
 

December 1989 saw the release of Stunt Car 
Racer by Microstyle on the Amiga computer. It 
was the first polygonal racer for the Amiga, but 
it was no experiment, no trial or first attempt.  It 
was a Geoff Crammond game—the physics ex-
pert.  For that reason alone, it was worth a look.  
 
The passion and enthusiasm I hold for this game 
are immeasurable.  Not a single scientist out 
there could measure the fun you can have with 
this game.  I played for so long and had so much 
fun that, for me, it could easily be considered 
the best game ever. 
 
Following months of speculation (first previewed 
with screen shots as early as August 1989).  SCR 
was the first home racer which allowed two ma-
chines to link via RS232 serial cable giving multi-
player home gaming it’s second step forward.  It 
wasn’t the first game to offer link play (a flight 
simulator and a chess game amongst other did 
this) but it was the first one to enthuse me and 
my brother to get a link cable.  We couldn’t find 
anywhere to purchase one back then, but that 
didn’t stop us.  I found the wiring technical data 
within an old Amiga Format magazine,  Lee cob-
bled together wires from three different broken 
joystick cables.  He bought some connectors 
from an electronics store and soldered it all to-
gether.  When we realised the two machines 
were talking to each other, you can imagine the 
delight. 
 
Stunt Car Racer was a polygon based track racer 
against a computer opponent.  It was leagues 
better than Hard Drivin’ and was very highly re-
garded in its day.  It was bleak however, possibly 
pushing only 300-400 polygons per scene at say 
15 frames per second which = 6,000 pps.  It 
should be noted that sprite based racers of the 
era looked better, but this played magnificently, 
with brilliant interpretation of gravity and trac-
tion etc.  The damage model was intelligently 
implemented too—leap too high and the car may 
damage as you land.  Damage consisted of 
stress to the vehicle as well as major damage.  If 
your damage meter gets to the top or you take 
three very serious hits then you’re out.   
 
Like Revs before it, after a crash you would be 
craned back onto the track and dropped form a 
height.   
 
Interestingly, the Amiga Format review of Stunt 
Car Racer failed to mention that it was the first 
Amiga racing game to offer the polygonal graph-
ics. 
 
Stunt Car Racer had link-up play, sparks, turbo 
(forward and reverse!), damage and quality au-
dio.  The wheels bobbed up and down under the 
strain of the suspension and crazy stunt tracks 
were available to race on.  Christmas 1989 was 
truly a great time for racing fans. 
 
Of course in 1990, lots of filled vector graphic 
games came (later to be called polygon graph-
ics).  None could offer the gameplay qualities 
bestowed upon Geoff’s masterpiece.   

 

 


