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Cycle games in the early days were somewhat hit and 
miss.  A shame really because on the Commodore 64 
alone, it had something like thirty games featuring bikes.  
A lot were top-down,  side view or isometric views due to 
graphical limitations. Some did manage a third person or 
even first person view.  Eddie Kidd even licensed a decent 
game which was infuriatingly addictive. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

In 1986 came ‘Kikstart’ from Mr 
Chip Software.  For £1.99 Shaun 
Southern gave the world a fantas-
tic two player game of skill.  It is 
similar to Excitebike but on a sin-
gle plain and requires more con-
trol of the bike—more like real UK 
dirt bike championships. 

8 BIT & 16-BIT CYCLE GAMES:  

In 1986, fresh from their ‘Pitstop’ and ‘games’ series, Epyx (and the 
same programmer) released Super Cycles.  A reasonable game  with 
super fast graphics and fair audio.  But after ‘Hang On’ in the arcades 
this was a bit dated. 

 

 

 

In March 1990 
DSI/accolade re-
leased ‘The cy-
cles, IGPR’.  It was 
the first ‘first per-
son’ cycle sim at 
home and was 
praised on Amiga/
PC.  Sadly the 8-bit 
games were poor.   
 
It was almost iden-
tical to Test drive in 
format but with 
bikes.  Not a bad 
game at all. 

Honda RVF from Microstyle came in July 1989.  It was better than Super Cycle as 
you couldn’t belt round in top gear without slowing for corners.  It was a fair game 
and received a 88% mark in ‘Amiga Computing’ and a crazy 96% in CU Amiga.   It 
was hailed a simulation and entirely Sprite driven.  Your rider actually took a running 
jump onto the machine and the feeling of speed is well portrayed. It also featured 
wheelies if taking off too fast.  Quite good, probably the best on Amiga. 

 

ABOVE:AMIGA SCREEN.                                      

RIGHT: C64 SCREENS 

 

 

 

 

 

 

 

 

 

Digital Integration released Speed 
King to the 64 in 1985.  A very 
similar game, called Full Throttle 
was released to speccy, by Mi-
cromega) and C64 in 1985.  Digi-
tal Integration made a name for 
itself during the 8 bit days for 
quality simulations—see the TT  
Racer pages.  

 
 

 
Legendary Shaun Southern gave us 1989 Super Scramble Simulator on C64.  
Harder than Kikstart with bigger graphics—manual gears meant a rewarding game 
for anyone not having upgraded to Amiga.  Also one of the first MF releases. 


