If you can’t think of a move )
on your own, look at these .
examples for X

some fun ideas.

Visit us at www.twistermoves.com
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Keep in the groove, follow the moves and do what the Djs tell
you to do. If you're the only one to get the moves right, you win!

Contents

Get Ready!

IMPORTANT

* Dance sessions 21 on may be more difficult than others. Do not over-
extend or overexert yourself, as it could cause you to become unstable
andfall. = ey
* Due to thié i ér aspect of this game, avoid coming In close
contact with other players to eliminate any risk of injury.

People with any history of heart trouble, high blood pressure, vertigo,
joint or ligament damage, or stroke should not play this game.

Get Set!

Groove!




You're in the Groove — Part way through the CD, the DJs will tell you to
make up your own move. Go ahead and make up your move! If you need
some help making up a move, look on the back of these instructions for
some suggestions. We recommend you make up a move that keeps your
feet planted on your mat and only involves moving the rest of your body
such as leaning, bending, moving your arms, etc. Try to keep it SHORT
and SIMPLE and pay attention to the other player’s move.

From now on, if the DJs call out a 1 or a 2, you have to do that player’s move.

Sessions

Twister Moves has 2 types of sessions - Standard Sessions
and D) Mixes.

Standard Sessions: The DJs will call out the moves for the entire
session. Then you repeat the moves to the beat of the music. The
Standard Sessions will get more difficult as you go on.

DJ Mixes: These are mixes of our DJs’ favorite Twister Moves music,
designed to keep your feet movin’ and your body groovin’.




<O

g
¢]
7
Q
(e}
9
1
1
|
\
1
1
1
|
|

1
2
3
4
S
6
7
8
9
0
1
2
4
5

DRONNONN — — —

)

— —\O 00

rirensd il
ONODNPAWN—O

P

' DISC 2

W L N NN

B W0 W W W
—Q 00~ DA WN—=O\O 00N

Y
\J

BEIRG LSS

27 CINCO

34
35
36
38
39
40
41
42
43
44




