CODER’S ARENA PROGRAMMING MECHANICS
A.  BEFORE THE CONTEST
1. Sign-up
0. Your username is created automatically from your class and last name.
0. Enter your name as it should appear on your certificate and use an email you can access.
0. Check your details before you register. Ask an organizer if you need to correct an entry.
1. Join a Class
1. They must enter this class code when registering: <to be provided before the day of the competition>.
1. Then, they must answer the practice activity on the same website using the same username. When they answer the activity, they must select the correct programming language to solve the problems (e.g., if they are joining the C Category, they must use the C programming language to answer the activity).
1. Answer Practice Activity
1. To be familiar with the environment, they must answer the practice activity and must get a perfect score to be eligible to join the contest proper.
B.  DURING THE CONTEST
1. Open the Contest Website and Register
1. Participants will open the contest website at <web address to be announced by the host>.
1. They must register by filling out the application form, using the same username they used to answer the practice activity previously, and wait for the host to accept it.
1. Wait for the Start Time
1. The home page shows the event status and links to registration, practice, rules and rankings. After host approval, wait for the scheduled start. The contest arena becomes available when the contest runs; full-screen monitoring starts only inside that active arena.
1. Answer the Contest Activity
2. Once the contest activity starts, they can start answering. Upon starting, they will be forced to go to full screen and will not be allowed to exit full screen or switch between tabs until they have finished the contest activity. Violating this more than once will result in disqualification.
2. The contest activity will last for three (3) hours and will contain five (5) programming problems that can be answered in the programming language of the category they joined.
1. Determining the Winner
1. Ranking uses the sum of the best scores for each problem, then the shorter time to achieve that total. Only an accepted Check Code that improves a best score changes the ranking time. Run Code and Save never change scores.
1. No Cheating
4. While the contest is ongoing, do not talk to other contestants or look at their monitors. Suspected cheating is recorded for host review; the host decides any disqualification.
4. Do not submit hard-coded branches that reproduce known test inputs or outputs. Such submissions are flagged for host review. Only the second full-screen or tab violation causes automatic disqualification. Tab, full-screen, paste and submission activity is monitored.
WINNERS IN THE COMPETITION
All participants shall receive a Certificate of Participation. The top 3 winners shall be named Champion, 1st Runner-up, and 2nd Runner-up and will receive a Certificate of Recognition. The Champion will represent the region in the Regional ICpEP Challenge, except for Java.
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