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(BM 64/128 CASSETTE:

Press SHIFT and RUI k and press PLAY on the cassette recorder.
Iham:sm:sr ngr’u.rmmmmhunmmudulﬂn
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Aforcompleting event no. 3 inser casste sde 2, rewind and press PLAY.
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SPECTRUM CASSETTE:

Type LOAD"” and press ENTER. Press PLAY on the cassette recorder.
AMSTRAD CASSETTE:

Press (TRL ond SMALL ENTER. Press PLAY on the casstte recorder.
ATARI ST:

Insert disk | into drive and switch on the computer. Joystick control recommeni;d.
oM AMIGA:
Insert progrom disk info drive and furn on computer.

IBM/PC:
Insert disk info drive A label side up. At A: wcmsw h
fmk-ycammsunmmwl’& .";”#."‘3';..% el
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SPACE BAR and 0 key = FIRE BUTTON

(TRL - § = toggle sound on/off.

(TRL - Esc = return fo main menu.

N.B. ATARI ST, CBM AMIGA and IBM/PC users follow instructions for (BM64/128.

Starting Play

When the CALIFORNIA GAMES fitle screen ess the FIRE BUTTON on your
joystick to continue o the menu screen. The lﬂlfmﬁmnffmadmu
nxap!msanﬁn(lﬂ“mdmmm dmlhm mf{’%m;d;mm
use your joystick fo move the cursor fo your press (7]
may ofso sslect an option by typing the corresponding numbered

OPTION 1: (wnmﬂvhofmrs(ummdnxmk Nnnumlmal

mdad each
"m o ml:”huma{:’ml?mhuml Yw’l
!hommsmhuwdvr Pipe Skateboord, Foot Bog, Surfing, Skating, B)

Rocing and Flying Disk.

@ You'l first be asked to enter your name and pick a sponsor.

@ Type your nome on the keyboord and press the RETURN/ENTER key.

o Use the {(MM}/ ke Amﬂrod)m the [
. d’,:'ys,»d cursor gs(m;w move the cursor fo
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appear. If oll the nomes are corredt, select YES

-nh:hmmd CaM 64 Joymdr—udeESmdmlhohlEhnmawA
If you need to ld_zwnbdﬂaurml 2

n Some Events Similr fo Option 1, but you compefe i the
events of your

G)mihommrs)a (BM

) the numbered ke
iﬂlmdmdmlheﬂlfhmw b Mmmm—wnym;yr;m"
ond press the FIRE button.
Ibuvmywdﬁm will be displayed in purple ((BM 64)/yellow (Spectrum/

-Mnn ore finished choosing the events move the cursor fo the word DONE
mdpusslhoﬂl[bcmm od You will then be asked o enter your
‘nome and pick a sponsor.

OPTION 3: Compete in One Event
Similr to Options 1 and 2 but you compete in any single event of your choice.
'[M“—Glmlhumﬂ#mlm:mmwmhdhyuby

mmmmdmdmnn . e
confre pressing
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OPTION 4: Proctice One Event
No scores are kept during proctice rounds.
-(MM—dlmlhunmby rhuunspwdingnmbmdhyuby
moving your joystick by pressing the Jgﬂg .
it
m'mwmd—dlm mbymovmgywrm eys and pressing

OPTION 5: View High Scores

m:gmmhmxmrmﬂindlemrs, with the name of the player who

 Press the FIRE button fo return to the menu.

OPTION 6: View Title Screen (BM 64 ONLY

© Displays the title sreen and credits.

© Press the FIRE button to return fo the menu.

OPTION 6: Define Controks Spectrum/Amstrad ONLY.

A new options menu will appear (selected by UP or DOWN or FIRE)
OPTION I) Define set one

This allows you fo select your first set of keys in this order:

FIRE, UP, DOWN, RIGHT, LEFT

After you have finished redefining the keys it will return o the main menu.
OPTION 2.] Daiine sei iwo

This allows you o select your second set of keys in this order:

FIRE, UP, DOWN, RIGHT, LEFT

Ahter you have finished redefining the keys it wil return to the main menu.
OPTION 3) Define both sets

This allows you fo select keys for both sets.
OPTION 4) Defauft both sefs

This is preset keys

Set 1 UP=Q, DOWN = A, LEFT = 0, RIGHT = P, FIRE = SPACE

Set 2 Sinchair control

OPTION 5) Main Menu

Returns you fo the main menu.

OPTION 7: Lood/Save Records New Options Menu

7:1 Save high scores Allows you to save high scores fo tape

7:2. Lood high score Allows you to lood high score from tape

7:3 Main Menu

Returns you fo main menu

The Games

Half Pipe Skateboarding
OBJECT:

Mnbpmollhehdlwlmmmndnhnbowdbwkmdbﬂhmthum
stunts with proper fiming and execution.

© Press the FIRE BUTTON to lounch your board and start the event.

* To gain speed, move the joystick UP when the skater is going up the side of the

ramp, then move the stick DOWN when the skater is going down.
-Iapu'lovmaﬂw move the joystick as shown in the diogram. Pay attention fo
you'l foll if you move the stick foo soon, mmmf%hddnm
Iong Afmlhmfnﬂs the event is over.

Tap joystick Right Tap joystick Left

1o start Aerial Turn to start Aerial Turn

Pres he FIRE { } Pres he FRE

BUTTON to start BUTTON to start

Hand Plont \ / HandPlant

Tap stick Right to start Kick Turn Tap stick Left fo start Kick Turn

@ Tostort a kick turn, move the, mmdx Mﬂmobm Earn
mxlmc:npungs m:imhhs omcnmsmlhcmm and holding the
joystick until the moment before you'd wipe out.

© To start an oeriol furn, lm'hmymdrm direction indicated above. To

this move success ywmaﬂbmlhmraﬂlﬁudpuhhomnpbdm

wﬂnm&

To perform a hand plant pmsmdhdd!he HKE,WM%W

munf’hanlnp "mlwmm’
release the button uni arcsmrmdlmmm romp. Eorn maximum
wm:lumnglhoblmanmhubvmmt and releasing it at the lost moment.

SCORING:
Ywmmislmndmmlrm;rhndmsluﬂy Your score increases with the

amount of risk you take. For ext you hold a turn unfil the last moment, t
more points ym;mpulmmpkwﬁmﬂmkr Somesrmtsmmndmw
Stomt Minémom Maximem
KickTurns 100 300
ooy 45— e -
Aerial Turns 400 999
Foot Bag
OBJECT:

Hacking ot the sack with your feet, knees and head, you must iry to make as many
lrdsasyzlvmnbolmhmmmm And remember, ywy:’cmh:ypomrsfnrevm
stunt you

-hmlhafllfﬂllﬂﬂﬂlal(dlhubagmlorh«mmdmmlhsmnl

© As the bag falls back toward the ground, press the FIRE BUTTON to kick
v Lk

'TnporfonnuhndbtmmsslhemfilﬂTﬂllnmbefmlheboydropsbelaw
the level of your head.

-Mmihe,oymd(nsmdmedmlhedwrmmmmrdoihwmvommk.

Jump
Move Left <—o-> Move Right

Turn Around (About face)

o Several f kicks re inside kicks, outside kicks, jumpi
reverse Ir;lrs, I(lyn:‘lrll’ds MQIMWM " f
dmp nm fo yamm

nﬁffmm’ypos and(s mave 'oncv/posmms
bonappmchs you'll perfor

»Meltmlhcw For ex
nonflt} Ilwpm!lha lfllﬂ'mllbﬁm
on

'Oﬂmkﬁdr are performed by positioning yourself in different ways. Discover the
ways fo perform oll the kicks bynznywvanwsgmmtsdmngpmmu
SCORING:

Y s for each stunt or kick performed successfully. More difficult stunts,
ﬁommdlﬂcdanumrhew mhdmsml:ﬁwalosem:lyw

drop the bag or kick it off the screen. You also earn points for consecutive kicks
;wf:!#whwn‘bw" the M'o‘r‘lﬁepmmd Er"éw""erm"'q f‘!"

when thrown from offscreen. lere are some stunfs fo fry by combining dif

moves:

Any Kick: (10pt5.)

Half Axle: (250 pis.) Any two kicks with a half spin in between.

Fell Axle: (500 pts.) Any two kicks with a full spin in between.

Horseshoe: (500 ps.) Left back kick + right back kick.

Jester: (2000 pts.) Left jumping kick or right jumping kick.

Mﬁ&mmmhmmmwmmwn

Doda: (5000 pts.) Left outside kick + head butt + right outside kick.
Off Scroen Catch: (1500 pis.)

Surfing
OBIECT
‘ompetition surfing i the curl of th and
Mdm af %ﬂ mMc{;’h’s pfn(o;m wave, moving
budandfm{mmdunafmmbe * as much of the wave as you can before
ride comes o an end.

-Pms!heﬂlEWﬂDIIIamkllnmmdM!lnaml.

 Hold the joystick LEFT to avoid wiping out at the beginning of your ride.

© o steer the board o the surfer’s lef, move the joystick LEFT.

© To steer the board fo the surfer’s right, move the joystick RIGHT.

d;\'vlndd the FIRE BUTTON down to make sharper turns. Note that sharp turns slow
you down.

@ If you go foo close to the bottom of the wave, you'll either wipe out or end your
ride by leaving the wave.

@ To end your ride dleanly, go over the fop of the wave.

'"ywpaomlln nf’hememdlumyawbwdurwndm’hemyw
can catch the wave again (but you'll wipe out if you come back down at a bad angle).
'Yw’llw?“ﬂmmmsfwlhummlmpmmYoummmmpomlsfor

rides, 50 Iry fo ride each wave as long as you
SCORING:
Yw e scored fol!helenyrh of your ride, the number ai!umsyoumaka ond  your
Froin the judzes for riding in the

i o Y also 6arn i tha ju
Iuln{lmdommt‘m’g'H wlof W:}mmiw 'hcbl'ﬂr(mhmgm scores
extra points: ndnupm mpohhomunnl end of your board clears the crest,
then turn and confinue your ride.

Roller Skating

OBJECT:
The object in roller skating is to avoid the obstacles and cover the course in the best
possible fime, with as many stunts as you can perform during the event.
'PmsIIMFME BUTTON o start the event.
oTo ating, roll the 1o the UP position. Tbonrnl/ ick fo the
DOWN position. [m'mut rdhngm these two positions
'chlhi,oymdmdlmlnfhcdwmmlupﬂfmmmh«skmmamwﬁ

Counter Qockwise ~ \y Left Foot

Spin (360°) Forward Thrust
Clockwise Spin Right Foot
(360°) 2 Forward Thrust

© To squat, press and hold the FIRE BUTTON.

© To jump, release the FIRE BUTTON.

@ Try to avoid ol the obstacles. You're allowed three falls. On the third fall you are
and your roce is over.

SCORING
Score points for each obstacle you avoid. Earn double poins for jumping over

Earn the highest scores for 360's while jumping obstacles.
Avoiding Obstocles: 10-30 points

Jumping Over Obstacles: 0-60 points

Spinning dump Over Obstocles: 40-120 points

BMX Bike Racing

OBJECT:

The is fo cover the course in the fastest possible fime, ming stumsand
Mm%omabmd« The fastest dare-devil rider mm the even

© Move the joystick RIGHT to start the event.

© Move the joystick UP o stoer eft.

© Move the joystick DOWN to steer right.

© Move the joystick RIGHT repeatedly to increase your speed.

© Press the FIRE BUTTON fo jump.

© Move the joystick LEFT o do a wheelie.

© To begin ajump, move the joystick LEFT as you ride onto a hill or ramp.

© When you're i the air, use the joystick fo perform stunts:

-Move the stick UP to do a fable fop. Hdd'hedrkmlongnspossﬂelhm
release the joystick fo put the bike down.
Mmrhm;d(l)omlmdaamdqmmm.

-Move the stick LEFT fo do a backword flip.

-Move the stick RIGHT to do a forward flip.

@ iming is o stunfs You must time the Btart and
Mﬁdﬂm.m::xhﬂy Iflm not back in a “centered”
position by the time you land or complete your stunt, you will crash.

© You're allowed one “serious” fall or three “easy” falls before you're out of the
race. If you flip and fall on your head, it's a serious fall.

o At the end of the course, press the FIRE BUTTON to stop. You earn bonus points
for stopping on the Iimshmgpof,
SCORING:

to complete the course within the 2:00 minute fime limit. The faster your fime,
ahlgwywscmwillba Ywalsawlpamlarmdmml with bonus points for
zstmlsaslmgasm . Here’s a table of-the minimum and maximum points

Stnt Minimom Maximom
Wheelie 100 200
Jump 200 400
Table Top 500 1000
360Turn 1000 2000
Bockward Alip 1500 3000
Forward Flip 3000 6000
Flying Disk
OBJECT:

of the Flying Disk is fo th mrmlymrhua!dmmlhcmhewd
of the heldab’;cdm axrrgy’pzrx fal?i:fﬁm’tw ich ;

© Press the FIRE BUTTON fo start the event.
© You get three attempfs fo throw and catch the disk.
o= I':lgrymhrwrh'ﬁxkfwanwghmmdnhsmdmﬂmdingmbuolhsundnl

© Use the bor ot the bottom of the screen fo make rhmwfhebwhas'hm
colours: red, yellow and green. llsorhepmnamforll:"

© Tap the joystick LEFT to start
Ihcgm:pmnhhabu me%m Mlenlllamdumhasﬂnglm
mwmrhanyhiydnol!hebwmnlh«mdl[ﬂmmmmbmlhedsk

o The m'hclopofﬂnmmholpsywmnihamdmmmmmmlhe
disk after it has

. Ihaﬁskﬂmmosslhehldmnmmymklmaklﬁmmmnmd
the point where you think the disk wil land.

© To catch the disk, ymmusimmnmhywrhands Note that your hands are
extended only when you're running or diving.
M'Tudnmplmovorﬁoodﬂmdmvtmh hold the joystick UP to reach up for the

P To dive aftsr the disk, press the FIRE BUTTON.
SCORING:

Poinis are awarded for the throw and the catch. For the throw, score points with the
occuracy and height of the foss. The fewer steps the catcher has o run to meef the disk,
erxmmdsdimhﬁhrw Points are scored for catching the disk as

-150 ps. for a catch while running right.
-250 ps. for a catch while running left.
-250 ps. for a catch while diving right.
-350 pts. for a catch while diving left.
-350 ps. for a catch over your head.
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CBM 64/128 KASSETTE:

Driicken Sie die SHIFT -Taste und die RUN/STOP -Taste gleichzeitig und driicken Sie
die PLAY -Taste auf dem Kassettenrecorder. DnKmmhaldeptmauISam 1und
weitere drei Spiele ouf Seite 2. Die Damn der Kassete sind mdaxsoqunmﬂa Dateien.
Sollten Sie ein bestimmfes Spiel lades vor dem Punkt ist,
mm sich nﬁ;’ Kassette gerade beﬁndcl 50 milssen Sie dn Kassette zverst

Sie loden konnen. Beispiel: H
z/SwwnlIendasSp:m e 9‘;: wmussansp'&oo’mm”s‘:n':’zlu

t auf dem Band

'imnfolmdu
Wettkimpfe ist in dem Optionsmeni gespeichert. Um die Position auf der Kassete
ksrztm len ist es hilfreich, WmnSmdaslmdeWermmWHMndm
nachdem Sie das Haupmeni geloden haben, und Sie sich dann die angezeigte Zohl auf
dom hmkmth pdomﬂnzplm Spnl mfsdrm

hnbon drehen Sie die Kassefte um
nulSoneI ipulenzururkunddrutkmdn Y -Tste ouf dem KasseMenrecorder.
ein bestimmtes Spiel abzubrechen, egal Wettkiimpf oder Training, driicken Sie
die KUII/STOF Taste und die RESTORE -Toste. Dos Meni wird automatisch von der
Kassette wieder aufgeladen.

ATARI ST:
’Ehw ke'nhm einshieben und den computer anschalten. Joystick - steverung

CBM AMIGA:
- Den computer ;hnschahm und die Spieldiskette einfiihren. Dos Spiel lact sich dann

IBM PC:

Diskette mit oben liegendem Etiket in Laufwerk A oml'mgn. Nachdem “A:" auf
dem Bildschirm erscheint, CAL GAMES eintasten und Taste ENTER driicken.

Bedienungsorgane:
Die Tastatur wie folgt zum Emulieren eines Steverkniippels benutzen:

TASTATUR STEUERKNUPPEL
789 \4 A
4156 = <O
123 ¥ *\

ZWISCHENRAUMTASTE UND Taste 0 = FEUERKNOPF
Taste CTRL-S = Ton ein - und ausschalten
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