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GO FOR THE GOLD
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Equipment Required

GOFORT (TM) and Commodore 128 (TM) and requires
One joystick is required and a second joystick will enable runners to compete side by side
the running events.

Loading Instructions
PLEASE READ VERY CAREFULLY
Note: There is no SAVE facility on the tape version.
‘The cassete s recorded with si A b«tk up copy the

the ta
is befone the poit you e atonthe tape you MUST rewind the. tape beforeatempting o load .

Event the cassette must be rewound and pnsmnnnd bt i Dt oy on

positioning the tape if

make a e ofth countr eadings s you o ok cven, The codr of i i o
u. There wil be on screen jou. To load

i RUNTOR K3 prier ek PLAY o 1he ot et and he e w10
you are using a Commodore 128 make sure you are in the C64 m

Joy y
4 joystick port o port 01
described below.
Mam Scoreboard
8 characters).
FiSely e T T o S 5

Chioes e ot Opﬁons
If you press [RETURN] after entering your name sub-screen will appear. M
Joysick [LEFT] of IRIGHT] toslet your SHTRT COTOUR your SOCKS COLOUR or your
Joy: ‘This name

e D e o e AT e the joyuick button o (RETURN]
0 return to the main score
Adding Players
“Press [F3] 10300 7 new player e Ve
player, EFT] or uuGHT] o
HLE I T R e
‘You may delete a player by erasing his/her name with the [DEL] key.
Event Title and Credits

cursor flashes a the cnd of GO FOR THE GOLD. Use the {DEL] key to erase the current ttle
and then enter SUMMER OLYMPICS, US CHAMPIONSHIPS, or whatever grabs you
1016 characters).

P (up) ill see all the GO FOR THE GOLD.
Press [RETURN] to return to the main scorcboard.

Resetting Scores
Th ‘Youmay reset ALL the scores

by pressing [F5).

ol pl ddi
‘OPJand
[RESTORE] keys at the same time).
Combined Score

L] SILVER medal, and one point for a
BRONZE medal. Your toal pointareshown at the bouom of the scoreboard plus a medal to
‘show your overal

__General Information about Events
with ‘pressing the ) R

g the eve
has loaded atly ready to compete.
all events except as noted.
ACTION Effectat Start Effectat End
Stick [RIGHT] Start the action (1) e
Stick (LEFT] Sarttheacion(D &2 INSTANTREPLAY (4)
Stick [UP] to Scoret Go toScorcboard
Stick[DOWN] ction varies (1)& (2)
[F1] Showa DEMO() INSTANTREPLAY (4)
(73] Skipa player GotoNextplayer
[F5] ShowRECORDS ) Show RECORDS (3)
(F7) Goto Scoreboard
(Likey LR xzrum) CLASSICREPLAY (4)

-board. ARCHERY is

the only event in which the joystick button is used.
(1) In WEIGHTLIFT] joystick [DOWN] to start. [RIGHT]
[LEFT] 3

@ EFT) jo
‘arandom CALLED dive. Press the joystck button to CALL curvent and future dives.

(3) InDIVING there are no RECORDS.
(4) In ARCHERY there s no INSTANT REPLAY or DEMO.

Instant Replay :

the INSTANT REPLAY is
lost. There is no INSTANT REPLAY in ARCHERY..

Spnngbozrd Diving

s iz arizg 0 yotm st veryHigh

speeds, , and ‘perform it with

frace kel
‘You can perform up to seven types of dives. You can pre-call the dives for each round (there are
ten rounds), or you can simply do any forward or reverse dive you choose.
You will e Jodged by five o i The
o

Knownas ‘the Russian’.
in front of him. It s rumoured that he prcfm divers with red swimsuits but that has not been
proven.

‘what their special preferences are.

Coach's Tips.
*Donot be upsetf you it divesar an ungualfied diste it happens o cveryone).
Perseverance is the name of the g:

T).
e joystick (LEFT-RIGHT]) you wil gan speed and land further to the right. For the highest
possble score you shouldente the wtet i front of the middle judge.

‘will show ANY REVERSE DIVE.

* About two feet from the end of the board you take a jump into the air by pressing the joystick
e [iads e oo o e oo b AT o T AT s
legs an

yn\lncll'mw\htalr Tl joystick [UP]. Th
1f you do not go with the rhythm of the board you will not get th lmgh Rp
TR oo he ek yull the joystick [DOWN]. Needless o say i you wan to enter
the water perfectly vertical you must come out of your spin at exactly the right place... AND ‘
DON'T FORGET TO KEEP YOUR TOES STRAIGHT!

Scoring
v |
s e o as posible. Of the five scores SRR T e ol,
The Each dive h g
e iplied by the sum of Bivey
final points. Your total score is the sum of your scores in al ten rounds.

lryw St o s it o s o Wl o e e e VO 0 U g
o excute the dive you alled.Ifyou doa difernt dive your score s zerol

Th low scoring
dive ifitlooks good.

Calling your Dives

actual event. Press the joystick button to enter CONTROL mode. Moving the joystick
[DOWN] or [UP] lets you sclect a particular round. The current dive willflash in the selection
Fo. Move th joystek [RIGHT] 6 select from any of four forward dives and [LEFT) toseect
{rom any of hre revers dives. Pressthe joystick button to returto [PLAY] mode.
Yo can et the compute elct  dive foryou. Allyou do s pull h joysick [DOWN] in he
normal sarting position - random dive will show — which you then have to try

You ONTR( you per Just move the
Hoewiek FOP) ant [DOWN v it want. You
you have already performed.
For Olympic Competition
* Divers MUST time and these di vary.
Metre Sprint

100
vepbe bt can Bl e D
Once you

A wise man once said: “The surest way to win a race is o run in a race with yourself”. GO FOR
THEGOLI

T i But

ifyoudon'
yourself who beat you.



Coach’s Tips
T

St
the race will not start until BOTH OF YOU have signalled you are ready.

* You will then hear “ON YOUR MARK”, “SET and then after a slightly variable interval the
gun will go off.

* The starting blocksac cquipped with sening derice o detet ifa unner umps the gun” 1f
start before the gun goes off the FALSE START message m

* The instant the gun fires, start running by moving the joystic}
[LEFTHRIGHTILEFTI{RIGHT] s fat s o4 co untl yu crss the fisish tne

that this brute running i

towinyou
we have

e i s Ve i g a0 T captures the essence
the event being simulated,

How Players are Selected to Race

against each other. If an two pl
When the compute s operating plyer,the player s e ppearsin YELLOW. The computer
replays thefsest rce s u. Iy s your name once n WHITE and once i YELLO)
then you are s up 10 run agalnst Yous own best performance
I joystick, the players are set up to use
the same joystick port. (You ct your oyt ons of the
‘be able to start a race.
Pressthe L ™
YELLOW.
against each other.
For Olympic

* Runnen with two false starts are. dxsq\u.hﬂad
110 Metre Hurdles
In this event you'll jump over ten

and timing your jump will give you the comperitive edge. You can compete inst youndl’ar
against a previously saved performance just as in the 100 mete sprint

Coach's Tips

A o

il you hear
Runas fastas you can between hurdles by moving the joystick
[LEFT}RIGHTLEFT.(RIGHTI. Your tralng footwil i the urcle ifth joystick s e
LEFT] a ou g0 overthe hurdie. To e sfepushthe oysick UF] and o the (RIGHT) s
0 over cach hurd
T T e ———
each pair of hurdles.
* Timing i crtical. If you knock down a hurdle it wil slow you down. If you trip in the process
itwill slow you down even more.
For Olympic Competition
* A hurdler can knock down up to ten hurdles

Archery

out being disqualified.

An uncanny

1d class archy you i in this

cvent, Arrowsare alo affected by the wind which you will i varic from day tocay and even
slightly from shot to shot. The light path is precisely governed by the laws of physics.

the

siven wind condition. Youwill i that the harder the wind blows the harder it s
o hold the Imw mm

In there. at the 30 metre and 50
e i e e S e o
Coach's Tips
* Each player gets six shots at each target. You may shoot your arrows in any order.
*When you have sclected roughly bow), nock y pressing

the joystick button [DOWN] AND HOLDING IT DOWN!

* Then pul he oy (DOWN]to dawthe bow. When the bow i drawn ll the way, aim the
ided. When you are ready o fire, release the joystice button.

& irection of the wind.

ighty ot ok Wt th g, le waich b e sl gepes sroms . T
valuabe information sbout wher o sm: Part o he skl s deerinin the recs oint o the
o LAY

then the whole process would become rather tedious.

ready tofire. digue setsin.
difficult it becomes to hold i steady.

of time. If the red light comes on your shot is disqualified and your score is zero.
Scoring

= .
of the gold, nine for hitting the outer part o the gold, eight for hitting the inner part of the red

the targets six times. For thi by six to make
them in line with actual comperition scores.
If you shoot a seventh arrow at any target al scores ar reset.
For Olympic Competition
* Shoot the furthest target first, then continue to the closest target.
B Displayed
scores should be doubled to make them comparable to Olympic records.
1 ou shootanacow it the back nd of o arrw and it s ll ut, you e the
Sarme score as the arrow that you

Long Jump

leap into the air and land in the sand pit. It akes great skill t land exactly on the take- \-A'fbund
offwithall your:

and make  good landing.
Coach's Tips
a5 hard as you can down the approach path moving the joysti
[LEFT)(RIGHTL (LB Y NIGHT) e o et The et s s o t h
‘moment of take-off the further you will jump.

TS e e ko Pl v o e £t os 8 polle ks

ine. Jump by y the right moment. A
B e e ol 1k B

* To make sure you land forwards, press the joystick to the [RIGHT] just before you land.
* For the longest possible jump, jump on the moon!

Scoring
The distance is measured from the take-off board to the landing point. If you fall forward, the

the position of the part of your body ciosest to the take-off board.
the latest

in both metres and feet.
For Olympic Competition
* Your distance is the best of six tres.
‘Weightliftin,
ST S G i nmd ki s chin . £
weightlifting,

brute strength.
oach’s T
* Your power i in your thighs. Usethe joysick to contrl your thigh muscles.
*Getting Start with the - You can
Tower the weight by holding your joystick [LEFT].
DEMO's. Tt

[DOWN] 10 get to the ready position. Then move the joystick precisely [UP]- DOWN]-[UP].
Don't g0 t00 fast or you won't be able to ift the weight all the way up. The first [UP] gets the
‘weight moving upwards. The [DOWN] lets you get your arms extended underneath the weight

their upward momentum and you won't have enough power to lft them all the way.

* The clean and jerk is you can Start
ith the butlet PAUSE to get your

drop down on one knee and extend your arms. Steady yourself and then finally stand fully erect.
{thesovemenr e DO [UPHDOWPAUSE[UFHPAUSE [DORNHUFHDOWNI
(very fast) [PAUSE][ UFL.

en iyt i
[RIGHT]. The weights g increments. bt kg
ncremats vy vapiog h Jopeack [LER] of RIGHT). Th vaarmam weghe s 3000
Scoring

- .
light or his disapproval with a RED light. You must have three green lights for a valid lft.

e o o ok oo e s i h e o i mis ol 6
the clean and jerk.

Olympic Cnmpelnmn
highest s eight determi
* Each lifter e weight level. If he fails on the :md ry he s out.
i h for later.

that the lftis valid. Only then can the weight be lowered..
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Sound and Music: Bob Landwehr/Parabola.
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Archery: C s 1302
Diving: William “Bill” Burgess - Diving Coaches Hall of Fame.

Summary nf Events

[LEFT] for REVERSE, [RIGHT] tostart. [Ul’] [DONN{UP]insynch with th bosed frgood
[DOWN] to get out of the tu

Sprint

[LEFT}-[RIGHT] T
READY by tapping the joystick [RIGHT],

Hurdles
Similar to SPRINT. You will knock the hurdle if your stick is LEFT as you go over a hurdle.

releasing the button.
Long Jump.
f. Hold the

joystick [RIGHT] fora gm landing,

Wei
{DOWN] [UPL{DOWN{UP) for the two-hand smch. (DOWN] [UPL{DOWNHPAUSE]
[UP}-[PAUSE] [DO\‘”NJ IU’] [DOWNL[PAUSE] for the clean and jerk.

o lower t

[F1] DEMO or INSTANT REPLAY.
[F3) Next player.
[F3] Check World, US, and Olympic records.
[F7] Go to Main Scorcboard.
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