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Task h i ktop.
Minimum SysTEM REQUIREMENTS askbar, and a shortcut icon on your desktop

’F\)’"CVtQSOﬂﬁ@Wi“dO“\;\V;@ 95/58{:000 RunnNING THE BARBIE® TEAM GymnasTics CD-ROM
entium 11° 2 or better : .

32 Mlé RAM 33 Wnz 1. Insert the Barbie™ Team Gymnastics™ CD-ROM into your CD-ROM drive.

140 MB hard disc space for typical installation 2. \:)Vrf;eg:atr:e AutoRun window appears, click the Play button to run the

20 MB free disk space to run . ®
8X CD-ROM drive 3. You can also select Start from the Windows® Taskbar, then search through

16-bit color monitor, 640 X 480 the Programs/Barbie™/Barbie™ Team Gymnastics™ CD-ROM menu to run the

2 MB PCl-based video card program. . . . . -
16-bit Sound Blaster® or 100% compatible sound card and speakers 4. If the CD-ROM is already inserted, just double-click on the Barbie™ Team

Gymnastics™ desktop icon.
INSTALLING THE BARBIE™ TeEAm Gymnastics” CD-ROM

- o , , UNINSTALLING THE BARBIE® TEAM GYMNASTICS™
1. Insert the Barbie™ Team Gymnastics™ CD-ROM into your CD-ROM drive.

2. If you have the Auto Run feature enabled for your CD-ROM, the installation CD-ROM
will start automatically and you can skip to step 3. 1. From the Windows® Start Menu, click Programs.
Click Start and then Run from the Windows® Taskbar. 2. Find and click on the Barbie™ Team Gymnastics™ CD-ROM menu item.
Type d:\setup (d: refers to your CD-ROM drive. If your CD-ROM drive is not d:, 3. Click the Uninstall Barbie™ Team Gymnastics™ CD-ROM icon and follow
type the appropriate drive letter.) the on-screen prompts.

3. Choose the Install button and follow the Installation Instructions on screen.
4. Review the Read Me file for any important last-minute information.

After Setup is complete, you'll find an icon for the Barbie™ Team Gymnastics™
CD-ROM located within Programs under the Windows® Start menu in the Windows®
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’4[' InTRODUCTION GETTING STARTED =

Welcome to Barbie™ Team Gymnastics™! NawvicaTion BuTTONS
Barbie™ and her friends are learning

gymnastics, and they could use your help! +%  Click here to go to the Lounge. _‘i Click here to quit the game.

With Kira™ as their coach, Barbie™,

Christie™ and Teresa™ plan to perfect their === Click here to go to the Click on the question mark,
: : ; =32] Team Roster. E) and then click the item you

routines on four different exercises and y

win the trophy at Nationals! Are you ready need help with.

to help them go for the gold?
P § § TEAM ScrREEN (SIGNING IN)

This is where you choose your team name or play with a team you already made.

Type in a team name or choose a saved team before clicking the check mark.

Choose one, two or all three girls, and
help each gymnast create her routine on
each of the four gymnastic apparatuses!

GamEe PLay OVERVIEW

To get to Nationals, you'll have to work your way up through the smaller competi- Click here to
tions (Local, Sectional, and Regional), where you’ll learn new moves and create si?syﬁ‘:]"'”;;‘n/
new routines to earn higher scores. § team.

Kira will start you out with routines for all the apparatuses. You'll be able to get
through most of the competitions using these routines, but to win the National
Competition, you'll have to create more challenging routines.

When you think you've practiced your routines enough, it’s time to compete! You'll
win gold, silver or bronze medals based on your performance. Win high marks and

Click here to
enter a new
[~ team name.

Click here to scroll
down the team

ou’ll automatically advance to the next level of competition and earn new outfits
\f/or the team! y P names. \', - | Click here to quit
: v) \é) the game.
Continue to practice and compete until you win the highest honor—the trophy
at Nationals! Compete as much as you want, making cool new routines that earn Click here to delete a Click here for help.  Click here to get started.

you high scores. team name.
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= THE Lounce (CHoosING A GYMNAST)

Barbie™, Christie™ and Teresa™ are waiting for you in the Lounge, and all of them
are ready to practice! Choose the girls you want to practice with by clicking on
them. You can play with one, two, or all three girls. When you click on a girl to
choose her, she’ll stand up to let you know she’s ready to practice. Click on her
again if you change your mind and she’ll sit back down. Once you've chosen your
team, you can change their costumes by clicking on the Dressing Room door, or
start practicing by clicking on the Team Roster icon in the lower right corner. You
can also replay the team’s best past performances by clicking on the VCR.

Click on the

Click on the
VCR to view Dressing Room
your past door to change
performances. the team’s

costumes.

Click on the
Click on a gym- Question Mark,

nast to select
her. Click on the
girl again if you
change your

move it over the
item you have

questions about,
and then click on

mind. that item.
Click on the Team Roster icon to go to the Team Roster, Click on the Exit

where you can chose a practice exercise or enter a compe- door icon to quit

tition. You must select a gymnast before you go here. the game.

THE DREssING Room (CHAnGING CosTUMES) ‘\/i

The Dressing Room is full of cool team costumes! Be sure to check back here after
competition—you’ll earn new costumes every time you win.

e Click on the costumes hanging
on the clothes rack to change the
outfit that the girls will wear in
practice and in competition. Keep
clicking to cycle through all of the
available costumes.

¢ (lick on the Gym Bag icon to
return to the Lounge.

¢ Click on the Team Roster icon to
choose an apparatus to practice.

e (Click on the Question Mark, then on any object or character if you need help.

THE WinpEo LiBrARY (WCR)

When you perform well, Barbie™ Team Gymnastics™ will automatically save your

performance in the video library. The highest-scoring performance on each appara-

tus will be saved for each girl on a team.

e Click on the name in the upper right corner to cycle through the available
gymnasts.

e Click on an Apparatus icon to choose the apparatus.

e (Click on the <= to play the movie.

e Click on the <> to pause the movie.

e Click on the m to stop the movie and start it over from the beginning.
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B THE TEAM RoSTER Tue NoTEBOOK -y
Welcome to the Team Roster! This is where Kira™ keeps track of the team’s progress, The Notebook keeps track of the moves each girl earns. You can see moves for
and where you can go to find out where the gymnasts need the most practice. You each apparatus by selecting the tabs along the side of the Notebook. Each appara-
can also check out your team’s Notebooks and enter a competition from here. tus has its own page for you to fill with moves that are represented by discs.
When you've had enough practice and are When you're ready to enter a competition, ,{ (—\ ( (\ Q
=18 N Click on an

ready to compete, you'll earn a green check click on the trophy. \

-3@@\J

earn all green
check marks on
the roster screen
before you can go

Apparatus Tab
® (—\ (—\ £_ to open that
( (\ r | pese

to competition. / | Tf
To start prac- (_\ r r r
/ I / \ ticing, click on
™ a square below ( i
our gymnast. =
/ | '/ I yoursy Click on the
7/ | : | Pr?nter i.con to | o0 -
If you want to - '/ '/ print this page. /E;;] ‘a))
look at a gym- 8
nast’s Notggook |_— /—'-I | I I Click on the Team Roster Click on the Gym
click the — ol - icon to return to the Bag icon to return
Notebook icon = 7) Team Roster. to the Lounge.

below her picture.

After competition, Kira™ will give you a red check mark on . . .
foutines that aren't worth enough points to win at comptetion. The discs you see in your Notebook represent cool gymnastics moves that you

Make sure you've created a routine that is worth a high enough can use in your routines. Each disc has a colored ring around it—bronze, silver

score to win as you progress to higher levels of competition. or gold—based on the difficulty of the move. Gold moves are earned after winning
at least one competition. When a gymnast practices a new move, it is added to
her Notebook.
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= THE PracTicE Room

Welcome to the Practice Room, where the girls practice their routines and get ready
for competition. You can also create cool new routines here using the moves from
the Clipboard. Choose the music to be played during practice and competition by
clicking on the CD player above the Routine Line and cycling through the choices
of music.

Click here
Click here \3 ;;Jof\slzlfct
to change - moves |
your music\ . Cinboard.
selection.
Click here

to play your —
routine
automatically.

Clipboard

You'll find all your available moves on the Clipboard. These moves are the key to
creating a great performance! Click on the Clipboard to open it, and use the arrows
to flip through the pages. Click on the square in the lower left corner of the
Clipboard to close it.

\

Routine Line

Perfect your routine or create your own outstanding performance using the Routine
Line and discs from the Clipboard. There is a picture of a move on each colored
disc, and each disk is ringed in bronze, silver or gold to show you the difficulty of
the move. Add moves to your routine that will dazzle the judges by dragging discs
from the Clipboard to the Routine Line.

The slots in the Routine Line are color-coded green, blue, and pink to show you
where moves in the routine should go. Pay close attention to the color of the slots
on the routine line to see where each colored disc should go.

Remember, you must win at least one competition before adding gold moves to
your routine. When you've created the perfect routine—and the button to the right
of the Routine Line turns green—you're ready to practice!

Press this
button to
start and
stop your

Add moves routine.

from the

Clipboard

to your

Routine Line.

Press the correct key on your keyboard to complete a move.

A
11

/

A



Add new moves to your routine by dragging a disc from the Clipboard to the
Routine Line.

When you put a move disc on the Routine Line, it will click into place.

If there is already a move in a slot, the new move will replace it.

If you want to take a move out of the routine, click and drag the disc
anywhere outside the Routine Line.

Press the backspace key on your keyboard to remove the last move in

your routine.

Press the delete key on your keyboard to clear all the moves from the
Routine Line.

Your routine is ready to be practiced or viewed when the button to the right
of it turns green.

Click the green start button next to the Routine Line to begin a Practice
Routine.

To check out the routine you've created, click the <= above the Power Bar
to play it automatically.

Power Bar

The Power Bar shows you the keys on the keyboard you'll need to press to
perform a move. The arrows you see in the Power Bar match the arrow keys
on your keyboard and the dashes represent the spacebar. Press the right keys
at the right time and you're on your way to a medal-winning performance!

e When a routine starts, the disc will move to the left and the
keys you need to perform that move will appear.

¢ When the key flashes, press the matching key on the
keyboard.

¢ If you press the correct key, it turns green and the next key
appears and lights up.

¢ If you press the incorrect key, it turns red, and you'll have to
wait for the next one.

e |f the move is completed successfully (all the keys are
pressed in order and in time), the move will be worth its
full value.

* For every key you miss, a small deduction will be taken from
the maximum score for that move.

¢ The harder moves have more keys to press and less time to
press them.

Bronze moves require you to press two keys.

Silver moves require you to press up to three keys.

Gold moves require you to press up to four keys.

Dance moves in the floor exercise require you to press four keys.
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l”The Vault

Amaze the judges with your awesome
vaulting technique! Beginning with a
strong run, push off the horse and fly
through the air, somersaulting and
twisting before “sticking” that perfect
landing.

There are 3 slots on the Routine Line
for the vault: Approach (green disc),
Twist On (blue disc), and Move Off
(pink disc).

The Balance Beam

To compete on the Balance Beam,
you'll need to perform cartwheels,
handsprings, split jumps, and bal-
ance moves on a beam only four
inches wide!

There are 12 slots on the routine
line for the Balance Beam: Mount,
10 Moves, and Dismount.

These slots are color coded as
follows: Mount (green disc), Moves
(blue disc), Dismount (pink disc).

The Uneven Bars

Concentration, courage, coordination,
and split-second timing are needed to
capture the gold on the uneven bars.
Gymnasts move smoothly from the low
bar to the high bar and back again,
circling the bars and performing daring
release moves before executing the
perfect dismount.

On the uneven bars, there is a mount,
moves around the upper bar, moves
around the lower bar, and a dismount.
Paired moves are moves that go together. A move that drops you to the lower bar
must be followed by a move that returns you to the upper bar. Be sure to look at
the move discs carefully so that the moves are in this order.

There are 12 slots on the routine line for the Uneven Bars: Mount (green disc),
10 Moves (blue disc), and Dismount (pink disc).




\

1 y
1 17
The Floor Exercise _ the competitors will perform on one apparatus and be scored before moving on ~\

Competition in Floor Exercise is a real
crowd pleaser as gymnasts perform
dance moves and tumbling runs to
music of their choice.

There are 10 slots and three kinds of
moves on the Routine Line for Floor
Exercise. Remember that a Setup Move
(green disc) must be followed by a Big
Move (blue disc) and then a Dance
Sequence (pink disc).

You'll notice that some of the blue discs have numbers in the corners. Although the
pictures on these discs look the same, the moves are actually a little bit different
from each other. Try using them both in your routine to see how they differ.

Going To COMPETITION

There are four levels of competition:
Local, Sectional, Regional, and
National. When your team is ready
to compete, you'll select the trophy
in the upper right corner of the Team
Roster screen.

At the start of competition, Kira™ will
announce the apparatus. Then all of

Y

to the next.

You will control the gymnasts you have chosen by pressing the keys on the
keyboard that match the flashing keys on the Power Bar. If you press the keys in
time, moves will be performed well. If you press the keys too late, your gymnast
will not perform as well.

JUDGING

After each routine, the team members will be judged and scored on their perform-
ance. After all your gymnasts have performed, judges will award gold, silver and
bronze medals.

At the end of the competition, Kira™ will add up all the scores and compare them
to the other team’s scores. If your team wins, you'll be able to go to the next level
of competition. You'll also have a chance to choose cool new team costumes, and
you'll earn a new move for each apparatus if a gymnast wins a gold or practices
her routines before heading to the next competition.

If your team doesn’t do so well, you'll have to enter at least one practice session
before heading off to competition again. To see the routines you need to work on,
take a look at the Team Roster.

Two-PLAYER oR THREE-PLAYER GAME

In a two- or three-player game, you and your friends each choose a gymnast and
take turns competing using the Power Bar controls.
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NOTE: Please review the Read Me file located in the Barbie™ Team Gymnastics™
menu for the most up-to-date troubleshooting tips.

You may encounter problems with the Barbie™ Team Gymnastics™ installation if
there are other applications running during the installation of the software. If you
have a problem, exit the Barbie™ Team Gymnastics™ CD-ROM installation and shut
down any applications that are running. After all other applications have been
closed, try to install the software again.

If the game is running slow or choppy, try using the full install. Uninstall
Barbie™ Team Gymnastics™ and reinstall selecting the full installation.
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