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INTRODUCTION

Experience the power, the glory, the thnli and the challenge of the worlds greatest
athletic competition: the SUMMER GAMES!

The awe-inspiring OPENING CEREMONY locuses on 3,000 years ol nobie tradition
as you proudly 100k on, ready o give your vary best 1o honor your country,

This is the moment you've worked and trained so long 1o achieve, 1o lest your skill
under pressure againsi the best of the world's athletes You will Iry 10 excel in.a whole
spectrum of sports evanis—in track and lield, swimming and diving, gymnastics, and
skeal shooting

Boldness. Skill. Strategy Delerminabion. The marks ol the true champeon, Il you are

viclorious, you'll receive the champion’s prize—the coveted GOLD MEDAL—belore
the cheering mullitude. Your triumph mighl even go down in hislory as the greatest

personal performance ever!

Seize the moment!

Prepare for the ullimate challenge!

Tasie the fruits of hard fabor

Give il your best and GO FOR THE GOLD!

OBJECTIVES

SUMMER GAMES olfers a variety of sports compelitions for 1 1o B players. Il challenges
you with eight realistic events in swimming, track. gymnastics, skeel shooting,
pole vaull, and diving.

Represent one of 18 countrigs as you compele in each even!. Try 1o win the most medals
for the whole lineup of evenis! SUMMER GAMES keeps scores, provides judges, and
awards medals o the winners.

As you get belter, try 1o break “Workd Records™ and set new performance standards
SUMMER GAMES also saves the names of record holders and displays them on a
special screan.

So, get in shape and fry o beal the best. The whole warkd is walching you!

GETTING STARTED

Sat up your Atari® Compuier as shown in the Owner's Manual

Remove all cartridges trom the computer and all disks from the drives.

Plug your joystick inlo Port #1,

Turn the computer OFF, Turn the disk drive ON,

Insert the SUMMER GAMES program into the disk drive, label tacing UF, slotled
saction pointed loward 1he back.

Turn computer ON_
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STARTING PLAY

A spectacular opening ceremony welcomes you 1o the Intemational SUMMER GAMES,
A runner arrives to light the traditional flame and white “peace doves™ are released over
the stadium.

After the opening ceremony a menu screen offers you a choice of six options. To make
your selection, use your joyslick 1o move the cursor Lo your choice, then press the Fire
button. Or type the number key of the option you want.

OPTION 1: COMPETE IN ALL THE EVENTS
Players compete in the complete series of events, in this order:
Pole Vault, Diving, 4x400-Meter Relay, 100-Meter Dash, Gymnastics,
Freestyle Relay, 100-Meter Freestyle, and Skeet Shooting.
= Players will first be asked to enter their names and pick their countries.
= Type your name on the keyboard and press RETURN to enter
= Press the SELECT key to view Iwo separate flag screens. Push the joystick to move
the cursor to one of the flags, then prass the Fire bution to pick that country,
= Repeat name and counlry selection for each piayer When all competitars are
finished, press RETURMN.
= A yverification screen will appear, If all names and countries are corfect, select YES
wilth the joystick and press the Fire bulton, or type: Y.  To delete names and start
again select NO or type: N.
OPTION 2. COMPETE IN ONE EVENT
» Similar to OPTION 1, but you only compete in the event you pick.
= Use the joystick 10 choose the event, Ihen press the Fire button or just type the key
matching the number of the event (1-8)
OPTION 3: PRACTICE ONE EVENT
= LIse the joystick 1o choose the event, then press the Fire bulton or just type the
kay matching the number of the event (1-8 NO SCORING RECORDS ARE KEPT
DURING PRACTICE ROUNDS.
OFTION 4: NUMBER OF JOYSTICKS (1 ar 2)
= Saelect 1 or 2 by pressing the Fire bulton or type: 4.
* I you have only ore aystck, plug ! into Port #1 and salect 1.

* I you hawve lwd ovetick . plug the sacond joystick inlo Port #2 and select 2. This will
lel two players compete head to head in the swimming and running ‘events,

OPTION 5 SEE WORLD RECORDS

= Displays the highest score recorded in all events, with the name and country of the
player who achieved il

OPFTION 6. OPENING CEREMONIES
= Repeats the opening ceremonies,

THE GAMES

POLE VAULT

You need agility and superb timing to perfarm well in this event, It takes
sprinting, Iifting. and gymnastic skills—coordinated in split seconds of
fiuid movement!

= The display along the bottom of the screen shows The competilor's name and
country, the bar height, and stalus messages



= The bar height is initially set at 4 meters. A status message will ask, “TRY THIS
JUMP?”

= If you wish to compate at thatl height, push the joystick forward to answer “YES.”
Or, pull the joystick back to answer “NO." The next player then gels the same
option. Il all the players decide not to jump. the bar is raised and the
question is asked again.

NOTE: Competition CAN begin at any height up to 5 melers. When the bar is raised
to 5 meters, competition MUST begin before the height is increased.

* After you accept a bar height, a status message asks you 1o “SELECT POLE
GRIP™ Use the joyslick to select your grip:
* Forward for HIGH »* Left or right for MEDIUM = Back for LOW

{The high grip can give you more height. but the low grip is easier to use for low
lumps. )

* When the status message says, “READY TO JUMP™:
* Press the Fire button to start running toward the bar
* Full the joystick BACK to plan! your pole in the vault box (which appears
as a dark noich in the landing pad)
* Push the joystick FORWARD 1o kick up and fhip over the bar.
* Fress the Fire bulton o release the pole.

Timing is critical in this event. You can lail 1o clear the bar if you:
* Plant the pole oo soon or 1o late (missing the vaull box).
* Kick up loo scon (hitling the bar) or too late (letting the pole fall against
the bar)
* Release the pole oo soon (losing control) or too late (letting the pole fall
against bar).
= You get three attempls 1o make a successful vault at each height. Three successive
failures ebminate you from compeltition in this event,

= Afler each round, the bar height is raised

= The winner of this event is the last player to be eliminated,

DIVING

crowd waltches your every move. I1's time to show vour “best stufl” with
four tricky dives: forward, backward, reverse and inward. As you lake
the plunge, remember: Form is Everything!

ﬂ Stand on a platforrmm 30 feel above the waler. Feel the lensiion rise as the

* Press the Fire button to take off from the diving board
* Use the joystick 1o control your body position and rotation speed. Push the stick:

d— = RIGHT for a full-tuck position, and the fastest rotation.
ﬂ * BACK for a pike position, and the second-fastest rotation.
A = LEFT for a hall-pike position, and slower rolation,

= FORWARD for a layout position, and the siowest rotation.



* After every dive, the Judges’ scores appear in boxes across the center of the
screen. A dive is considered perfect (for a score of 10 points) if the body enters the
water vertically and fully extended, either head- or feet-first. Any deviation from this
ideal entry posilion costs you points. with a minimum score of zero.

= A second scoring factor is the Difficulty Rating, based on the number of rolations
and dilferent positions achieved in a dive. This Rating starts at 1.0, and can go as
high as 4.1, increasing with the complexity of the dive.

* The total points for each dive are calculated by eliminating the high and low Judges'
scores and mulliplying by the Difficulty Rating.

* To get a high score, attermpt the most difficult dive you can successiully perform.
Easy dives get low Difficulty Ratings, complex dives may earn low scores if they
are executed poorly. Remember both of the factors used in scoring this event,

* Three slatus displays give you this information:

= A DESCRIPTION screen names the next dive you are to perform.
= A DIVE RATING screen indicates the score for your periormance
* A CURRENT STANDINGS screen shows the tolal points waon by all the
compatitors in this event.
Frass the Fire button 1o change screens

= The winner ol this event is the compelilor who scores the mest peints Tor the four
dives.

4x400-METER RELAY

It takes speed, pacing, AND perfect teamwork from all four runners on
your relay team lo win this exciting race. Be sure to watch their vital
signs closely—a collapse could be a disaster And remember, don't

fumble the baton!

* Press the Fire buiton to sel your first runner at the starting line.

= When both runners are in place. walch the countdown: "MARK_..SET.." The starting
gun fires. "_.GO!I"

* Mowve the joystick to the RIGHT o start running.

* A false start means the countdown begins again. Be careful—1wo false staris
disgualify you.

* Move the joystick to contrel your runner'’s speed:
= CENTEH for normal running
= LEFT lor “coasting.”
= HIGHT for sprinting,

* Pacing is crucial in this evenl, so walch the gauge al the boltom of the screen 1o
monmitor your runner s energy reserves. When the bar s long and white. your runner
has plenty of energy As lhe bar disappears your energy Is depleted.

* Coniral your runners’ speed to move them as fast as possible without becoming
exhausted. They lose energy while sprinting and regain it while "coasting.”

* If a runner tries to sprint with little or no energy left, his performance will
drop olf sharply Make the runnar coasl o reduce his speed and regain
aenargy (but don'l let him fall 100 far belind!)

* Each of your runners has a different amount of stamina. Learn their individual traits
in order 1o decide how 10 control their pace

® All runners lire more quickly in the first part of their “leg” (or turn) than they
do in the second parl. Runner one can'l regain his energy as fast as runner
lour can, while runner two loses enargy faster than runner three.

* To pass |he baton. press the Fire button, Time the pass tor the momen! when both
runners are close 1o each other. otherwise, you'll lose precious seconds while your
pProgress stops.

* When your {fourth runner crosses the finish line, your race time will appear in place
ol your name

* The winner of this event s the team with the best time



100-METER DASH

All-out SPEED is the key 10 winning this race!

= The Start procedure is the same as the 4 x400-Meter Relay,

= When the race begins, increase your running speed by jiggling the joystick as
rapidly as you can, either side-to-side or up and down.

= The winner of this event Is the runner who crosses the finish line with the best time

GYMNASTICS

This is the supreme test of grace and precision. Strive for a performance

of athletic artistry as you vault from a springboard to the horse, then to
the floor. The crowd will really appreciate your attention to farm!

= Press the Fire bution to get sat.
« Release the butlon 1o start your run.
= Press the bulton again 1o jump onto the springboard.
= You will get a more powerful vault nearer the edge of the board. Jumping too
so0on or oo late will make you miss the board entirely, and you will have 1o start
again. A second miss will disqualify yvou from the round.
= Hold the joystick RIGHT or LEFT as you leave the springboard to perform a 180°
axial body twisl. This maneuver increases the dificulty of your performance and
makes a higher score possible (if you successfully complete your attamgpt),
= Press the Fire button to push off the horse. The most powerlul push-off occurs
when the body is nearly vertical.

= [n the air, move the joystick 1o control body position and rotation speed:
y » FORWARD for a full-tuck pasition, at fast rotation

‘(/ « CENTER for a layout position, al medium rotation

= BACK for a landing position, at siow rotation. You must be in this
position for a correct landing

« The scoring is based on both execution and difficulty, and is displayed after your
landing.
* EXECUTION is considered parfect if you land completely upright on your feet.
In a near-perfect landing, you take a step. Use the joystick 1o straighten up, by
pushing it in the opposite direction that your gymnast is leaning. By making this
last-second correclion, the landing will be judged successful, with only a slight
penalty. If your gymnasi falls there will be a grealer score penalty
= DIFFICULTY is judged by the number of different maneuvers performed in
mid-air. Scores are lowered by poor landings. poor height off the horse and
vaulls that involve few manauvers
= The highest possible score is awarded lor a perfect landing after a 180 twist, with
maximum height from the horse, followed by a triple somersaull.

= The winner of this event is the competilor who scores the mast combined points for
two consecutive vaults.



FREESTYLE RELAY

ey Be ready 1o spring from your starting block when the countdown
a‘.‘ reaches "GO Jusl a fraction of a second can decide this furious
swimming race. It takes power, coordination, and sirategy 1o keep
your four swimmers ahead!

= Press the Fire bullon 10 posibon your first swammer at the starting block.

= When both swimmars are in place, walch the countdown: "MARK | . | SET GO

= Move the joystick 1o the RIGHT 1o jump into the water Don't jump oo soon—an
early lakeotf is a talse start, and the countdown will begin again. Three false starts
disqualify you from the race

= Press the Fire butlon every time your swimmer's arnm enters the water This gives
vou a “power stroke,” and more speed

= When your swimmer reaches the far end of the pool, aboul hall way through
lean the joystick LEFT for a kick-lurn, Turming at juslt
the nght ime gives you the best head starl for your relurn lap

« As your swimmer compleles the return lap, lean the joystick RIGHT to start your
next relay racer. The new swimmer should leave the starting block just as his
teammalte reaches the end of the pool. I you make this move [0 early or late,
the action stops and you'll lose precious time!

= When your lourth swimmer completes s relurn lap, the clock displays your
final ime lor the race.

* The winner of this evenl is the team with the best final time

100-METER FREESTYLE

This race i5 like the Freestyle Relay, except that a single swimmer
-ﬂ,‘ completes just two lengths of the pool. To win this “swimming sprint,”
concenlrale on getting a good starl and keeping a strong power
stroke. Just a split second can be the margin of victory!

= The slart, kick-turn and power stroke are controlled the same way as in the
Relay event.

= This race is over when your swimmer completes his return lap.

= The winner of this event is the swimmer with the best final ime.

SKEET SHOOTING

Out on the SUMMER GAMES skeel range you need steady nerves,
an eagle’s eye, and lightning reflexes 1o win this supreme lest of
marksmanship. Learn the patterns of the clay pigeons, focus your
attention, and keep your sights steady as you fire away!

= Move the joystick 1o aim your gunsight.
= Remember, gravity slowly but constantly pulls the sight downward, S0 your aim
won't stay fixed unless you keep correcting it. This means you can’t just sel your
aim and wait for a targel. It you follow a targe!, the gravity effect is very minor
= Press the Fire bution to release the targets from the trap houses al the sides of the
range, and again to shoot. You get only one shot for a single targel and two shols
for a double target. Make them count! One point is scored for each hit
= Each round of shooling consists of 25 targets. They appear in a standard sequence
as you move through enght shooling positions, Posilions start from the left, move to



the right, and linish at the center station Pay attenhon (o the order in which largess
are {hrgram

= The winner af this evant s 1he shooter wiho scares the most hits in a rownd of 25
targels.

SCORING

AWARDS CEREMONY

After every event the names, countrnes, and scoras of all competitars are listed in the
orgder Ihey placed. The name ol the Gold Meadal vanner appears al the top of the screen,
and his or her country’s nalional anthem s played

CHAMPION CEREMONY

If players compete in all SUMMER GAMES evenls, a Grand Champion 5 selecled based
on tha number of medals awarded

Gaold Medal = 5 paints

Silver Medal = 3 poinis

Bronze Medal = 1 paint
Ywhen all the events have been decided the pomis are (otaled and the playver with the
most points is honored as Grand Champeon. Ths occurs after the Awards Ceremony
tor the final event

WORLD RECORDS

It & world record 15 acheved in any event, the namea of the playar sconng it 5 saved oy
the SUMMER GAMES program. These records are displayed on the World Records
screen It a new record is set for an event, the previous record 15 deleted and the new
information appears inits place.

CONTINUING PLAY

o restart SUMMER GAMES at any tme, press SYSTEM RESET The program will réturn
10 the main mend
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