
 
So did it live up to the dream?  It certainly 
did.  It was all in there.  There were sev-
eral camera angles available for the game, 
several options for difficulty, working mir-
rors, full-scale map etc. for it’s year it was 
a technical marvel.   The racing itself was 
disappointing, the car having nothing in 
the way of physics, but what an experi-
ence for 1989. Adverts appeared in Com-
modore magazines in July that year, but 
the game never made it to the Amiga, 
much to the disappointment of many 
Amiga owners.    
 
Vette! was a great technical achievement, but not a great or fun game.  In fact only in 
two player would this be able to sustain a players interest.  
 

The game had an interesting couple of Easter eggs too.  You could find the designers 
names used as street names and you could find a hidden message, a tribute to the 
Chinese students which read “IN MEMORY OF THOSE WHO WERE MURDERED IN TIAN 
AN MEN SQUARE ON JUNE 4, 1989. J.P” 
 
In 1993 Gillman Louis merged his company with a much-in-debt Microprose (similar 
simulation experts) and never updated this game.  Microprose eventually sold to Has-
bro, who were later bought by Infogrames. Dan went on to work for 3DO on the Road 
Rash motorbike games.    

Pictured left, Gilman Louis.  Like a lot of 
programmers, he has his story to tell about 
how he made it into the industry.  But he’s 
an American and let’s be honest, we care 
less about them than out own Brit Program-
mers.  His tale is something about his par-

ents re-mortgaging their home and his teacher mut-
tering something about him never amounting to 
much.  Well now he’s a multi-millionaire entrepreneur 
not a game designer and this was the only racing 
game he designed so let’s leave it there! 

Above: a flattened pedestrian on the pavement. 
Top right: chase view 
Right: look right view 

left:Chase view at a junction 
Below, left: thick with traffic 
Above: more danger for pedestrians; also, look 
at the big wagon in the rear view mirror 

VVVVETTE!ETTE!ETTE!ETTE!

FACTSFACTSFACTSFACTS    
 

This game required Dos 
version 3 (a text based op-
erating system before win-

dows was invented) 
 

An Intel 8088 processor 
could run the game but 

really you needed an 80386 
 

The graphics were flat 
shaded polygons (no light-
ing, shading or textures) 

 
The first level included a 

poor attempt at the famous 
hills and includes a very im-

pressive ride over the 
bridge. 

 
The game sold between 

50,000 and 100,000 units.  
 

Via a serial cable the game 
would link two machines 
(imagine getting two 

£3,000 machines together!) 
 

Test Drive 2: The Duel was 
the most direct competitor 
at the time.  The Duel did-
n't offer a 2-player option 

as it was simply you 
against the machine. The 
game box for Vette! had a 
sticker on the front of the 

box that read:  
 

Presenting The Real Duel.   
Unique 2-Player Option.   

Race against another driver 
via direct computer link  


