 80286 machine at 8Mhz would be typical but 
a decent 80386 at 16Mhz (more suited to 
games) would set you back £3,500.  

Clearly PC gaming was for the rich kids only and 
in the UK I would speculate no more than 
10,000 gamers ever played Vette! on release.  In 
contrast the Amiga had well over a Million UK 
users by then and Stunt Car Racer may have 
been less technically impressive but it was the 
better game and ran on the popular affordable 
machines. 

 
 
 
 
 
 
 
 

It should also be remembered that SCR ran on 
your big television and with a joystick, whereas 
PC gaming meant a keyboard input and a 14” 
monitor. 

For gaming, a PC was the best technology from 
1991 until 1995 and if you could put up with 
the small screen and expense, then it was the 
best way to play for that difficult four years 
 
Thankfully the 32-bit consoles came along and 
offered analogue input—a life-saver for the rac-
ing genre at home. 


