22 /adical moves, dude! The
crowd freaks out as you
blast by on your blazin’
board... darting and slicing

through the tubes and over that last
killer ramp to win the “Worldwide
Skateboard Champion™ Trophy...
Riinnnggeg!!! Bummer - your alarm
clockl! You've been dreaming again...
and now there’s, like, five minutes
to get to school. One more time and
it's suspension for you. So jump on
that board and get psyched for a
totally intense cruise! Sure, you're

awesome - but do you have the
timing!? The guts? Conquering
all 30 obstacles will be the
ultimate challenge... and

time is running out!

Go foritlll

USE JOYSTICK
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SKATEBOARDIN'

INSTRUCTIONS
TO BEGIN

1. With power off, insert the Skateboardin’ cartridge
into your Atari 2800 game system according to
the manufacturer's instructions.

. Plug joystick into port labelled “left controlier”
Turn power on

. Press RESET to begin the game (At any paint
during the game, press RESET to begin again.)

& ot M

THE CRUISE

You know you're |late tar school, but what you don't
know is that just overnight, an array of obstacles has
been placed along the way. Radical man, this is a
skateboarder's dream come truel You have to gert to
school on time, but passing up the chance to ride
ramps or cruise tubes would make you look like &
real nerd! You've got to conquer g totsl of thirty
tubes and ramps in under five minutes to be totally
awesome. Not only that, after vou find all the tubes
and ramps you have to find the front steps af the
school building. Check the ratings at the snd of the
mstructions ta find out how radical you are.

Your time clock is displayed at the top left of the
screan, and next to the clock is a number represent
ing the amount o ‘ubes and ramps you have
remaining. Other obstacles include walls, ‘rails and
hurdies, but you need only conquer the tubes and
ramps to finish. The others, howevar, must be avoided
as they will stop you and knock you off  your board.

You start at the steps of your house, holding your
skateboard. Press RESET 1o bagin. You can walk by
moving the joystick in the direction you want to go,
but that's not going to get you to school very fast
Instead, point the joystick left or right, and press the
button to jump onto your hoard. Once on your
board, press the button to jump or press it and hold
it down to crouch. If the button is held down, you
will fand into a erouch after the jump.

As you set your course through this gnarly maze,
keep in mind that the scoreboard display is not a
wall. If you choose to go up, you can cruise right on
through. You can cruise through the walks or over
the turf srea, but cutting across the turf will slow you
down, To regain your speed, you must either stay on
the turf long enough ta stop, or run into an obstacle.
This will bring you off your board so you can jump
back on and resume at normal speed.

To nde a ramp, you can be in gither standing ar
crouched position — just make sure you are ¢ruising
within the area from the bottom to the top of the
ramp, In other words, don't try to hit the ramp helow
or above it because it won't count. A bing sound will
indicate a successtul ramp jump

To clear a tube, you must travel through it while ina
crouch. Head in the direction of the tube, align your
selt with the opening and then crouch by jumping
and keeping the button down. While in a crouch, It
you need 10 adjust your position, tap the joystick up
of down to fine tune, I you are approaching the tube
while standing or if you miss the opening, you will
arash into it and stop. A bong sound will indicam a
sucecassful pass

TIPS FROM THE PROS

Remember, each ocbstacle must be conquered only
once. Try to improve upon your time by checking
out new shorrcuts.

If you want to max out your speed, get yourself up
to the street (at the very top of your maze) and try to
catch the truck when it passes the stop sign, If you
miss It. get off your board and position yourself with
just your feer on the sidewalk. When it passes, it will
pick you up and take you for a ride down the street.
Get oft by moving the joystick in the direction you
want 1o go, but waich out — now you're really
cruising!

You know you're close to the school when you find
the schoolyard, If you get really stuck in the maze,
try making a map.

There are rumors of a truly radical skateboarder who
finished all thirty obstacles and got to school with
more than 2 minutes |eft. See if you can top that!

RATINGS

Number of
Obstacles Left Rating
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“jump on that board and
get psyched for a totally
intense cruise!...”

INSTRUCTIONS

TO BEGIN

1) With power off, insert the Skateboardin™ cartridge
into your Atari 2600™ game system according to the
manufacturer’s instructions.

2) Plug joystick into port labeled “left controller”.
3) Turn power on.

4) Press RESET to begin the game. (At any point during
the game, press RESET to begin again.)

THE CRUISE

You know you're late for school, but what you don’t
know is that just overnight, an array of obstacles has
been placed along the way. Radical man, this is
a skateboarder’s dream come true! You have to get to
school on time, but passing up the chance to ride
ramps or cruise tubes would make you look like a real
nerd! You've got to conquer a total of thirty tubes and
ramps in under five minutes to be totally awesome.
Not only that, after you find all the tubes and ramps
you have to find the front steps of the school building.
Check the ratings at the end of the instructions to find
out how radical you are.




Your time clock is displayed at the top left of the screen,
and next to the clock is a number representing the
amount of tubes and ramps you have remaining. Other
obstacles include walls, rails and hurdles, but you
need only conquer the tubes and ramps to finish. The
others, however, must be avoided as they will stop you
and knock you off of your board.

You start at the steps of your house, holding your
skateboard. Press RESET to begin. You can walk by
moving the joystick in the direction you want to go, but
that's not going to get you to school very fast. Instead,
point the joystick left or right, and press the button to
jump onto your board. Once on your board, press the
button to jump or press it and hold it down to crouch. If
the button is held down, you will land into a crouch after
the jump.

As you set your course through this gnarly maze, keep in
mind that the scoreboard display is not a wall. If you
choose to go up, you can cruise right on through. You
can cruise through the walks or over the turf area, but

g

cutting across the turf will slow you down. To regain your
speed, you must either stay on the turf long enough to
stop, or run into an obstacle. This will bring you off your
board so you can jump back on and resume at normal
speed.

To ride a ramp, you can be in either standing or crouched
position - just make sure you are cruising within the area
from the bottom to the top of the ramp. In other words,
don’t try to hit the ramp below or above it because it
won’t count. A bing sound will indicate a successful
ramp jump.

To clear a tube, you must travel through it while in a
crouch. Head in the direction of the tube, align yourself
with the opening and then crouch by jumping and
keeping the button down. While in a crouch, if you need
to adjust your position, tap the joystick up or down to
fine tune. If you are approaching the tube while stand-
ing, or if you miss the opening, you will crash into it and
stop. A bong sound will indicate a successful pass.
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TIPS FROM THE PROS

Remember, each obstacle must be conquered only
once. Try to improve upon your time by checking out
new shortcuts.

If you want to max out your speed, get yourself up to the
street (at the very top of your maze) and try to catch the
truck when it passes the stop sign. If you miss it, get off of
your board and position yourself with just your feet on
the sidewalk. When it passes, it will pick you up and take
you for a ride down the street. Get off by moving the
joystick in the direction you want to go, but watch out -
now you're really cruising!

You know you're close to the school when you find the
schoolyard. If you get really stuck in the maze, try making
a map.

There are rumors of a truly radical skateboarder who
finished all thirty obstacles and got to school with more
than 2 minutes left. See if you can top that!

RATINGS
Number of
Obstacles Left Rating
115, L R ——— Spaz
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B csnasanaaisiveni ... Radical
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WARRANTY

Absolute Entertainment, Inc. warrants to the original retail purchaser of this video game
computer program product ("Program”) that the game cartridge in which the Program is
ambodied will ba Irea from defects in material and workmanship for 90 days from the day
of purchase. If your game cartridge becomes defective during that period, Absolute
Entertainment, Inc, will replace it free of charge,

To replace a defeclive cartridge during the warranty period, mail the entire game
cartridge, proo! of your purchase with the purchase date circled, a brief statement
dascribing the delecl. and a large, self-addressed, stamped envelope to Warranty
Officer, Absolute Entertainment, Inc., P.O. Box 287, Midland Park, N.J. 07432,

If your cartridge fails after the end of the 90-day warranty period, you may return il to
Absolute Entertainment, Inc. al the address above with a check or monay order for
$12.50, a brief statement describing the defect, and a large, self-addressed, stamped
anvalope.

We recommend that defective cariridges be packaged carefully and sent certitied mail,
return receip! requested. Absolute Enterlainment, Inc. will not be responsible for
raplacing deleclive cariridges unlil they have been received by us al the above
address.

This warranty is limited to the carridge originally supplied by Absolute Entertainment,
Inc. and is not applicable to the Program embodied in the cartridge. This warranty will nol
be honored if the defect has arisen through abuse, mistreatment, improper care ol the
cartridge, neglect, or normal wear and lear.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR
WRITTEN, EXPRESSED OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANT:
ABILITY OR FITNESS FOR A PARTICULAR PURPOSE. AND NO OTHER REPRE-
SENTATIONS OR CLAIMS OF ANY NATURE WILL BE BINDING ON OR OBLIGATE
ABSOLUTE ENTERTAINMENT, INC. IN NO EVENT WILL ABSOLUTE ENTERTAIN-
MENT, INC. BE LIABLE FOR SPECIAL. INDIRECT, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS
PRODUCT, INCLUDING DAMAGE TO PROPERTY, AND TO THE EXTENT PERMITTED
UNDER THE LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ABSOLUTE
ENTERTAINMENT, INC. HAS BEEN PREVIOUSLY ADVISED OF THE POSSIBILITY OF
SUCH DAMAGES.

THE PROGRAM IS SOLD "AS-15" AND NO WARRANTIES, EXPRESSED OR IMPLIED,
INCLUDING WARRANTIES FOR MERCHANTABILITY OR FITNESS OF PURPOSE,
WILL BE APPLICABLE.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WAR-
RANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION
OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY
FROM STATE TO STATE.

®1987 Absolute Entartainment, Inc.
240 Godwin Avenua
Midland Park, NJ 07432

SKATE BOARDIN'™ and ABSOLUTE ENTERTAINMENT™ are
Trademarks of ABSOLUTE ENTERTAINMENT™ INC.
Atari® is a registered trademark and 2600™ is a trademark of ATARI CORP.
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