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Boot or Die! RA

You canuse the keyboard or a joystick to control movement in Skate or
Die. The joystick gives you best control, souse one if you can. When we
tell you to “click™ on something, move the onscreen pointer onto it and
hit the fire button.

Floppy Disk Users RAD AIR
Before you do anything else, make backup copies of both Skate or Die

disks to play with. (NOTE: The 3 1/2 inch version contains all the game information on one disk.)
Your original disks are wrile-protected; if you try to play with them, your scores won't be recorded,
How will you ever prove your awesome scores?

+ Onedrive systems: Put your DOS disk in drive A and at the A> prompt type DISKCOPY. With
a single drive system, you'll have to swap disks during the copying process. You'll be prompted
when to insert your source disk (the original) and when to insert your destination disk (the backup).
» Two drive systems: Put your DOS disk in drive A and at the A> prompt type DISKCOPY A: B:.
You'll be prompted to insert your original disk in drive A and the backup disk in drive B; press
<Enter> tostart copying. With atwo drive system, youdon'tneed to swap disks during the copying
process.

See your DOS manual if youneed more details on using the DISKCOPY command. Put the original
disks away in a safe place and play with your copies.

Hard Disk Users
Before you can play, you have to install the game. It only takes a minute or two so don’t whine:

© Put your Program disk in drive A. Type A: and press <Enter>.

® TypeINSTALL C: and press <Enter> (If your hard drive is something other than C, enter that
drive letter in place of C).

®  The install program will prompt you o swap disks. Follow the onscreen instructions until it's
all done.

© Repeatsteps 1 through 3 with the Events disk (unless you're using the 3 1/2 inch version; then

you only need to do steps 1 through 3 once since all the information's on one disk.) o B



1o Start Skate or Die:

© Plug in your joystick.

® Boot your computer with DOS.

® Floppy disk users: Put your copy of the Program disk in drive A.
Type SKATE and press <Enter>. Youcan only use one drive (the
A drive) with this game; it will not recognize B drives. During the
game, you'll be prompted to change between the Program and
Events disks.
Hard disk users: Type CD\SKATE and press <Enter>. Then
type SKATE and press <Enter>.

©  Sclect the graphics mode: T for Tandy 1000 series, E for EGA 16 colors, or C for CGA four
colors.
After you bootup, you'll see a picture of a skater. Find thatskater in the manual and type in the
two-letter code of the move he's doing. You have to identify three skaters before we let you
into the game.

GT

GRIND TIME

Control Keys

Yeah, yeah, we know you want to skate, but there are some keys we gotta tell you about first. The
following sets of keys control your skater like a joystick:

Player 1 controls Player 2 controls

a. T wo L
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5 = Jump in alley/downhill S = Jump in alley/downhill
right <Shif> key/<Enter> key = fire button space bar = fire button



P Pause BS
<F1>  Toggle music on/off.
<F2>  Toggle sound effects on/off,
<F10> Return to Townsquare, Skate Shop, or DOS prompt.
<ESC> Same as F10, except during High Jump.

NOTES: 1) The system clock will stop when this game is running. No
big deal. Justresetit whenyou're done playing. 2)If you've got a clunker BIO SESSION
of a machine (4.77 mhz) with an EGA card, run it on CGA mode and
you'll get faster skating.

Heeeeeere's Rodney!

If you just want to practice, move the flashing Skate or Die cursor to “Go Practice” and click the
button or hit <Enter>. You'll then start outside the skate shop; skate to the event that you want to
practice.

Ifyou wanttocompete, youhave tosignin
first. To sign in, move the flashing Skate or
Diecursorto*'Sign-Up," and click the button
or hit <Enter>. Select the number you want
using the cursor keys on the keypad, press
<Enter>, type in your name, and press
<Enter> again. To remove a name, use the
cursor keys to select the name you want
removed and press <Enter> twice. When
you're done signing in, move the cursor o
the cancel slot and press <Enter>, Now
you're ready to move the flashing Skate or
Die cursor to *Go Compete.”




The Skate Shop is owned by Rodney, the dude behind the counter — he's also Lester's dad (as if
youcouldn'ttell by looking!). Move the pointer around in the Skate Shop and Rodney gives you hints
onhow to skate. You can alsoclick specific areas (shown in the picture below) to do different things
like see high scores or change your board color (after you sign up of course).

¥ DO WOUR FOLKS

KHOH HHAT
YOU'RE UP TO7?
by

(Only for
compete mode)  pojticeDnly  Glals or Die
(No Scores)  (Scores are saved)

Let’'s Jam

You're in the Townsquare once you leave the Skate Shop (there's a picture of it below).
Choose an event by skating down a path that's spray-painted with the event's name. Youdo
know how to skate don'tyou? Just pull the joystick back or push the down arrow key tomove
in the direction you’re facing. Crank the joystick right or left, or press the right and left arrow
keys to go in one of those directions. Push forward on the joystick or press the up arrow key
to slow or stop completely. You can re-enter the Skate Shop by riding your board right up
the ramp and into the shop; Rodney doesn't care.



Down this path to
show your style
on the Freestyle
ramp.

PO PAN 0 CUI'ﬂPETE IR S

compete in all the
events in sequence.
(Compete-mede only)
Overall standings are:
Ist Place =5 points
2nd Place = 3 points
Zrd Place = 1 point

PIJI:IL

The Skate Shop

—
Down this path Skater's Heaven Hllm Down this path to
to compete in the T testyour quts,
Fool Joust, endurance and
(Watch out Tor LesterD strength on the

Highjump ramg.

e | 2 ] :
Down this path to_run / N Down this path to Skate

the deadly Downhill Rave. or Die in the Downhill
Jaml|

Event Stuff

OK, here's the royal scam for you soon-1o-be ex-poscurs on all the events. That'sright, events. The
time for playing games is over. There are five events that you can skate individually, or in sequence
with “Compete AlL." If you don’t have a buddy, we'll supply Lester. In tie situations, skaters that
were in first, second, or third place going into the tie, always win the tie.

Freestyle Ramp: There’s a hundred feet of wood and steel, curved into a wide and smooth U-shape
(see next illustration), just waiting for someone like you to pop some incredible moves. You start
on the left platform, aching to boogie. Move the joystick forward or back to choose your entry
position. Sorry, no channel drops. The channel is slam territory in this event.

Afteryoudrop in, you'll have ten passes through the ramp, executing tricks at the left, right, or both
ends. As you make a pass, click the button in the pump zones to increase your speed and 1o select
aparticular trick. You'll alsoneed to lean the joystick either into the direction you're going or away
Jrom the direction you're going.

oS-



The Channel
(also the Canyon)

Platform mep

Trick # of Pumps Needed Lean Joystick

Kicktum None Away [rom current direction.

Rock-n-Roll None Into the current direction. (A click or lean drops you back
into the ramp. Don’t get too greedy with the timing.)

Footplant One Away from current direction.

Rail Slide One Into currentdirection. (Move joystick forward or back when

on the platform torail slide. A click or lean drops you back
into the ramp.)

Handplant Two Away from current direction. (You get a bonus for holding
this move...up to a certain point!)

Ollie Air Two Into current direction. (Rotate in the air by leaning the
joystick left or right — opposite direction to stop spin. 180,
360, or 540!)

Aerial None, Oneor Two | Nolean. (Rotatein the air by leaning the joystick left orright

— opposite dircction to stop spin. 180, 360, 540 or 7201!)

-6 -



Remember, one click in a pump zone counts as one pump. To get two pumps in a pass, pump once
in each pump zone. Over-the-channel acrials score big, as does executing a wide range of tricks end
toend. Gettin' stoked? Try tweeking your aerials by clicking in mid-air! Sound complicated? Ain't
no better way to learn than to pull up your pads and GO SKATE!

High Jump: Sheer guts event. No two ways about it. Go fast to get high. While you're in the ramp,
move the joystick rapidly in any direction or press the arrow keys to build speed — but you can take
a breather while you're in the air if you want. You get a maximum of five passes on the right side
SS T where the height marker is. Of course, you don't have to wait all five
passes. To actually go for it and record the attempt, click the button at
the highest poini of your jump. If you ime the click justright, your tweek
will add a few inches. Ifnot, it's time to bail. (We'll wamn you now, this
cvent is tough if you're using a keyboard.)

i/ Downhill Race: It's a quiet day in the park. No bratty kids. No
SKATESTRAIGHT | construction workers. No park rangers. Prime time for thrashin’! Race
against time and collect bonuses along the way. Skatc under, through, on top of,, over, and along any

number of “opportunities.”

Pick your own style of controls on this one. REGULAR foot means pulling the joystick back moves
youdownhill, and pushing the joystick forward makes you slow or stop. Click and forward isa jump,
click and back is a duck. Click and right/left does a “slide turn™ (a fast way to cut acorner). GOOFY
footmeans you control the skater as if you are on the board. Moving the joystick forward moves you
down-hill, pulling back makes you slow or stop. The duck, jump, and slide turn moves also work
when you skate goofy. Try both styles to see which you like best.

Downhill Jam: Inner city, back alley blazin’. Pop soda cans, mash trash cans, bust a few bottles,
crash flower pots and, hey, why noteach other! You fight time and your buddy (if you ain’t gotone,
we supply Lester) to reach the main street first. Careful though, there's areception party waiting. The
controls are like Downhill Race, with REGULAR and GOOFY foot options available. Oh yeah, this
time clicking while leaning the joystick does the clobberin' stuff. Click and lean info the direction
you' re facing \o punch, either high, middle or low depending on where you're leaning the joystick.



Click and lean away from the directionyou' re facing wkick, eitherhigh,
‘middle orlow depending on where you're leaning the joystick. (The high
‘and low combat moves are on the diagonals. The middle stuffis straight

to the sides.) If you have an odd number of skaters in “Compete All”

mode, the odd guy skates against Lester.

Pool Joust: An empty pool, a sunny day, and a boffing stick. Skate
‘heaven! Rules are simple. Two go in, one comes out. It's arad new twist
‘on the game of tag. You get five passes to get your opponent, then he
‘lakes the boffing stick and the tables are turned — you're it. First one to get three slams on the other
guy wins, but you gotta win by two. There can be only one winner. If you have more than one skater
in""Compete All” mode, then around-robin determines the lone winner. The controls are asimplified

version of Ramp Freestyle, with Rock-n-Rolls, Rail Slides, Kicktumns, and Ollies. No pumping
needed cause this time a click readies the boffing weapon for action. You can only hit the other guy

when your stick is flashing, so think and act quick.

We'd like you to meet a few of our local pals (if you can't find your own to joust with.):

Poseur Pete .............. Just wants to look good for the betties. Don't let him worry you, He's a good
one to go against if you're still learning your moves.
Aggro Eddie ............. Knows how to blaze in a pinch. Eddie is good competition for most
. rakers.
T R T Deadly. Nothing sketchy about this guy, his old man, Rodney, taught
I him how to thrash.
g



SKatelLingo

Aerial: Any move which causes all the wheels of the board to be off the ground at the same time.
Backside-air: An arcing aerial in which the skater faces the ground with his back to the sky.
Bail: When you abort your trick and prepare to fall.

Betties: Women.

Bio: To skate good or radical.

Coping: The rounded top edge of a ramp or pool.

Drop in: To roll into the pool or ramp from a standing start.

Footplant: A move in which the skater launches into the air with one foot while keeping the other
foot on the ground.

Frontside-air: The opposite of *Backside-air."

Handplant: A one-handed handstand performed while the skater holds the board to his feet with his
other hand.

Kickturn: A very simple, very basic move in which the skater forces the tail of the board down,
lifting the nose, in order to turn or spin.

Ollie: An aerial performed without the skater grabbing the board with his hands.

Rail Slide: A Rock-n-Roll done while sliding the board along the edge of the ramp.
Rock-n-Roll: This is any move performed which balances the board so that each pair of wheels is
on adifferent side of the object the skater is balanced upon, doing a kickturn and rides back. Usually
the object is the coping of the ramp or pool.

Sketchy: Skating with uncertainty, or generally, poor skating.

Slam: You figure it out.

—-
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NOTICE

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED IN
THIS MANUAL AT ANY TIME AND WITHOUT NOTICE.

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPYRIGHTED. ALL RIGHTS ARE
RESERVED. NO PART OF THIS MANUAL OR THE DESCRIBED SOF TWARE MAY BE COPIED, REPRODUCED,
TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE-READABLE FORM WITHOUT
THE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, P.O. BOX 7578, SAN MATEO, CALIFORNIA 94403-
7578.

ELECTRONIC ARTS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECT TO THIS MANUAL,
ITS QUALITY, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THIS MANUAL IS
PROVIDED "AS IS." ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH REGARD TO THE
SOFTWARE AND THE MEDIA FOR THE SOFTWARE. PLEASE SEE THE ELECTRONIC ARTS LIMITED
WARRANTY.

SOFTWARE ® 1987 ELECTRONIC ARTS. ALL RIGHTS RESERVED.
MANUAL BY
DAVID K. SIMERLY
MICHAEL KOSAKA
TIM LITTLE
© 1987 ELECTRONIC ARTS. ALL RIGHTS RESERVED.
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LIMITED WARRANTY

Limited Warranty. Electronic Arns ("EA") provides to the original purchaser of the computer software preduct, for
a period of ninety (90) days from the date of criginal purchase (the “Warranty Period”), the following limited
warranties:

Media: EA warrants that, under normal use, the magnelic media and the packaging provided with

it are free rom delects in materials and workmanship.

Software: EA warranis thal the software, as originally purchased, will perform substantially in

conformance with the specifications set forth In the packaging and In the user manual.
Warranty Information. If you are having any problems with the product, we are happy to help. Please address all
correspondence 1o Electronic Arts, Attn: Customer Service, P. O, Box 7578, San Maleo, 94403-7578. Or call us at
{415) 572-ARTS.
Warranty Clalms. To make a warranty claim under this limited warranty, please return the product 1o the point of
purchase, accompanied by proof of purchase, a statement of the defect, and your name and return address. To
replace defective media after expiration of the Warranty Pericd, send the product, in protective packaging, postage
prepaid, to Electronic Arts, at the above address, enciosing proof of purchase, a statement of the defect, your name
and return address, and a check for $7.50. EA or its authorized dealer will, at its option, repair or replace the product,
and return it 1o you, postage prepaid, or issue you with a credit equal to the purchase price. THE FOREGOING
STATES THE PURCHASER'S SOLE AND EXCLUSIVE REMEDY FOR ANY BREACH OF WARRANTY WITH
RESPECT TO THE SOFTWARE PRODUCT.
Warranty Excluslons. EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH RESPECT TO THE
MEDIA AND THE SOFTWARE, INCLUDING WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A
PARTICULAR PURPOSE. ANY WARRANTIES IMPLIED BY LAW ARE LIMITED IN DURATION TO THE
WARRANTY PERIOD. SOME STATES DO NOT ALLOW LIMITATIONS ON THE DURATION OF AN IMPLIED
WARRANTY, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS. YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

LIMITATIONS ON DAMAGES
EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQUENTIAL OR OTHER INDIRECT
DAMAGES ARISING FROM ANY CLAIM UNDER THIS AGREEMENT, EVEN IF EA OR ITS AGENTS HAVE BEEN
ADVISED OF THE POSSIBLITY OF SUCH DAMAGES. SOME STATES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION
MAY NOT APPLY TO YOU.

|
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ELECTRONIC ARTS*
Electronic Arts, P.O. Box 7578, San Mateo, CA 94403-7578
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