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GEITING STARTED 
Please refer to the' Load i ng J nslructions' sheet. This is packed separately 
in the product box. 

STARTING A NEW PLAY 
If you have just loaded ARENA and the seleoetion screen 85 on thO! inside 
fmnlcover orlhe box has been revealed to you. then you are readylosolect 
either'"NEW"(statt a new game) or "lOAD" (load a previously $8ved 
game from disk) as required. Please refer to the appropriate soction orlhis 
manual forfurtherguidam;e. Thes.earethe only two valid icons when the 
game is firslloaded from disk. On returningfromoneoftheseoplions you 
wlll now be in a position 10 proc;eed and selllCl your first event. 

HOW TO SELECf AN EVENT 
To select an event you simply point the mouse poiJlter at the event 
required and dOll ble dick either of the mouse buttons. The events which 
have been (;ompletoo are &dged with a red rectangle and cannot be 
selectoo. those which areavailoble to compete in are ooged with a blue 
rectangle. You may select the events in any order you "·ish. 

KEYBOARD TECHNIQUE 
The keyboard is the only way to pia}' ARENA. Therearethree ke}' groups 
to learn Speed orstrength call be built UI' by "pounding"twogroupsof 
Iwysal1ernately. from nowon refered to as the "I::Nt:RGY KEYS" The 
groups are a ny of (AJ. ISJ. (Zl. I X). for the left side and any of(.). I ').(.). IiI for 
the rightside. The program onl}'counts inalternate paits so watch }-our 
co-ord ination 10 rna intain a right-left. right-left sequence. To trigger a 
jump. throw. vaul! or put. the space bar has to be hit_ From hereon the 
space bar will be refered to as the "JUMP KEY" The recorded level of 
plm'erand1or speed will beshown on the powersJide in the top left hand 
corner of all displa}·$. It will show lel'els ranging from 0 to 9 as illustrated 
on the left 

FEATURES GENERAL TO ALL EVENTS 
Therearetwo icons in the top right hand corner of the screen. they are 
"QUIT EVENT" and ··PAUSE". 

If}'ou position Ihe mouse pointer in the "QUIT EVENT" icon and double 
click eitherofthe mouse buttons. theevenl will be immediately 
terminated and aJJ scores 10 date for that event will be deleted from Ihe 
&core table. All the completed events will retain their scores and status. 

Double clicking either of the mouse bu ttons whi 15t lhe pointer is in Ihe 
PAUSE icon will suspend the eltecution olthe program and the screen 
will fade. ARENA can be restarted by again pointing Into the PAUSE icon 
and double clicking ei lher of the mouse buttoo!. 



T AKlNG YOUR TURN 
Each player wlll take hls or her turn in rotation. If you have been 
elimInated &oman event you will not beallowed another tum. For 
example if you have had three attemptsat a height in the HIGH lUMP and 
failed each time, you will be eliminated from the event and the points 
scored for your highest clearance will be recorded. When it is your turn 
your name wllJ be hlghllghted in red on the event scoreboard. The 
computer will alert you with a beep. You "tell" the computer you are 
ready to start your tum with a double click on either ohhe mouse buttons. 
Thecomputerwill register this wi th a beepand a flashof thescruen, You " 
are now competIng and should be ready on the keyboard. Until you have I 
done this the display remalru stalic. 

THEPROGRESSBAR 
Where an event requires the player to "run up 10" the jump or throw area, 
it is nOI possibleloshow the wholeofthe "run up" duetolhescaleand 
slUlohhegraphlcs used. We use the "PROGRESS BAR" to plot the 
player's progress down the runway to the target area. This appears al the 
top left of each display and looks like this: 

• o 

As I he player moves down t he runway. a red bar wi II be plotted above Ihe 
scale icon. as shown by the shaded area above. The tOrgllt area is marked 
byasmall red rectangle. 

THE OBJECT FLIGHTG RAPH 
When we aretracki ng an objoct such as the javel in or thll shot through Ihe 
air , or, in a ju mping eventlhe player. we nffer feedback on the progress of 
the object on the OBJECT FLIGHT GRAPH. This appears above the 
progress bar and will be "inked in" as Ihe objecl or player n ies through the 
air. [t looks like the illustration with the shaded area representing 
the progressoflheobjoclto-dale. 



HUNDRED METRES 
Each player wllllaleone turn and one turn only loregislerllime 

You .... ilI start Ihis!!.'ent on the blocks. You will mo\'eaulomalit:all}' into 
the"Get Ready" po51lion on the instruclionsoflhestarter. He will raise 
the gun read)' to staft the e.'ent end reset all stop wDtches. AI this point. if 
you touch the kll)'board before the starter's gun has gone orr you will 
recorda f.IStlstart. Twofal!1e51artsand you will beelimlnatoo from the 
event with nOACore. Theev!!n! is geared for maximum,peed Qulhe 
E.."ERGY KEYS throughout the run. You can "dh"e" forthe tapti by 
pressing the lUMP KEY but beware. ,fyou do Ih is more than a few strides 
from the fi nish you wi It actually lose momenllllll and coma to a halt II 
needs to be timed accuraltlly. 

Thescoraboard will show your l imeand points awarded 115 so, 

I HAlE PTS. TIME 

IAN 102 11.51 

¥ 

LONG JUMP, SHOT PUT and JAVELIN 
In each oflhesee,'enlS you will beallowed six allemplilo IlICOrd a besl 
scom. Tum.amagain In rolaorderwilh playcommenclntl in Ihe usual 
way. Thee,'enl $Coreboard will bedisplayed allhelopoflhelCteen as$O; 

NAME PTS. DIST. JUMPS 
TOGO 

JOHN. 604 5.98 4 

Thescoreboard will show your besl aUempllo-dale, the points "alue for 
Ihal jump-Ihrow and the nu mberof jumpS/lhrows )'OU ha"e remaini ng. 



LONG JUMP 

You are allowed six attempts to record a good jump. You use the ENERGY 
KEYS to pick up speed on the runway. As you approal:h the board kee ping 
aneyeon the PROGRESS B .... R.you need to re81:h maximum speed, You 
must be ready to t ime your jump; the doser you get 10 the board Ihe beller 
I:hanl:e you have. Hitting the JUMP KEY will move you into the jump 
sequenl:e instantl t and should be timed to I:oindda with you r arri val on 
the board . During the jump sequenl:e the use of the ENERGY KEYS needs 
lobe muinlained righl upto the point oflanding. You wllliosea 
considenble amount of dislanl:e if you do not keep up the ENERGY KEY 
nte Ihrough lo lhe point where you hit the sand . 

SHOT PUT 

Again you will beallowed six aUempts to rocord a best. Youl:ommence 
Ihisevent standingat the ool:kofthedrde. You hal'e to build up power as 
you go into the hop position. you then hopal:ross the circle. As you move 
al:toSs the circle hiUing the jump key starts the PUT. You need 10 Jeavelhis 
aslateas possible to record the maximum distance. You can however foul 
thedrde by touching the edge. DuringalJ Ihis you hal'e to mainlain the 
key raleon the E.,\lERGY KEYS. As you start 10 put the shot another strike 
on the lUMP KEY is required to release Iheshol.this should be doneto 
coincide Ivi t h the arm extending to release the shot. the later ~'ou can leal'a 
this the more effed it will have. Onl:etheshot is in night the E:-':ERGY KEY 
rate has to be kept UI) to mainla i n Ihe oplim urn night pal h. 

JAVELIN 

Turnsalld lIumberofaltemptsasabove. The ke)' to succ;ass in Ihe 
jAVEI.lN event isspeed onthe runway. using the ENERGY KEYS. and 
slarting the throw at the Jast possiblesec:ond using thelUMP KEY You 
have to a,'oid the foul' hrow by not Innsgressing the end of the runway. 
You must keep upthe ENERGY KEY rate during the Ihrow. Again further 
distanl:e may be gained by . 'helping" Ihe javelin along during its night 
using the ENERGY KEYS. 



HIGH JUMP and POLE VAULT 
SET HEIGHT 
[n both these events you will be allowed up to six tUniS at new heights 
chosen each time by you. This is done by means orlhe Set Height icon shown 
totheleft. 
This will be "offered" to you al the start ofthe event lind after It<ll:h successful 
jump. Should you fa ila\ 8 particular height you will beallowed three and 
only three atlcmpts. After II fail you cannot change the height you are 
al1empting.you must clear yourchO$en height to progress in Iheevenl. You 
may however. chooso any height you wish for your first attempt. When you 
have completed II jump successfully. you may increase the height by any 
amount you wisha! your next tum The Barcan be rno\'ed up and down by 
pointing at the up and down arrows and pressing the L.HT HAND mouse 
hutton. When the height is at the desired lel,ltl, point at theOKhulton and 
press the LEfoT HAND mousehutlon. You will now be laken bat:k loslart 
your neXI aUernpl 

The scoreboard wi Iishow under Ihe "TRYS" t:olumn Ihe aUempis ~'Oll hOI'e 
had at a partit:ular heigh!. ind it:al ingea<::h aUempl wilh a 9 for a fai lure 10 
clear, and a 0 where no attempt has yel been made. The poinls I'al ue reflects 
the best clearance to-date. As wilh all events the S(:oteboard will be shown al 
the head ofeat:hsc:reen and forthe HIGH JUMP and POl.E VAUl.T it looks 
like th is. 

...... PTS. JUMPS AT1CMPTS - lAd 

COLIN 817 • . ,, • • 0 

HIGH JUMP 
As we t«we disc:ussed in the Set Height paragraph alxlI'e. if }'OU fail Ht a 
particular heighl you remain " Iocked In'' to thaI height until rou have 
cleared il and then )·ou may progress loa new heighl. but remember. you are 
only allowed Ihree attempts at each heighl and Ihree fai lures means you go 
out of the even!. 

Thegame playofthisel'ent is very similartothe !.ONC JUMP. YOli 
accelerote across the runway keepi ng an eye on Ihe progress bar lIsi ng the 
ENERGY KEYS. As YOli approach the ta ke..()ffarea YOli need to accelerate 
and Ihen Ii me YOll r jump 10 take Illace bel ,,'oon the left and righlllprights. To 
do this. )·ou need to , Iart the ju mp b}' hitting the JUMP KEY a short distance 
before the jump ilself. we helpa little by providing markers on the runway. 
You mllst maintain your ke}' rateon Ihe El"ERCY KEYS until you are well 
clear of the bar. 



POLE VAULT 
The POLl:: VAULT is identical to the HIGH JUMP event in number of jumps, 
number of attempts and setting bar height, There are runway markers 
providlldand the JUMP KEY should be hll to stan the vault, We give you 
consid.able I_way in starling your vaull.lf you lime the JUMP KEY 
corroctly the computer will "flash .. tho. 5C."!!en and the vault will sian allhe 
COlTOCllocalion. As you reach the top of your f1ighl you must hit the JUMP 
KEY again to release the pole. The critical techniques in theevent are to 
aa:elerate into Ihe take-off ama and then keep momentum up on the 
ENERGY K1..l'S until you hs,'e"dearad the bar and you are dropping to the 
rna\. 

THE POINTS SYSTEM 
As in a traditional decalhlon event, points are awarded on the following 
merilsystem' 

1.00, High Sh. Pole 
POINTS HlOm Jump Jump "" Vault Javelin 

"'" 14 .1 4.26 1.25 6.62 ''" 22.30 
300 13.5 4.69 1.40 '.116 2.25 26.00 
.00 13.0 5.11 , .. 9.17 2.57 34.10 
500 12.5 5.54 '60 10.55 ,.,'" 40.59 
600 12.0 5.96 1.71 12.01 3.24 47.56 
'00 11.5 6.43 1.62 13.55 3.60 55.09 
800 11. I 6." 1.93 15. 19 3.97 63.17 
900 10.7 7.39 2.05 16.92 4.36 71.61 

'000 10.3 , ... 2.17 16.75 4.76 81.00 

SELECflON PAGE ICON OPTIONS 
All these lcollll are selocted by pointinglhe mouse at the required icon and a 
double click on either bullon. 

"SAVE"-STORETHECURRENTGAMETODISK 
It is possible \0 :siIve up to 6 part-complete pls)fl! of ARENA 011 the ARENA 
WORK DISK. The ARENA WORK DISK will be of a totally non-standard 
fonnaland canonlybereildor written by the AR£NA program, When you 
first come to save a IIlay of AR£NA have a blank oro"erwritable disk 
available and this disk must then be dedicated as the ARENA WORK DISK, 
thisdlsk does not need tobefonnatted first . You cannot then usethis disk for 
any other purpose until you refonnat it. 

When you have selected thls option you will ha\'e to select 8 number in the 
range 1- 6hy pressing8 numeric key ]-6. This isthe identity underwhich 
the current play will be 53\'ed. 

"LOAD" - LOAD A PREVIOUSLY SAVED GAME 
This will allow ~'ou to load II previously $iI"ed play from disk. It is the re"erse 
orSA VE with a play stored under the identity 1-6 being reloaded from the 
ARENA WORK DISK. 



"SCOREBOARD" - SHOW THE SCOREBOARD 
This icon will reveal the scoreboard showing the scores forall players in all 
completed events plus totals. A doubledickon the ··O.K.·· icon will revert to 
theevent selection screen. 

"QUIT" -QUITTHE CURRENT GAME 
This will siml)ly re·initialise Ihe mach ine and dear ARENA from memory. 
Confirmation will be required by double dickingon Ihe·O.K.· icon. or 
cancellation b~·the "CANCEL" icon. 

"NEW"-START A NEW GAME 
On selection }'on will be presente<1 with aSCreen loallow input of the 
l1umberof players and their names. The maximum numberofcharacll!fS in 
the name is 11 . For each inllUt field type i n }'our response and hit the 
R1TUIU, key which will then take thecursorlolhe nexl field. Theonly ""lid 
... lil key is BACKSPACE. Once you have entered all fields yno canconfirrn 
your entries by double clicking on Ihe '0. K .. icon. If you are not happy wilh 
your entries double cl ick vn Ihe RE·El\TER icon. Once you ha"e double 
clicked on the O.K. icoll all e,'ent scores and slatus flags will oodeared and 
you are now ready fOfa new play at ARENA. 

APLEA 
Thank yon forbnying thiscopyof ARENA. Weat PSYGNOSISendeavonrto 
produce Ihe highest quality entertai I1menl prodocts fOf Ihe sophisticated 16 
bit market. Weenciose jn our product a feedback post ,:ard. We would be 
gratefu I if you the purchas.." player would wrnplete this card and return it to 
provide the vital information we need to continU!! to create the products you 
want. 

A plea for help! If you know of any organised copyi ng of soil ware plt!/lSf! 
bnng it to the alienI ion of the publisher and help the industry stamp out the 
hi i~hl which threatens so mallY of ourend"avours. 



All progrum code. progntmde5ign. audiovisual de5ign,anim~!ion. 
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