


DECATHLON

DECATHLON is an exciting track and field game designed for
the Color Computer. DECATHLON requires 64K and 1is for one
to four players.

LOADING INSTRUCTIONS:

Cassette: Load the program by typing CLOADM (enter); if the
program does not autostart, type EXEC (enter).

Disk: Type RUN "Decath" (enter).

TROUBLE:

Cassette: If you encounter an FM Error, you are probably
trying to load the program using CLOAD or trying to use RUN
once the program is loaded. You must CLOADM and EXEC with
machine language programs. If you encounter an 1/0 Error,
try loading another copy of the program; both sides of the
tape contain several coples of the program.

pisk: If you receive an ?FM Error while loading, you are
either trying to LOAD when you should use LOADM or using
LOADM when you should use LOAD or RUN. Machine languape
programs (with a BIN extension) need LOADM and EXEC. Basic
programs (with a BAS extension) need LOAD or RUN. If you
get an 710 Error, it doesn't necessarily mean the disk 1s
bad. Try loading other files not saved by your drive.
Continual errors may suggest servicing or cleaning of the
drive. If our disk continues to give errors, return it
within 10 days of purchase for free replacement.



METHOD OF FLAY:

CORRECTING THE COLORS - It is necessary to correct the colors
displayed on the screen if the color of the area enclosed at
the bottom of the screen is not blue. Pressing the reset
button for a second usually will correct the colors. If the
colors are not corrected the first time that reset is
pressed, continue reseting the computer until the colors

are corrected.

LOADING THE HIGH SCORES - To load saved top scores, insert a
cassette which has scores saved on it into the cassette
player, start the cassette player and press "Y".

ENTERING INITIALS - The maximum number of players who can
play at one time is four. While entering initials, ¢ moves
the cursor counter clockwise,— moves the cursor clockwise,
and ENTER enters an initial, rubs out am initial or ends the
entering of initials, depending on where the cursor is
located.

THE INSTRUCTION MODE - Once all of the players' initials have
been entered, ENTER will move you out of the instruction

mode into the country selection mode. To get instructions
for an event while in the imstruction mode; press the
numbered key which corresponds with the event instructions
are needed for. Pressing ENTER while the instructions for an
event are being displayed will cause the game to begin at
that event rather than event one when the game is started.

SELECTING A COUNTRY - Enter the number corresponding to your
country. The anthem of the country selected will be played
at the end of the game.

DIFFICULTY LEVEL - Enter the difficulty level that you want
to play at:

1 = Normal Level
2 - Easy Level

THE DECATHLON - There are ten track and field events in the
decathlon. For each event, there is a qualifying time,
distance or height which must be achieved in order to
continue on to the next event. For all of the events, there
are three attempts allowed, except for the pole vault and
high jump, where a person can continue until he misses

three times.




The game can be ended at any point by pressing reset.

THE EVENTS

1 - The events in order of their occurrence are:

I1

- 100 Meters

- Long Jump

= Shot Put

= High Jump

= 400 Meters
Hurdles

- Discus

- Pole Vault

- Javelin

- 1500 Meters
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- The Track Events

The object of all of the track events 1s to complete the
run in the shortest time possible. Tapping ENTER causes
the athlete to run. The higher the tapping speed, the
higher the speed of the athlete. For the hurdles event,
pressing the "J" key will cause the athlete to jump

over a hurdle. The player must start tapping after the
sound of the gun. If the player starts before the sound
of the gun, it is a fault. Each player is given three
attempts at starting correctly.

II1 - The Field Events

The object of the throwing events is to achieve the
longest throw possible. The object of the jumping events
is to achieve the longest or highest jump possible,
depending on the event. The higher the speed of the
tapping of ENTER, the higher the speed of the athlete.
The higher the speed of the athlete, the better the throw
or jump. For events with an angle of ascent involved,
the optimum angle is between 3B degrees and 45 degrees,
depending on the event.

1 - Long Jump - The player must begin after the tone.
Pressing the "J" key will cause the athlete to jump.

The athlete may touch the fault line, but may not cross
it. The angle of ascent of the athlete is determined by
the length of time the jump key is held in.



4 = Shol Fut - The player musSt beglin alter the Lone. Fress-
ing the "J" key will cause the athlete to throw the shot.
The athlete may not cross the fault line. The angle of
ascent of the shot is determined by the length of time the

throw key is held in.

3 - High Jump - The player must begin after the tone. The
player must press the "J" key to jump up before reaching
the bar. Pressing the "J" key again will cause the athlete
to kick up over the bar.

4 = Discus = The player must begin after the tone. Press-
ing the "J" key will cause the athlete to throw the discus.
The athlete may not cross the fault line. The angle of
ascent of the discus is determined by the length of time
the throw key is held in.

5 - Pole Vault - The player must begin after the tone. The
player must press the "J" key to place the end of the pole
in the vaulting box and jump up. Pressing the "J" key
again will cause the athlete to push up over the bar.

6 - Javelin - The player must begin after the tone. Press-
ing the "J" key will cause the athlete to throw the

javelin. The ahtlete may not touch or cross the fault line.
The angle of ascent of the javelin is determined by the
length of time the throw key is held in.

THE END OF THE GAME: The game ends when all of the
athletes have either completed all of the events, or not
qualified to continue. At the end of the game, the
players' final point totals are displayed, as well as the
name of the champion.

Pressing the "Y" key when the computer displays "PLAY
AGAIN SAME PLAYERS?" will start the game again at event
one with the same players.



DECATHLON is copyrighted by Spectral Associates,

3418 South 90th St., Tacoma, WA 9B8409. This program was
produced for the use of the original purchaser; these rights
are npot transferable. This game is expressly forbidden to
be used in a rental, leasing, software libraries, or
exchanging program of any kind without written permission
of Spectral Associates.

Unfortunately, due to the flood of illegal coples of our
software being generated, we have been forced to copyprotect
our software.

If the cassette or diskette should be erased or become
unusable for any reason, Spectral Associates will replace it
if the original is returned postpald, for a minimal charge
of $3.00 for cassette and $5.00 for diskette. Spectral
Associates will exchange cassette versions of our software
to diskette form, if the original cassette is returned
postpaid, for a minimal fee of $6.00.

We will gladly assist the customer with any problems they

may encounter in understanding or using our computer programs.
Also, more than one copy of the program will be found on

both sides of the cassette.
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