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STORYLIN E 

Time to strap on your schoolin' shoes and power up your lums. Rayman®'s world 
has gone competition crazy with 12 obstacle courses and 12 battle zones of pure 
pulse-pounding action. Take risks, use tricks, and trip up opponents as you sprint. 
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~ .: .slide, climb, and helicopter in a rush for the checkered ~ag. Then 
' ' jump into frenzied firefights with power-ups, traps, and specia l 

' x 

ammo to get the most lums. 

· Perhaps you will prove 
to be tougher than 
Rayman ... 

INSTALL RAYMAN ARENA 

TECHNICAL REQUIREMENTS 
Minimum Requirements: 
system: Windows® 98/XP/2000/Me 
CPU: Pentium® 11 450 MHz or equ ivalent 
Memory: 64 MB 

Recommended: 
system: Windows® 98/2000/Me/XP 
CPU: Pentium® 111 600 MHz or equivalent 
Memory: 64 MB 

Video Board: TNT2 {32MB Recommended) 
Mode: 16 & 32 bits 

Video Board: GeForce2 (32MB Recommended) 
Mode: 32 Bits 

HDD: 660 MB 
CD-ROM drive: 4x 
Directx (included in the CD-ROM): 8.1 
Other: Keyboard/ Mouse 

INSTALL THE GAME 

HDD: 1.3 Go 
CD-ROM drive: 16X 
Directx (included in the CD-ROM): 8.1 
Other: Keyboard /Mouse/ Controller 
Compatible 

Insert the Rayman Arena CD in your CD-ROM reader. Th e installer will launch 
automatica lly (if not, use setup.exe on the CD-ROM). 
choose your language and select "install" in the menu. 
Follow the instructions to finish the installation. 
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NAVIGATING THROUG H 
THE MENUS 

To navigate through the Rayman Arena menus and select slices, use the mouse. 
Your selection will be highlighted. To validate your selection, press the le~ mouse 
button or Enter. 
To move from one disk to another, press the le~ and right arrow keys on the 
keyboard or click on le~ and right arrow icons . 
To go back, press the right mouse button or Esc on the keyboard. 

MA IN MENU 
Select New Game if you do not have any previous files stored or if you want to 
create a new one. You subsequently enter the file creation page. 
select Continue if you want to load and play a previously saved file. 
select LAN Game if you want to play on a Local Area Network. 
select Options if you want to configure the game settings: video, sound, controls. 
Select Quit if you want to quit the game. 
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OPTIONS MENU 

SOUND SETTINGS 
You can change the volume of the music, the sound 
effects, and switch between mono and stereo sounds. 

MENU SETTINGS 
select ON/OFF to activate/deactivate camera move­
ment while navigating through the menus. 

I 
I 

NOTE: You can skip a forward transition by pressing the le~ mouse button (or pressing 
"Enter'') and a backward transition by pressing the right mouse button (or pressing "Esc"). 

CONTROL SETTINGS 
First choose whether you want to define Race or Battle control settings. 
Then you can choose for the first player whether the keyboard will be used (key­
board + mouse for Battle games) or paddle (you will need a paddle connected). 
Finally, you can associate a key or a button to each action . 

NOTE: If there is a second player, the paddle will be used . 

LOADING/ SAVING SETTINGS 
In this part, you can save or load your settings. 



GAME RULES 

INTRODUCTION 
The game is divided into 4 leagues, each composed of 3 race levels and 3 
battle levels. 
For each level, you will be allowed to choose between various game modes: 

4 game modes for Race 
Training 
Race 
Popolopoi" 
Lu ms 

3 game modes for Battle 
LUm Spring 
Lum Fight 
capture the Fly 

If you manage to successfully complete these leagues, 
a bonus league with additional levels will be unlocked. 
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At the start, only the Beginner League is available with the following game modes: 
- Training and Race Mode for Race 
- Lum Spring for Battle 

As you accumulate various victories in different levels, new game modes and new 
levels will unlock. You will be informed each time a new feature becomes available. 

RACE GAME RULES 
Training Mode (one player only) 
This mode has been created to learn the levels, practice, and master the game 
controls and tricks before the real challenge. 
You can also try to boost your scores and compare them with other challengers on 
http://www.raymanarena.com. 

Race Mode 
The winner is the one who finishes the 
race first. 
In two-player mode, you can select how 
many laps to do before winning and the 
maximum gap you want between 
opponents to win. 

Ra11ki119 
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I Popolopoi" Mode (one player only) 
In this mode, you must complete 3 laps before the 
chronometer counts down to o. (It starts at 20 sec.) 
During the race, you will have to free the Popolopof 
(indigenous butterflies) spread throughout the level 
to win additional time. You can free them by 
shooting at them. The blue Popolopoi give you 5 

extra seconds while the orange ones give you 10 

extra seconds. 

LUms Mode (one player only) 
Lums are spread all around the level. To win, 
you must be the first to finish the 3 laps but also 
have gathered the maximum amount of lums. You 
will be able to use them later. 

l<ill Time Mode (two players splitscreen; 4 player LAN) 
The winner of this race is the "last man standing ." If a competitor has not crossed a 
checkpoint within the amount of time allotted, he will be eliminated until one player 
is le~. 
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~· BATTLE GAME RULES 
Lum Spring 
Lums appear randomly in the map, one at a time (the radar shows the /um posi­
tion). You have to collect as many as you can. To hinder your opponents, you can 
freeze them for a second by shooting ice bullets. You have 5 bullets, which refill as 
time passes. The winner is the first to get the set amount of lums (extra time is given 
if there is no winner at the end of regulation time). 

Weapon 

Number of 
Bullets 

own Position 

10 



I 

Lum Fight 
Players start with s hit points each. Each time the hit points reach o, the player 
spawns somewhere in the arena . The goal is to eliminate your opponents by shoot­
ing at them (the radar shows the opponent's position). Each time you bring an 
opponent down to o hit points you gain one lum. The winner is the first to get the 
set number of lums within the time limit (extra time is given if competitors are tied 
at the end of regulation). rf you kill yourself, you will lose one lum. There are differ­
ent weapons and bonuses (see chapter 11) that are generated randomly at djfferent 
locations in the level. Just go through a bonus to pick it up (gold bonuses are more 
powerful) . 

w eapon 
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o pponent's Position 

Radar 

•• 

I~ 

Capture the Fly 
There is a Light-Fly in the map. Players have to reach, grab, and keep it as long as 
possible. when you have the Fly you gain lums as time passes (the radar shows the 
Fly's position). The Fly can be stolen with a single hit on the player carrying the Fly. 
The Fly carrier cannot shoot, but becomes faster the longer he keeps the Fly. You 
haves bouncing bullets (effective on the Fly carrier only) which refill as time passes. 
The winner is the first to reach the set amount of lums within the time limit (extra 
time is given if there is no winner at the end of regulation time). 
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SINGLE & TWO-PLAYER GAMES 

To begin play you must choose between creating a New Game or Loading an 
existing one. 

CREATING A GAME 
Follow the instructions and enter the name of your new game. 
Once you've created a new file, you will be able to access it from the continue page. 
Whenever progress is made in the game, you will be prompted to save it. 

LOADING AN EXISTING GAME 
Se lect this option to choose a previously saved game that you want to load. 

SINGLE AND MULTIPLAYER GAME 
A~er the creation or the Loading of a game, you will have to choose between single 
and multiplayer game. 

In sing le-player game, you will play alone and have to win Races and Battles in dif­
ferent modes (see chapter 6). 

Your achievements in single-player will unlock new Modes, Levels, Leagues, 
Characters, and Skins. 

In multiplayer game, you will play against one friend on the same computer (in 
Battle game you can also fight against bots). 
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] 
CHARACTER SELECTION 
At the beginning, only s characters will be available. You can select your character 
by using the le~ mouse button. As you successfully progress in the game, you will 
have the opportunity to un lock 3 additional characters. 

Note: Globox, the Teensies, and Henchman are fortunate ... 
they can change skins from a choice of 4 for each. 
skins are granted step by step through your victories. You 
will be informed when you have won a new skin. 
once skins are available, arrow icons appear on both sides 
of the selected character that will allow you to change skins. 

MAP SELECTION 
Choose your league with the arrow icons and select an unlocked map. Then select 
one of the game modes. 

Note: All levels and modes are not immediately accessible in the beginning; unlock­
ing them depends on your victories. 

MODE SELECTION 
In Single-player you can choose between Training, Race, Popolopo"i', and Lums for the 
Race game and Lum Spring, Lum Fight, and Capture the Fly for the Battle game 
(see part 6, Game Rules). 

14 



In multiplayer game you can choose Race and Kill Time for the Races, and Lum 
Spring, Lum Fight, and capture the Fly for the Battle game. 

Note: Only in mu/tip/ayer will you be able to change the victory settings for each mode. 

BOTS SELECTION 
Available only in Battle games, you can select bots (computer-controlled opponents) 
as competitors. up to 4 characters (players or bots) are allowed. 
select the bots' skill level between easy, medium, hard, and ultra-hard. 
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LAN GAME 

You can choose LAN to play against players on other computers within the same 
network. 

LAN GAMES 
Enter your name and select a character for your LAN Games. 
You have the choice between joining or creating sessions. 
The one who creates the session is the "master." He will have to choose between 
Battle or Race, the level, the game mode, and define the winning rule (number of 
lums, time limit, etc.) He will also have to wait for other players to join his session in 
order to launch the game. 
Other players can simply choose Join to enter an existing session. 
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CHARACTER DESCRIPTIONS 

Rayman: 
Although Rayman has no sleeves, he sure has plenty of I 
tricks! Known for his heroism while protecting his i ' 

/ 

friends, the "limbless wonder" forgets the meaning of \ 
friendship the minute he steps into the arena of compe­
tition. This is his turf, and he's fiercely competitive when it comes to 
staying on top. 

"~·. 

Had to overcome his timidity and fear (maybe he had therapy?) to 
"- risk his neck in this competition. While he might appear a bit 

, ··~·~ awkward and clumsy, behind that oversized body lies a cer-
~· tain dexterity and fighting spirit. 

Razorbeard: 
Always angry, irritable, and mean. What he lacks in size, 

he makes up for in spite, making him a master of 
shots below the belt, which he likes more than 

anything else. 

Henchman 800: 
A robot pirate's life is simple - be the best, waste others, 

beat them to a pulp if necessary, have no mercy .... 

Teensies: 
While these decrepit beings are senile to the point of having 
forgotte n who is leader, they get along just fine when it comes 
to taking action and winning by whatever means necessary. 

Be tough enough and unlock the hidden characters .... 

Mrs. Razorbeard: 
Her more refined and fashionable appearance (sunglasses, dress, etc.) 

thinly veils the same traits as her horrible husband, only 
worse .... 

Tily: 
A slight, fragile and impish little fairy ... 

until the race starts .. .. 

Henchman 1000: 
An updated version of the robot pirate, more distin­

~ guished, but with the same values as Henchman 800 -
win at any cost. ... 
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RACE OBJECTS 

You will encounter many objects through your evolution in the tracks. These objects 
will stop your opponents in their race ... but you can also be hit! Try to avoid them 
and find the most tricky ways to win. 
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ELECTRIC BARRELS / FENCES 
Avoid these objects, if they hit you, you will be slowed down in 
your race .... 

PURPLE LUMS 
Master how to catch them ... they will help you in discovering the 
fastest ways. 

SWITCHES 
shoot the switches and you will open hidden pas­
sages .. . or move the environment to stop your oppo­
nent. 

BUMPERS 
EXperience the extra jump boost! 

BATTLE WEAPONS 

These are the items and weapons present in the game. In Lum Fight mode, they are 
taken from the generators. In Lum spring and Capture the Fly mode there is only 
one weapon which the player is equipped with from the beginning : Ice Bullet for 
Lum Spring and Rubber Bullet for capture the Fly. 

FAl<E GENERATOR 
Looks like a generator, but works like a bomb. It explodes on contact or 
just a~er a character passes nearby. The explosion inflicts 3 hit points. 

ITEM LEECH 
Steals the items and weapons carried by the nearest opponent, or if 

none are being carried, takes one from a generator. 

BUZZ ROCl<ET 
You can take control of this rying weapon. It inricts 5 hit points upon 
impact on another player. 

ULTIMATE BARRIER 
Prot~cts against any kind of attack for a certain number of seconds. It 

also inricts 1 hit point of damage upon contact. 

GLUE BOMB 
Goes around the target and explodes a~er several seconds, causing 3 
hit points to be lost. It can be passed to another player by touch. 
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~ RAPID BULLETS 
~ Shoots a row of 3 bullets per round. Each bullet innicts 1 hit point. 

RUBBER BULLET 
can make a direct hit or bounce off the walls (up to 3 bounces) . 

21 

Each hit innicts 1 hit point. 
NOTE: In Capture the Fly mode, it just steals the Fly upon hitting the Fly 

carrier. Here bullets refill as time passes. 

HOUND BULLET 
A~er an initial burst, it automatically goes a~er the nearest opponent. 
Each hit innicts 1 hit point. 

FIREWORK BULLET m· . ,: 
Follows a parabolic trajectory and detonates on impact innicting 1 hit ~ 

point to anyone in the explosion range. ~ • 

ICE BULLET 
Freezes the target for 1 second. 
NOTE: Only available in Lum Spring mode. Bullets refill as time passes. 
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TECHNICAL 

Before contacting Ubi So~ Entertainment's Technical 
Support Department, please first read through this 
manual and the readme file. Also browse through our 
FAQ listings or search our support database at our 
website: http://support. ubi.com. Here you will find the 
most recently updated information since the game's 
release. 

Also please make sure that your computer meets the 
minimum system requirements, as our support 
representatives will be unable to assist customers 
whose computers do not meet these criteria. 

whenever you contact the Technical Support 
Department, please include the following information 
or have it available if you are calling: 

• Complete product title (including version number) 
• Exact error message reported (if applicable) and a 

brief description of the problem you're encountering 
• Processor speed and manufacturer 
• Amount of RAM 
• operating system 
• Video card that you are using and amount of RAM 

it uses 
• Maker and speed of your CD-ROM or DVD-ROM drive 
• fype of sw nd card you are using 

contact us over the Internet 
This is the best way to contact us. our website is open 
24 hours a day, 7 days a week and it contains the 
most up-to-date Technical Support information 
available, including patches that can be downloaded 
free of charge. We update the Support pages on a 
daily basis, so please check here first for solutions to 
your problems: http://support.ubi.com. If you cannot 
find an answer to your question, you will be able to 
send your question directly to our Technical Support 
staff. we will attempt to answer your question within 
72 hours (barring weekends and holidays.) 
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SUPPORT 

Contact us by phone 
You can also contact us by phone by calling 
(919) 460-9778. Note that this number is for technical 
assistance only. No hints or tips are given over the 
Technical Support line. When calling our Technical 
Support line, please make sure you are in front of your 
computer and have all of the necessary information 
listed above on hand. 

Be advised that our Technical support Representatives 
are available to help you Monday - Friday from 
9 am - 9 pm (Eastern Standard Time). 

While we do not charge for technical support, normal 
long-distance charges apply. To avoid long-distance 
charges, or to contact a support representative 
directly a~er these hours, please log on to our 
support site at http://support.ubi.com. 

Contact us by standard mail 
If all else fails, you can write to us at: 

Ubi So~ Technical Support 
3200 Gateway centre Blvd. 
Suite 100 
Morrisville, NC 27560 

Return policy 
Please do not send any game returns directly to Ubi 
So~ Entertainment. It is our policy that game returns 
must be dealt with by the retailer or on line site where 
you purchased the product. If you have a damaged 
or scratched CD, please visit our FAQ listing for your 
game and get the latest replacement policy and 
pricing. 

UBI SOFT LIMITED 
WARRANTY 

Ubi So~ warrants to the original purchaser of its prod­
ucts that the products would be free from defects in 
materials and workmanship for a period of ninety (90) 
days from the date of purchase. Ubi So~ products are 
sold "as is", without any expressed or implied war­
ra nties of any kind, and Ubi So~ is not liable for any 
losses or damages of any kind resulting from use or its 
products. Ubi So~ agrees for a period of ninety (90 
days to either rep lace the defective product free of 
charge provided you return the defective item with 
dated proof of purchase to the store from which the 
product was originally purchased or repair or replace 
the defective product at its option free of charge, when 
accompanied with a proof of purchase and sent to 
our offices postage prepaid. This warranty is not 
applicable to normal wear and tear, and shall be void 
if the defect in the product is found to be as a result of 
abuse, unreasonable use, mistreatment or neglect of 
the product. 
LIMITATIONS 
This warranty is in lieu of all other wa rranties and no 
other representations or claims of any nature shall be 
binding on, or obligate Ubi So~. Any implied war­
ranties applicable to Ubi So~ products, including war­
ranties of merchantability and fitness for a particular 
purpose, are limited to the ninety (90) day period 
described above. In no event wil l Ubi So~ be liable for 
any special, incidental, or consequential damages 
resulting from possession, use, or malfunction of Ubi 
so~ products. some states do not allow limitations as 
to how long an implied warranty lasts and/or exclu­
sions or limitations of incidental or consequential 
damages. So the above limitations and/or exclusions 
of liabili!J.: may not apply to you. This warranty gives 
you specific rights, and you may also have other 
rights that vary from state to state. 
NOTICE 
Ubi so~ reserves the right to make improvements in its 
products at any time and without notice. 

PRODUCT f DOCUMENTATION REPLACEMENTS: 
Please contact Ubi so~ Technical support before 
sending you r product to us. 1n many cases, a 
replacement is not the best solution. our support 
representatives will help you determine if a 
replacement is necessary or available. 
WITHIN THE 90-DAY WARRANTY PERIOD: 
Please return the product (media only) along with a 
copy of the ori0inal sa les receipt, showing the date of 
purchase, a brief description of the difficulty you are 
experiencing including your name, address and phone 
number to the address below. If the product was 
damaged through misuse or accident. or if you do not 
have a dated sa les receipt, then this 90-day warranty 
is rendered void and you will need to follow the 
instructions for returns a~er the 90-day warranty 
period . 
AFTER THE 90-DAY WARRANTY PERIOD: 
Please return the product (media only) along with a 
check or money order for the amount corresponding 
to your product (see replacement fees below) made 
payable to Ubi So~, a brief description of the difficulty 
you are experiencing including your name, address, 
and phone number to the address below. 
REPLACEMENT FEES 
Our most recent replacement fee schedule is available 
on line. Please visit the support section of 
http://www.ubi.com for an updated price list. 
WARRANTY ADDRESS AND CONTACT INFORMATION: 

Email: replacements@ubiso~.com 
Phone: 919-460-9778 
Hours: 9am - 9pm (EST), M-F 
Address: Ubi So~ Replacements 

3200 Gateway center Blvd., suite 100 
Morrisville, NC 27560 

Please use a traceable delivery method when sending 
products to ubi so~. 
To order Ubi so~ products in the united States, please 
call toll free 877-604-6523. 
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