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Arnie's Al11erica's CupChalle11ge 
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TheGame 


Plavof 
the'Game 


Success in sailing IS rounded on a 'fep1 
for the sea', teClIH\Vorlc, practice and good 
judgement. SornE:: say luck too, but we 
think not. We haW' included a1llhese 
elements as the essence of success at 
playing this game. 

W" hope you have the 'feel ["or the sea' 
some would c:allluck. Teamwork we 
translate into joystick skill. Pagi~s of 
t1w ARMCHAIR GUIDE TO THE 
AMERICNS CUP describes ;1 I :mical 
12 mctn' yacht and its crew. Your joystick < 

becomes your crel,\". TIlt-' better a crew 
work:) to,t,TtthCf the bctkr the yacbt sails 
and so, thl~ hetter '-011 reTiTle your joystick 
skills the heLler \\)ll and 'vour crew' will 
saiL Practic(~ m;lkf's Pl'd;~lt. Good 
jud,hrement is [he cha]lcn.~~c that makes 
people keep striving. Success in 
12 '[11etre y;t('llting, and in this ganll', 
results from repeated gO( ld judgement, 
learning from oIle's mistakes'an(1cxcCllcnt 
(ealnwork. 

You Wi1l1(),Ic1 the g{]Ill(~into your 
conlputer as ;1(\\ i:;ed in tlll' supplied 
instructions, ,-:.,-i1L· he ini;-;:,lselections 
made via the kr'yboard. 

When thel ga1Ulc is loaded, you ,,,ill 
select either; 

• SINGLE PLAYER - Y()u're the 

Challenger, the Computer is the Defender. 


• TWO PLAYERS - Players to 
decide their choice em:'! idenlify as eilher 
the Challenger or 1)(Je-ndcr. 

• LEVEL OF PLAY _. Your choice 
of AMATEUR, CLlIB RACE or 
AMERICA'S CUE 
The COMMOUOI{ E will then announce 
the RACE WEATHER CONDITIONS. 
PRESS the SB\CE BAR and you will 
be askeel to CHOOSE YOt:R 
STARTING SAILS. 

If you're careful, your opponent will 
not be aware of your choice until the race 
starts. 
SAIL SELECTION is made using the 
joystick thus: 

Joystick fire button 

rr "on 

[~Off 
Joystick operations. 

In theARMCHAJR CUmETO 
THE AMERICA'S Ct:P we c\r-scribe 
Lhe fClctors affectingthe ~,ailing 
performance (Pages )and hfTe we 
describe how you Conyt"rt your skipper's 
clf'cisions through your joystick into action. 

The OFFICIAL AMERICA'S 
CUP COMPUTER GAME is a reaiislic 
graphic recreation of 12 metre yachts 
sailing and what will need to be done to 
win the America's Cup. It is immensely 
realistic in appeamnce, strategy and play'cr 
skill: )'ilu'll really feel like \ min, outthere 
pittjn,~- wits with the be~t 12 metre> 
yachtsmen. The rules ,mel regulations 
arc those applied to the America's Cup. 
The .\RMCHAIRGUJilE TO THE 
,\ MERICA'S CUP speci licall ydetails 
from pages all you willneed to know 
about 12 metre yachts and America's Cup 
Match racing. The better you apply the 
theory detailed there the better you'll play 
thegamc. 

TO CHOOSE 
CENOA or SPINNAKlcR 

1. 	push 

Iii 
1. push 

joystick joystick 
down up [!] 

then: 

2. 	pn'ss fire bUll.on:. once for li,L-;ht sail 
.111 \vin' lor lllediulll 

"ai] 
••• three limes for 

heavy sail 

J. return the 10vstick to the centre ann 
press the fire [-= I 

hutton once.~ • 


4. 	the screen will identify this is DONE in 
the top righl or left hand corner. 

Play begins with the PRE-RACE 
MANOEUVRES, the S'IART and the 
RACE OVER THE FULL EIGHT (8) 
LEGS ofthe course as rletailec] in the 
A R\ICHAIR GUIilE TO TIlE 
AMERIC;\'S CUI~ page , and in the 
game's 'demonstration' mode. 
N.E.: If no selections are made, the game 

will automatically switch to 
'demonstration' mode and stay there 
until a key is pressed. Sec supplied 
instructions. 

Control of your yachi is by jovstick 

In game play mode 11wfe are 
THREE (3) moeles you can be in at any 
tirne; 
I. HELMSMAN'S MODE 
2. SAlLS SELECTIOl\":VIODE 
:3. WINCHING Jl,IODE 

Helmsman's mode is the mode used 
to control the yacht's direction and is the 
default mode. 

Joystick movement to the RIGHT or 
LEFT wil hout pressing the fire button, 
steers the yacht in the STARBOARD or 
PORT direction respectively. 

This mode is selected by pushing 
the joystick forward and pressing the fire 
button once, 

m· 
,~ 

Once in this lllocle. these selections 

::-n )duce the following rc c.;lllt s: 


a) [... I JOYSTICK RIGHT­
.....,... 'BOOM' moves tmvarcls 

... 
I centre line 

b) C-t----O-j JOYSTICK LEFT ­
'BOOM' moves oul from 
centre ]me 

The 'ANGLE OF TilE BOOM TO 
THE WIND' is criticall 0 I he speed of the 
y;t(:ht and with sClil choi('('-:, represent the 
major options you h~l\"(' to affect your 
yacht's performance. 

Once new sails have been selected 

'\VINCHING' mode is selected by 

moving the JOYSTICK DOWN and 

pressing the fire bntt()tl O"lCS. 
w· 
lOll can then WINCH SAIL t:P hv 
rotating the: joystick: ­

10J CLOCKWISE 

;.j RIGHT - movement to 
..... ISTARBOARD 

I~ ILEFT - 1ll00'ement to POHT 

When in spli~screen mode (the yachts 
are too far apart to appear on onc screen) 
pressing the fire button in 
'HELMSMAN'S' mode causes your side 
of tlle split-screen to clisplay the 'mini­
cuurse'screen. 

c) 	~n JOYSTICK UP­L.:J 'SELECTS SPINNAKER' 

Theil each press of the fire button 
:::elect:.; (me of tJlC ;lyailable choices: 

.. once for light "pinnaker II. twice for medium spinnaker 
.... three times ["or heavy spinnalcer 

d)!- I JOYSTICK DOWN -IlJ SELECTS GENOA 

Then each press of the fire button 
selects one of the available choices: 

• once for light genoa 
•• twice ror me( lium genoa . 

• 	 ... three Iimes lor heavy genoa 

eJ I~-----ll. pn-'ssing the fire button oncc' 
• 	 with the joystick centred 

I returns you to 
•HELMSMAN'S' mode. 

\ \'inching skill is :t combination oJ 
speed, judgemen1 and consistent contact 
\yith an switchc~ ill the joystick. A smooth 
;:lciioll produces best rt-'sults. 

Pressing the fire button once with 
the joysticl, centred returns vou to the 
'HELMSMAN'S' mode. 

~J. 

Helmsn1an's 

Mode 

Sail 
Selection 
Mode 

Winching

Mode 

only and you "\\111 be kept very hll~y, so a 
good quality, robust j()y~tick is suggested. WINCH SAIL DOW;,\ bv rotating the 

j()~7stick: 

[Q I ANTI-CLOCKWISE 



Arnie's Atnerica's CupChallenge 


COURSE SCREENS* 
The actual play is represented by FIVE (5) SCREENS 

TheCourse 

Screen 

The Start 

Screen 

The Split 

Screen 

A. Split screen mode 

B. Split mini-course screen 

Which from above, identifies the 
relative position of the yachts on the 
America's Cup course. During play this 
screen is automatically called up every 
minute or so for about 'four (4) seconds', 
unless some other action interferes. 
NOTE: Pay particular attention to any 
CHANGES IN THE WEATHER 
(WIND SHIFTS), 

Iclentilying PRE-RACE 
MANOEUVRING and the START 
BOAT. This screen scrolls to represent 
the 'RACE' mode with two (2) yachts 
sailing around the course. 

A. 	 Is automatically created if the yachts 
are too far apart to appear together on 
the one screen. The DEFENDER is 
on the LEFT and the 
CHALLENGER is on the RIGHT. 

E. 	 Each yacht can call up a 'mini-course' 
screen to identify his relative position 
by pressing the fire button with the 
joystick centred in 'HELMSMAN'S' 
mode. 

Represents a close view of either or 
both yachts rounding any 'MARKER­
BUOY'. This represents a critical phase of 
tactical activity with sail changing usually 
required. This screen takes precedence 
over all others when a yacht is closely 
adjacent to any buoy. 

You ViTiIl have on-screen assistance from: 
a) a MARKER ARROW identifying the 
DIRECTION OF THE NEXT 
MARKER-BUOY you are heading for. 
b) EACH PLAYER has a dial identifying 
his: - wind speed and direction 

- boat speed and direCtion 
- elapsed time for the race 
- current leg of the race. 

c) 'MESSAGES' appear on the screen 
identifying changes in c(lllc1iti(lns (ll' s;:lils 
H'latecl to the current race'" COllcentr;ltioll 
is critical, particularly in identifying 'wind 
shifts', or tactical moves by your opponent. 

You have the same information to 
make tactical decisions that 12 metre 
yachtsmen do, so good sailing. 

Remember, the ARMCHAIR 
GUIDE TO THE AMERICA'S CUP 
provides most of the information you need 
to be a successful skipper. The 'SINGLE 
PLAYER' mode allows you to practice 
and develop skill. 

After each race is over, the 'RACE 
RESULTS' will appear. 

Using the joystick in an 'UPIDOWN 
MOTION' you select your choice, then 
press the fire button to get: 
1. RACE RESULTS - full results of the 
last game in the series and the series 
status. You then decide either 2 or 3. 
2. NEXT RACE - starts the next race in 
this series. 
3. NEW SERIES - clears out the old 
series and starts a new series. 

If no action is taken after loading of 
the game or after selecting 2 or 3, a 
'DEMONSTRATION' mode will 
commence and continue until the 'SPACE 
BAR' is pressed. 

(Defaulting to 'DEMONSTRATION' 
mode will mean the starting of a new 
series.) 

*Pictures arc takell from the Commodore 64 version. 

The Buoy
Screen 

During Play 

Elapsed Wind 
Time I )irection 

Race Results 



-------

Yachting terms 
what they all mean 
T HE A~.:riCa'3 ~llP is the Ult::-r ~'.ind. creating a wind shadow. ~'U matt~. .. acling ed.gc of sails. The luffLuff: The lc 

yacht race. It has captured the wlJich way he tacks, you go ""ith him. ! llaps wht.'n the hmv ,gues too close to t he 
imagination of people who like 

watching nal1011S. yachts and individuals 
tussle in a race cvery competitor has a 
realistic chancc of winning. 

The amazing thing about the 
America's Cup is that it is followed world-
wick by millions of people who know very 
little ahout saillJl,~. 

Your Arnlchair Guide to yachting 
hngua.~e will make this h'rtcat spectacle 
easy,to. tollow and very enjoyable. \~le ~l()pe 
the (.1 Lllclc Ids you become;-m annchalf 
expcrt 

Glossary 
Abean1: Anything ;\I)(';ti11 is sb'aig'ht out 
from either side of the yachl. 
Aft: Allhe rear. 
A!,.,tern: Behind the Y~-'lChL 
Baekstay: 'W ire that luns from the top of 
the ma;;( to a poinL on the ~tt'rn. Used to 
tension tbc 11l(l:,l :-::lightlyb:lCk\Y;lrds. 
Bear away: l\lt{T course ;:lway l:rom 
Willd. 
Bearing: Direction the yacht is gOil1g. 
Blanketing: Sailin~ between Y0\1[ 
opponent and thewincl, ,~ivinghim "dilty 
air" from your sails, 
Boonl: Alllmini1.ul1 or keylar spar 
attached to the foot or bottom edge of the 
mainsail. 
Em.v: Front sectiOJl (Ii lbt.: yacht. 
Brace: Rope orwirt' that controls the 
angle of the spinnaker pole to the \1 incl. 
Broad reach: Sailing with the wind 
cnmingfroDl the side. 
By The Lee: Sailing dO\\"I1IYind (wincl 
behind) at an allgl~ where thl' :-:ai.ls could 
be set on either side of the \'acht" It means 
sailingin a p(Jsition beyond the present 
U1CK without gybing. 
Coaming: Edge of the yacht where hull 
and deck ioin. 
Clew: Comer of the ,,,il on which the 
sheets (ropes) are tiec!. 
Close hauled: Sailing as close as possible 
to the direl~tion of the wind. 
Coffee Grinder: The big winch \Iilh 
pedal type handles. 
Conle about: Bring tilt' bow across the 
eye 01 Ihe wind until the sails filIon the 
other side. Also known as tacking. 
Come up: 'It) point the bow of the yacht 
"up" towards tht, direction oi the wind. 
lJOing "up" is into the wind. Cuing 
:(clown" is away from the wind. 
Coyering: Getting in front and staying 
bet ween your opponent and the eye of the 

He cannot sail past you through thisI wind shaduw. 
Crane: The mast cr,l nc is ihe anoy ann at

! 	the top of the mast holdill:..E up the wire 
mainsail halyard and the wire h~lckstay. 
Cross-trees: Supports on the mast tn . 
keep the' wire rigging steady. 
Dead square: Sai1in,~' wit 1.1 wino right 
behind, with the mains;lil (mt to OIll' side. 
Dirt \" air: Disturhed air from the leading 
Y;'1dll hitting the sails of the following 
Y;ll:ht. Causes dramatic loss of speed. 
J)ovvl1hill: Sailing with thE: :::plllilaker up 

and the \vincl ht'hind, 

Downwind: :jame direction as downhill. 

;\\\,:;1>' rrom the wind. 

Ease sheets: Slacken off the rope;:; that 

adjust the sails. 

Falling Off: Heading sli.~htlyawav from 

the \vind to pick up sp-eed fortactic8J 


reasons. 

Foot: The !JuHnln edge of a sail. 

Footing: Sailing slightlv helow the 

optimum angle of the \,,·inc1. 

Foredeck: Section ()f clcck between mast 
and bmy. 
Forestay: "\ 'ensioning wire running fn)l11 
b( )\y to masthead. 
Genoa: Large front sail that ovc~rlaps the 
mainsail. ' 
Gooseneck: Fitting attaching maim;ail 
boom to mast. 
Grind: Winding the handles to operate 
the huge winches. 
Grinder: The hig- winch oper;ltors, 
commonly called "gorillas" because of the 
strengtl1 net-'ded ill this position. 
Gybe~ C1nnging direction when the wind 
is behind, -i'he sails swing from one siele of 
yacht to the other. 
Halyard: "'lire or [lJpe used to hoi;;;t sail 
up the m;lst. 
Harden up: Pulllhe sails tighter and 
change c1 irt"ction towards the wind. 
Header or knock: \ \'iml shift that 
enables yacht to ta('k to a shghLly better 
line for the next mark. 
Heeling: Way in which yacht leans to one 
side in the wind. 
Helm: The sl ecrillg wheel. or tiller. 
Jib: The triallg:ular headsail that provides 
acceleration })fJWfr. 

Iday line: Imaginary stra ight line a yacht 
{ullo'\\'s to each marle 
Leech: The trailing cogc of a sail 
Lce-bO\\r: To tack illto a position "lightly 
ahead and slightly to leeward of your 
opponclli. An ad\Tantageous but risky 
manoemTc', 
Leeward: Side away from the wind. 

I \vind directIon. 
LuHing: When the sail flaps hecause the 
yacht is too close to the wind. 
IVlainsail: The ft-'ar sail that is <'Ii t(lched 
to a track up the mast and to the 
mail1;;;-til boom. 
Mainsheet: Rope that controls the 
mainsail. 
Masthead: Top or the mast. 
Ow'r-ride: Whcn thc turns 01 rope 
ar~ul1d a winch nUl one over another­
\~lth se\'eral ton.nes. of p~essurc on the 
Y'lTlch.' an ovc::-~lde 1~ ~l big problem, 
Ja:nmu;g th~~~t~l POSl~Hl11. 
Pmchmg: . dllmg 811ghtly above the 
()pt~mtpll ~lllgJe ~m the wmd. 
I ()]~ttn:~: Amnng. the bow as f;lr as 
pn')slhle mlO th~; wmd., . 
Pole: Also Gllled th" spl1l11akcr boom. 
A pole 3ttach~dlo the mast aml ::.pmnakcr, 
to 1101d the spmnaker at the conect angle 
to the \',,-ind, 
Porl: Left side. 
Port tack: WheJl tht: wind C( )InC;; from 
the left, \vith sail~ lc'aning to thl' right. 
Reaching: When the sails arc cased, with 
till' wi 11(1 coming from one side .. 
RU1111ing: Sailing'\\ritll the wind behind. 
Sheets: ]{oPl'S lhat lighten ;Uld loosen the 
saik 
Shooting: Tricky tactic when you can't 
quite make a mark. l'vIeans temporaril.\T 
beading 1he yacht into the wind and luffing 
(sails flapping) above your course, alle1 
relying on the boat's momentum to 'shoot' 
around a mark. This a\'oicb making a short 
tack at marl(, lmt must be done skilfully, as 
the Y;lCht rapidly loses speed. 
Shrouds: Wires on each side of the yacht 
holding the maf)t up. 
Spinnaker: Big, full sail thal billows out 
the front when the wllld is from behind. 
Spreaders: Supports on the mast to keep 
the \yire supports steady, Also known as 
cruss-trees. 
Starboard tadG When the \\'iml is 
coming from t he right. with the yacht and 
sails leaning to the left. 
Stays: \Yires running from top of mast to 
I)ow (foresl;-lY) and top of mast to stem 
(backstay). Thcyprev{111 Ihe mastfalling 
furward or backwards. The backstay also 
controls the degree of heml in the mast. 
Stem: Rear end. 
Tack: Front bottom corner of a sail 
Tacking: When thl' yacht swings through 
j-he wind's eye and t bt., sails s\\Ting from one 
side to the other. 
Tactician: He wor1<s out the Match 
Racing tactics and constantly advis('s the 
skipper what is happening. 

ARMClL\IR(;IIIlE 

Tail: Rope attached to the end of " wire 

halyard. 

Tailing: To pull tighter on a sheel (rope) 

\youncl around <i winch. 

Tender: Fast powt'rboat carrying 

syndicate managers, advisers, computers 

and some SIJare parts, 

TranSOfll: Stern section of the yacht. 

Turtle: Special sail bag with zipper or 

flaps from which sails can he speedily 

hoisted. 

Under way: The yacht is moving 

forward. 


lJpwind: Sailing towards the wind. 
Yang (Boom Yang): Wire pulle)' system 
to hold the mainsail boom. Stops it imgling 
up a\vay from the cleek. 
Weather helm: \\'hen each gust tends to 
push the yacht up into the wind. 
\\7eather mark: The mark t()wlllClward 
of the starting line. Must go inl" the wind 
to get there. 
Weather side: Siele or the yacht towards 
the wind. 
Winches: ~fechanical (lnll1lS that tiglltt'll 
sheets and halyards. 

Yachting Rules 

TIE fOil.owing Rules are an a.bridged 

version from the Inten1ational 
Yacht Racin.~' Union 'Blue Book' 

which the 12 metres race under. 
During the Americd;;. Cup Computer 

game any infringement of these rules will 
be deemed a 'Foul' by either the 
Challen,ger or Defender and the nature of 
the 'Four "nel the yacht penaliseci will he 
indicated on the screen. 

The penalty for a "Foul" ",rill be iJ 
boat lengths. Any Foul (luring starting 
manoeU,\Tes and prior to the actual start 
\yill be paid afkr crossing the start linc. 

1. A Pot1- T{{ck-vach' shall kef')) c1(~ar of a 
StnriXlmd Tfldi Y(/('hl (Ruk :.:(;) 
2a. A Willdwani vacht shall keep clear of 
a Lc<,wardyacht O\de37.1) 
2b. A Leewanl yacht may Luffas she 
pleases to hamper Windward neht (Rule 
38.1) 
3. A yacht Ckar/ls/(!17l shall keep clear of 
a yachl CirarAhmd (Rule :37.2) 
4. A right 01 way yacht shall not alter 
course to pn.'vent th(' other yacht keeping 
clear. (Rule 35) (exceptio]] is rule :,8.1 
Lnffing) 
5. Ayac:ht that is Tarkingor C.vbf.ugsball 
keep clear of a yacht on a tlIrk 
6. The outside yacht shall give an inside 
overlapjn'lIgyacht room to round a mark. 
7. At a starting mark the u(!{'({}"(/ yacht 
does not give room to the j;j'/nrlli'ard 
B(IJgingyacht. 
R \Yhen botll yachts Tack or Gybr al the 
same time, the une on the othpr's Pmtor 
left siele, shall keep clear. 
9. A yacht that touches a mark/buoy must 
complete the rounc1ing, Ilzrn re-IVzmd the 
mark l(,jlh, 11ft touching it, keeping clcar of 
other \ ,will . 
10. A'prematlJre starter lllust return t{) lhe 
pre-race sick (Jf the line and startag;lin, 
While returning she must keep clear of 
othervachl. 
11. A'Y;i('htlhat is racing shall keep clear 
of a yacht r('covering a lllan-overboan1. 
12. Right of way yacht does not ha\·c to hit 
the other yacht to win a protesi. If he has 
t() avoid a c()l1i:~i()n the other yacht is 
wr01lg, No a1 i(~nll)t to avoid a collision will 
result in th(~ right of way yacht and the 
infringer heing penalised. 

TO TIlE AMEI<jL·A·<~CUr-' 
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Wind A 
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~~0,
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Wind shadow: When the following yacht 
runs into disturbed air from (-1w leader'~ 
sails. 
Wineglass: A bad twist in the cenlce of 
tllC spinnakt'r. The resulting shape is like 
a wine glatos. 
Wing mark: The widest ll1ilrkon the 
course after the first reach, The mark is 
out wide, like;1 '.\"ing. 
\Vind\\'ard~ Side from \vhich wind is 
blowll1g. 
\Vrap: When the spinnaker is twisted 
arOlmcl the forestay, 

Yacht P must alter course to avoid 
yacht S either by bearing {neay behind her 
or tacking:-I :::afc distance alvay. 

Yacht \V must not sail too clusc to 
Ya,'hIL 
21). Yacht L 11 "lY luff ~Iter course to 
\vindwanl, (1:::; :::;harply as she pleases to 
stop \,V from overtaking. 

YachtB must keep clear cl Yacht A. 
IfYachl B is ovettaking she must attempt 
to g;{) (I) '().'tnd yacht A. 

Yachl /\ is overlapping Yacht B. 
Yacht B must ,:;'ive A room to round. 

Yacht B is saicllO be hmging. Yacht A 
can maintain a c10se hauled cover and 
exclude Ydcht B who is not cnlitlcn to roam 
:It a starting mark 


