
tx?Rooucrro
successo r of our m od ern olymprc5 thecaractrc camesare th€true pinnacl€ ofstellarsport Hetd every0 00002 ofa qatactic
-evo utron they are orga n rsed bV the AAA lA5tronom rcal Athletics Assocration I and ma ke fu ll use of the bi2a rre oh vsical fo rms
hat rnhal)t the 0al2xv ro prod uce com pet| ttve events that are lusrthar rtt|ebitdiff€rent

toaDtl{G

SPECTRUM II8/128K/,
Ensure the cassette s fulry rewound Tvpe LoAo and ENIER then startthe tape

AMSTRAD CPC
CaSSetfei E nsu re the cassette rs fully r€wou n d Owners of disk ma ch Ines shou td getect the appropnate ftting system u s nq
TAPE Press the CiRL kevand 5ma IENTER keytoqerh€r thenstanthetapeandpressanykey

DiSk. Ensure the diskfrlrnq system s setected (usrn9 Dts( Insenthe drsk Into the dnveand ryp€ RUN Dsk rhen ENrER

COMMODORE H/128
rf usrng a 128. f rrsr select 64 mode

cassefter E nsure the cas!€tte 1s fu llv r€wouncl Press th e 58tFr and RU N /slo P kevs together the n pregs pLAy on the

OiSk:1nlert the dr!k Into the drive Srde A up TVpe LOAO ' 8 1 and pr€ss RETURN

oPttot{9

EVENT SELECIION
When the prelimrnary proqram has loaded, playe rs leave the titte screen and open the Ca me5 by pres5ing any key the ope n ing
ceremony rnvolves the lrghnng or the Calactrc Cam es Flame by a pla5m, bom b fe rried t'y warp cru iser to the host planet from
the legendary srre otthefrrst6ames
c.rl:crrc canres is a nrulrload progrrm there are frve drfferent evenrs, rnd nn optron of entenng the calact c cantes
chJmpio.9hrp In w4rch rre ptvpr pnre< J eve4r\
calsefte u9ers thould first reset therrtape counters to 2eroatthe startofrhe cassefte then play rhe fiveevents in order
noting down the counter readrngs at the sta rt of each program seqment in the boxes provided betow O n su bseq uent
occasionsyou wilrbe atrle ro rewrnd or fast forward to anv reourred event

TAPE START 0000

lOOm SLITHER

SPACE HOCKEY

PSYCHIC JUDO

HEAO THROWING

METAMORPH IVIARATHON

Drsk users wrllbe prompted if it is necessarv toturn the dtsk over

NUMBER OF PUYERS
Events 1 4 can be played erther head to head aqalnstanotherptayer. oragainsta computer contro ed opponent Event 5 rs

ngamesl3 thecomoutertakescontrolrflrderectstharrhesameFtREcontrothasbeenpressedtnresponsetol)oth pLAyER

In game 4. the computer ta kes contror if wh en ptaver 2 ts asted to press FtR E vou do nothing
GATE COXTROI.S
Throughoutthern5tructions thecontrolsarereferredto;5!P,oowN,lEFT Rr0f1T FrR€andoutT Fortoysti.ks,thefirstfive
contrors are serf explanatory For keyboa rd eq uivs l€nts a nd the key used for outT consutt the ta btes betow

oowN IEFT RICHT FIRE OUIT

SPECTRUM

Cursor 60r. 5ort I or:, o

T
Playerl keys X c
Player2 keys o K B N

AMSTRADCPC N.8: Space/FlaetO select It PlaverOn AmSFad

Playerl kevs JOYSTICK

Player2 keys x
coMMoDoRE 64,/128

Player2 Keys H RUN STOP



OUITIITG AT EUET'
Players may €nd an event at any time I'y press nq the QU lT key An on-screen prom pt then ofters the chorce of continuing with
a newgame In the currentevent, or returnrng to the event selection menu

r- ralofi 3r.r?rEP
Piayerscontrolspeciallv bred racin9 worms whrch move by bunchinq up tne central body and then slidingfoMard (srmilar
tothemotion ofa caterpillarr.Asingle movementcycle begins bvpressing DowN, which locksthehead and bunchesthe bodv,
drawrng the tarl forward. Pressrng uPnowextendsthe lrodvsoflatand causesthe$/orm toslideforward Repeating this
action at speed drives the worm forward a lon9 the track altlloug n for maxim u m speed you must find the rlght rhvthm for rhe
up and down strokes Press oowN and then RIGHT for a super.slither
To lubricat€ its passagealong theground. theworm exudesslimefrom a gland when FIRE is pressed.lfthe slime9land runs
dry. theworm will start to overheat. unless the player slows downtoallowthe gland to recharge, the ercessive fiction will
eventually ma ke the worm burst into flames The sl me level and tem perature of the two worms are d isplayed on meters at the

Eotnworms are always drsplayed onthescreen, even f one plaverraces much fasterthan the other rhe two lanesscroll
sideways Independently, and the progressof each worm is indicated bythetrackside numbering
A worm is disoualfred rf itfarls to comolete tne course within 70 seconds

2. SPACE HOCI(EY

Spac€ hockev 15 plaved wth black hol€s for qoals at the left and nqht of the field Thus players have a tendencv to oe
nrcked Into the goals f they stay too close whereas the puck - a I vrng creature does t 9 lrest to stav out
PlayercontrolissimplybymeansoftheuPDowN.LEFTandRrcHTcontroLswithFrREactrngasabrakeThebraket5essen(al
for players to reta In control because b€ Ing sphe res themselves the players wi rebou nd from tne puck, and each othe r on

The besttactrc is to ram the puck In the requrred direcnon and pres! FIRE rmmediately aft€f the impactsothatvou don t
rebound and can regarn controlraprdly
The marnscreen wrndowshowstheaaeaaroundthe puck (anclthus not necessarilyeitherofthe players). Thelocation ofthis
area.elatrve tothe entrre hockevfield isdisplayed Inthesecond box atthe top ofthescreen as are markers foreach player
Ithrs let5 volr find Yourwayback tothepuckifyou disappearoffthe main 5creen) The backgroundgrid onthe main screenatso
offers som€ Indicrtionofthe puck's location the squares qet nsrrowernearthe goals

Players scoretiree points rfthe puckfalls intotheopponent s blackhole and one pornt rftheopponentfalls intoeitherblack
hole The scoresare displayed in the boxes atfar leftand nghtofthe screen

A match consists0ffour rounds of 60 seconds ea€h. The round numberand trme remainrnq afe drsolaved in the othertwo

I- PSYCXIC JUDO

The left.hand wrnoow of the split.screen shows Player 1 s view of Plaver 2, whrle the nght hand window shows Player 2s
vrew of PlaYer 1 Tne two plavers whose ov€r.developed brains ar€ located in their stonrachs, belch riolts of psychic
enerqv at each other and defend them9elves with mentat shte ds

Toatiack, Dress FIRE totransferpsvchicenerqvfrom youf reserve(!pperbar) tovour bolt(lower bar| whenthebolt isatthe
requ ired strength release FrRE to la uncn the bolt. You will see it travel awav from vou, and towa rd5 you r opponent steer the
bolt using LE FT RIoHT U P a nd DOWN tryrng to avord a ny shrelds you r opponent rnay lrave erected.

There can only be one psych ic bolt travelling at a time. so if your opponent 9ets his attack in frrst, you a re forced Into detensive
mode Here You controlthe erection of mental srr ields in front of selected a reas of you r body in a n atiem pt to catch the on
com ing bort The rarger the shield a nd the lon9er you hold it. the more energy is d rained from your reserves however. ifvou
catchthe bolta portion ofits enerqv istransferredto your reseryes Theiovstickcontrolstheerectionofshieldsasfollows

1

2
3

5
6

UP ANd LEFT
LEFT

DOWN ANd LEFT
IJPand RIGHT

RICHT
DOWN aNd RICHT

2+5
3+6

FIRE ANd UP

FIRE ANd DOWN

1+2 +3 FIRE and LEFT
FIRE and RICHT

ouring defence, thedrain on the psychicenergy reserue dependson thesizeofshield and thetimeforwhrch it is hetd you
can rlter the shreld paftern dunn9 the flight of the bolt if the attacker uses €vasive maneouvres.
lheshieldappearsasadarkareaov€rtheselectedareaoftheOody rfthebolthitstheshietd theshretdftickersandtheenerov
reserve increases ffhrtsthe unprotected areas the plaverflickers, and energy islost.
There a re two strateq ies. First a llow your opponent to attack you, a nd try to catdl his bolts with vou r 5hietds this d rains hjm
and addsthe boltenergv toyourreserves, ifyou catch it, butclrainsyou afyou miss. second, you cantryaftacking your
opponentand relyonyourabiliwtododgeyourboltsaround hisshlelds.In practi€€, a combination ofthetwostrategieswitl
be req uired as the rctanve ener9y reserves of the ptayers shifts d u ring a round For exampte, if you re tow on energy, ivait for
your opponent to la u nch a bolt and try tc catch lt or lf you have m uch more energy than you r opponent. try to finish hrm off
with a singlewell aimed aftack



Thegameconsrstsof60.second rounds, played ona best.of.five basrs.Ihetime remaining ina round isdisplayed inthe central
windowatthe botlom ofthe 5creen if a round trmes out without erther player losing allh is energy reserve it is replayed. The
ro!nds won by each player are displayed attie far left and rigilt of the score area

4 HEAD TI{TOWIlIG
Theparti€ipants inthiseventhavedetachable heads the obt ect is for plaVers to th row their own heads as far as possilrle down
the field Thethrow has severalstages.

First the combined head and body ma kes a run up to the throwinq line by alternately pressing the LEFT and RrcHT controls
thefasterthe waggle the faster the Hru ntan runs The speed is d isplayed by a moving bar in the teft. hand I'ox at the top of

I ust before croseng the line the players must press and hold FrRE. Ihis freezes the action while the second drsplay box shows
the head rotating up from the horizontal to the vertical Thrs rs the a ng le at which the iread will be tnrown when F|RE is
released for ma)(imum d istance you should get it as close to 45 degreesas possrble

when you release FIRE the head |5 th rown and the second box now displays the length of throw once the head straighten s
outinto levelflight some extra distance can beqained by pressing upand DowN alternatelv thiswaggles theearsto

Finally. the th.ow only counts rfthe nose sticks In tne ground on impact. so before landrng. the player rnust press F|RE agarn
to make the head rotate Pr€ssing F IRE too early mea ns the head wrll topple rig ht over too lare, a n d the head w ll not trp
enough to stick In ano be counted

Sothelenqthofthethrowdependsonfourfactors thespeedattheendoftherun-up now close the Hruntan r!tothe
throwrngmarkattheendoftherun theangletnatthe head rsthrown and the amount of lft qenerated by ea r waggring
E:ch p layer has three aftempts whoeverachrevestheIreatestdrstance wrnstheround
A throw is disqualified ifthe player steps ov€r the mark or if the nose fairs to stick In theground.

r. nc?troRPlt rtRtt]|ot{
Inthrsevent theplayerhastonegoiateanobstaclecourseaqrrnstth€clock The.reaturetacklrngthemarathonrss
lMetamorph capable of alten nq its bodv shape to su t theterfarn Th€ plaver mustdec de which form rs rnost appropnateto
the current Sectron of the course

at thetop ofthe screen arenve displav! which have the fo llowrnq functions
-Ihe box attop left rs the speed /power meter and Indrcates erther the speed (when runnrng orflvrngrorthe stored l!mp
enerqv rfortumprnq) The box below rt 5how5 how much of th€ course th€ plaver har covered sofar
Iie third box displays four red ba rs whrch represent the tota I energy left Movement and heavy impacts cause more raprd
€nergv loss finding power prlls restoresenerqy The marathon ends rfthemetamorph runs outofenerqy
The founh box drsplays the elapled trme In m n utes and seconds wh ile the fina! bo x d isplays the actrve contror keys fo r the
currentlv selected bodv 5ha0e

the metamoroh hasfN€ formsavarlal'l€ as follows

NEST STATE
At the start of the marathon themetamorph rs n rts rest state deprctedas a pulsrng lrlob ofunstalr e cells pressing LEFT
Rl0flT uPandoowNwhrlernihereststatewrlltransformthemetamorphintoon€ofrrslourmobileforms converselv while
Inoneofthemcbrleforms.theresrstatemaybeachrevedbypressngFlREToconvertfromoremobrleformtoanotherthe
metamoron musafrrst return to the reststate

RUNNER
This form r9 acqurred by pressinq RI6HT The metamo rph sprouts legs and will run towards the nqht if th e LEFT and Rlc HT
controls a re pressed alternately lhe metarn orph 5 speed depen d5 on the ratel of wag9le Th rs form ca n only travel over level
ground Hrtting a warlatspeed costs energy

BURROWER
Thisform rsacqurred by pressrnq LEFT The metamorph converts to a smooth streamlrned belr shapewhrch can pass
horizonta lly th rou gh cena rn obstacles rto the fi9ht onlyr Thrs movement contrn ue5 a5 lon9 asthe uPcontrolr9 pressed lhe
burrowerc:n also move over l€velground but atan Increased energy drarn

JUMPER
Thisform r5acquired bv oressing DowN The metamorph qrowsa spflnq like prston enablrng rt tojumpto9reath€rghts
(Falling a qreatdrstance In anyform otherthanthe tumperwrll causeexcessrve energy lo55on rmpact) pressing DowN
tensrons the spr n q rthe time that DowN is held determlnes the strength of lum p as nd rcated on the speed /power meter I

also simultaneously holdrng erther tne LEFI orRlGHTcontrolstores a leftor nghtbras to tnelump when the controls are
released ,nd the meta morph 5 on the I round then the piston is trl99ered causrn9 the metamorph totumpstrarqhtup tothe
left or to the aght a series of con sec utive bou nces crn build up the jum prng heig ht

FLYER
This form r5 acqurred by pressrng u P The metamorph sprouts h elrco pter blades wh rch allow rt to fly erther vertrcally or
diagonallyup and to the ri9ht The l)ladesare spun upto speed bV pres!rnq LEFland RlCrlI alternatelv thespeed/power
meter Indrcares rhe flyrnq speed

once the metamorph lifts off. th e player ca n erther cono n ue wa99lrng to risevenrcally, or pressing up (without wagq linq )

roflvacrossthecours€atthespeedstoreddurinqthe waqgle phase Rereasinqth€controrscausesthefryerto oseitsaerEl
verlocityand dropfrom thesky untilrt ands oryou 'waggle back uptoflyrng velocrtyagain


