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Skateboarding is a really amazing 
sport. It gives you the freedom
to cruise around and try out 
awesome tricks. No matter 
how good you get, there are always 
new moves to learn and nail

and different places to ride. 
Even top skaters find new
challenges to tackle. 
This book will get you into 

skateboarding and help you 
learn the basics—from board
care and how to bail out

when falling to performing your 
first Ollie. It will also show you 

some of the latest and 
greatest tricks around. 

Street skating lets 
you use any piece of 
street furniture, from 
benches and curbs to 
steps and rails. Just 
make sure you’re skating 
in a place where it’s 
safe and legal!



Two key flavors of skateboarding are 
street and vert. Street sees riders use 
parts of the urban landscape, like curbs,
concrete slopes, and handrails, to 
try out moves on. Vert skating sees 
skateboarders use bowls, ramps, and 
pipes to perform spectacular tricks. 
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Skateboarding has a 
long history. It is a 
huge sport now, but at 
the start of the 1960s, 
only a handful of 
people had boards. The 
1960s saw the first 
wave of skateboarding 
when surfers started 
cruising on boards with 
wheels when there 
were no waves to surf. 
This boom was called 
sidewalk surfing.
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Skateboarding in empty swimming
pools was popular in the United 
States in the 1970s. As more and 
more people owned skateboards, 
the first concrete skateparks
were built in North America and in 
Europe. The first opened in 1976. 

The 1970s saw lots of new inventions. These 
included urethane wheels which gripped and 
rode better, kicktails (the curved upward part of 
the board at the back), and wider skateboards. 
These helped riders invent lots of new tricks 
including, in 1978, the Ollie (see pages 26–27).



Skateboards come in lots of 
different designs. Your first 
board is an important buy. An 
unsuitable board might put you 
off. So, make sure you get advice 
and a good quality board from 
a specialist skate shop.
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The hardness of a skateboard 
wheel is measured by a device 
called a durometer. The higher 
the number, the harder the wheel. 
Softer wheels with a reading of 
75-90 are good for cruising on 
roads and rougher ground. Harder 
wheels with a reading of 95-98 
are used in street skating. 
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Wheels are a really important part of 
your skateboard. They are attached to 
the deck by the metal parts called 
trucks. Good quality trucks are made 
of aluminum. Wheels come in different 
sizes and different levels of hardness.
A good skate shop pro can help choose 
the right wheels for you. 

Between the wheels and the 
axles are rings called the 
bearings. These contain 
small steel balls that ensure 
your wheels turn smoothly.



Trucks are fitted to 
the deck by bolts. 

You can tighten or 
loosen the bolts

a little. Looser bolts 
make turning easier. 

But always keep the 
bolts tight enough so that 

you cannot undo them with 
just your fingers.

A skateboard has three main 
parts—the deck, the wheels,

and the trucks. Decks come 
in different sizes but most 
curve upward at their front, 
called the nose, and the back, 

called the tail. Grip tape is 
a sandpaperlike material 

that helps riders to 
grip the board and 

perform tricks 
more easily.
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Before riding, give 
your board a quick 
check. Make sure all 
the bolts are tight 
and that the wheels
run smoothly. If your 
wheels are worn on 
their outer edge, 
you can turn them 
round to make them 
last a little longer. 





Ready to ride? Make sure you 
begin to learn skateboarding in 
a safe place away from roads
and other dangers. Start your 
skateboarding under the eye of 
more experienced riders. They 
can help you to learn the basics.
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As you feel yourself 
starting to fall, step 

off the board. 

Skateboarders always fall. So it makes 
sense to protect yourself. Skating in 

safe areas and never skating on your 
own will cut down the dangers. So will 
wearing good quality safety gear like 
knee and elbow pads and helmets. Safety 
gear lets you skate another day. Learning to 
bail—ways of falling safely—will also help.

As your foot hits the 
ground, bend your knees 

and fall onto your pads. 

Slide until you stop, 
with your knees 

together and feet tucked in.

The skaters featured in this book sometimes skate without their safety gear on. You 
should always wear full safety gear when performing tricks marked with this symbol.
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Get used to your stance on your 
board while it’s not moving. Your 
feet should be across the board, 
toes pointing slightly forward. Each 
foot stands just behind a set of 
truckbolts. Choose a regular
(left foot forward) or goofy (right 
foot forward) stance—whichever feels 
most natural to you.

Pushing off is how you 
get moving. Place your 

front foot on the board, 
just behind the front trucks. 
Put your rear foot on the 
ground, next to the board. 

Kick your rear foot 
backward in a 

smooth movement to get 
moving. Use your arms to 
help keep your balance on 
the board. 

As your rear foot 
completes its kick, twist 

your front foot so that it lies 
across the board. Bring your 
back foot onto the board 
and get into your stance. 
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Ride with your knees 
bent and with your 
head up. Practice staying 
on your board until it 
stops. You can also stop 
by taking your back foot 
off and dragging it 
along the ground.



Move your back foot 
to the tail and your 

front foot to the middle.

Press gently down 
on the back of the 

board and lift the nose. 
Twist your hips to turn 
the nose of your board.



You can perform gentle turns 
by leaning forward a little and 
pressing down on the front edge 

of your board. This is a frontside turn. 
For sharper changes of direction, you 
can use a kickturn. This is where you 

gently press down on the back of the 
board, lifting and twisting the nose. A series 

of kickturns is called a tic-tac.

Get some weight over 
the nose to bring it 

down. Repeat the move to 
twist the other way.

Repeat kickturning 
to the left and right 

to perform a tic-tac. 





Once you are comfortable pushing 
off, turning, and stopping, you’re 
ready to step up for some tricks. The 
Ollie is the most important trick 
around. Many other moves are based 
on it. Don’t worry if it takes a long time 
to master—learning any trick takes 
patience. Remember, even pros struggle 
with new tricks. Keep at it.
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The Ollie is the key way of jumping
with your board without using your 
hands. Take as long as it needs to get 
this move right as you’ll use it to 
perform lots of other different tricks.

Get rolling and put your back 
foot on the tail. Your front foot 
should be between the middle 

and the front trucks. 

Push the tail down hard onto 
the floor and take all the 

weight off the front foot. Jump 
your back foot up and forward.
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Lift your knees as you continue to 
drag your front foot to the board’s 

nose. The dragging and lifting actions 
help suck the board up with your jump. 
Keep your body over the board.

Control the board with your 
feet to level out in the air. 

Aim to land on all four wheels at 
the same time. Crouch as you land 
to absorb the impact. 
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Frontside means performing a move with your 
chest facing an obstacle or pointing in the opposite 
direction to a turn. A Frontside Ollie is an Ollie but 
with a twist... a twist through 180 degrees in the air 
so that you land facing the opposite way. 

Get into your regular 
Ollie position but as you 

start to crouch, wind up 
your body by turning your 
shoulders back.

As you pull the Ollie, 
unwind by swinging 

your arms and shoulders 
and pulling your front leg 
around in the direction of 
your planned turn.

As the board levels 
out in the air, use your 

feet and legs to help guide 
the board around its turn. 
Your back foot should push 
forward, your front leg 
should pull back.
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Land on all four 
wheels with the tail of 

your board now pointing 
forward. You should be 
able to roll away. 



don’t 
slam

that your board 
stops dead.

Taylor

the nose so



A Nollie is like an Ollie but the other way round. 
You push the nose down to get the tail riding into 
the air. Start with your back foot between the 
two sets of truckbolts. The ball of your front foot 
should be on the middle of your board’s nose.

As you roll forward, 
push your front leg 

and foot down on the 
nose. This sends the tail 
of your board up.

With the weight off
your back foot, drag it 

up to the tail as you jump 
up off your front foot. Your 
board should rise.

Let the nose of your 
board and your front 

foot rise so that the board 
levels out. Get your feet 
planted before landing.
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Got your basic Nollie nailed well and truly? 
Then this is the trick for you. The Nollie 180 
sees you pull a Nollie and turn 180 degrees 
in the air to land frontside.

Get low as you roll along 
backside and set up to 

perform a Nollie move. 

Snap the nose of your 
board down nice and 

hard. As you start to pull the 
Nollie, twist your hips and 
shoulders around.
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Keep turning as you’re 
in midair. Your legs and 

hips guide the board around.

Try not to lean too 
much and look to 

nail a landing on all four 
wheels. Your board should 
be pointing forward so you 
can roll away.

Stay crouched 
throughout the turn. 

This will help you to guide 
the board and to absorb 
the impact of landing.





Mastered those Ollies and Nollies?
Great. Now you’re ready to take your 
skateboarding to another level. Here 
are some street skateboarding tricks to 
impress your friends with. Slides, grinds,

and flips are crucial moves. Practice 
grinds and slides on low-level objects 
until you’ve mastered them. And never
use curbs on roads with traffic.



A kickflip 
combines 
an Ollie with 
your board spinning 
around 360 degrees in the 
air. It is a great-looking move 
but will need lots of patience 
to master. Start as you would a 
regular Ollie but with your front 
foot slanted across and your 
heel hanging off the board. 

keep working 
on the kickflip 

until you nail  
it. it’s a  

great move.
Gus

KICKFLIP



Prepare yourself as 
if you’re about to 

pull an Ollie. Bend your 
knees and push down 
on your back foot. 

As you bring 
your front foot 

forward, it should 
move across the board 
towards the heel side. 

Use the toes of 
your front foot to 

flick the heelside edge 
of the board. This will 
make it spin. 

Catch the board 
with your feet 

once it has spun 360 
degrees. Bend your 
knees as you land. 
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Heelflips are similar to kickflips except 
that it is the heel of your front foot 
that flicks the board over. Heelflips and 
kickflips can be done along the ground
or, as shown here, off a jump.

Set up as if you were 
performing a kickflip but 

with one crucial difference. 
Get the toes of your front 
foot hanging just a little 
over the edge of the board. 

Keeping your body 
straight and holding 

your head over the board, 
pop an Ollie. Jump and 
keep your body directly 
over the board. 
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Your front foot kicks 
diagonally off the 

board. Its heel catches the 
front edge of the deck to 
flip the board so that it 
spins over.

Lift both legs to give 
the board room to 

flip over. As soon as you 
see the top of the deck 
reappear, get your feet 
down on the board.

With your feet on 
the board, push it 

down and land. Bend 
your knees slightly to 
absorb the landing 
and ride away.
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A great trick for the street or skateparks, boardslides 
see you travel along a narrow object like a rail using 
the underside of your deck. Start off your first 

boardslides with low-level objects. Skateparks 
usually feature low rails and ledges.

Approach your target 
obstacle at a slight angle. 

Have your feet and body in 
position to perform an Ollie.

Pull an Ollie to get your 
board above the obstacle. 

As you travel upward, turn 
so that the board will land, 
straddling the rail. 
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Land on the middle 
of the board with 

knees bent and arms out 
to help with your balance. 
Keep the deck level with 

the ground as you 
move forward. 

When you travel 
off the end of the 

obstacle, twist your body 
to drag the front of your 
board to point forward. 
Land and roll away. 
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Grinds are moves where you travel along narrow objects on 
your skateboard’s trucks. The 50-50 grind sees you ride on 
both trucks along a narrow curb or the top of a ramp. 

Choose a short, low 
obstacle such as halfway 

along a curb in a skatepark. 
Ride towards it at a 
moderate speed.

As you get close to 
the obstacle, pull 

an Ollie and land both of 
your trucks on top of the 
edge of the obstacle. 

As you land, lean 
back a little and feel 

the grind of the trucks. 
Use your arms and body to 
stay on the edge.
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As you feel your board 
slowing, pull a gentle Ollie 

to get off the edge. Turn your 
shoulders in the direction you 
want to come off. 
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Grinds come in many flavors and can be tried 
out on lots of different obstacles. A nose grind
sees contact only with your front truck and the 
obstacle. The crooked version sees the board 
skewed so that it’s not directly over the obstacle. 
Both are tough moves to nail so be patient.

Approach the obstacle, 
such as a curb or the 

edge of a ramp, at a good 
speed. Get ready and then 
pull an Ollie. 

Push your front foot 
past the normal Ollie 

position ahead of the front 
truck. The board’s tail rises as 
the nose falls. 

Aim to land your front 
trucks. Keep most of 

your weight over the front of 
the board. Keep a little weight 
on the tail to control it.
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When you feel the 
board slow, pull an 

Nollie to get off, bending 
your knees as you land to 
absorb the impact. 



Street is neat, but at some time or 
other, you’re going to want to ramp 
it up and try out vert riding. Major 
skateparks and smaller constructions in 
local parks often have bowls, ramps, 
and half- and quarter-pipes to try out. 
Watch other, more experienced vert 
skaters to pick up useful tips. 
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You can join a half-pipe or a vert ramp from the top 
using a move called dropping in. Standing at the top 
looking down can be a bit scary at first. Make sure you try 
out the move on the smallest ramp or pipe you can find.

Stand on the tail of your board with your 
back foot. With your weight over the back 

truck, bring your front foot forward. 

Step out confidently with your front 
foot and place it over the front truck 

of your board. 
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Crouch over the board 
and lean slightly forward 

as the front of the board starts 
dropping. Look forward. 

As the front wheels grip 
the ramp or pipe, stand 

a little more upright. You 
can balance your weight out 
so that it is over the center 
of the board. 



Taylor switches 
to fakie stance 
as he rolls down a 
half-pipe. 

Pumping helps you to build up speed on a half-
pipe without your feet touching the ground. The 
action takes place as you reach the transition 
—the curving part that joins the horizontal and 
vertical parts of the half-pipe. 

PUMPING 



As you reach the transition 
to the vertical parts of the 

half-pipe, straighten your legs 
and stand tall 

As you go down, 
crouch and lean 

into the direction 
you’re heading.

Extend your legs as you 
go up the other side of 

the half-pipe and switch to 
fakie stance at the top.
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As you get better at pumping, you’ll reach the 
top edge, sometimes called the lip, of ramps, 
bowls, and half-pipes. You can use this edge to 
perform a number of grinds, slides, and other 
moves such as the axle stall shown here.

Ride up the ramp and 
just before your front 

truck reaches the edge, 
perform a kickturn so 

that your back faces 
the top of the ramp.

Twist your body 
through 90 degrees 

as your back truck hits the 
edge. Lean on your heels to 
bring the front truck down 
on the edge as well. 

You’ve pulled an 
axle stall! Now, 

push on the tail to lift 
your board’s nose up 
and turn the nose back 
down the ramp.
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Getting air (airborne) when vert 
skateboarding is a real buzz. This 
air move sees you ride up to the 
top of a ramp or half-pipe, get 
airborne, and twist through 180 
degrees before landing back on 
the ramp.

Ride with good speed 
up the ramp at a slight 

angle toward the direction 
you’re going to turn. Get 
into a tucked position with 
your knees bent.

As your board starts 
to rise above the 

top edge, twist your body 
and swing your arms to 
pull yourself around. You 
should turn in mid-air.

Keep over the board 
and brace yourself for 

landing back on the ramp. 
Lean forward on landing 
to ride down the ramp or 
half-pipe.
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Skateparks are a great place to learn new 
moves and improve ones you can already 
do. Your first ever visit will be exciting but 
may also be a little scary. The secret is to take 
things gently and watch others and learn. 

Skateparks come in 
different sizes and 
types. Smaller and indoor 

parks often feature wooden ramps 
and banks. Concrete is used to 
make half-pipes and large outdoor 
bowls in which you can pull vert 
moves. Snake runs are twisting 
and turning downhill courses, while 
moguls are small bumps. 
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Most skateparks have great street 
skating features such as slide blocks, 
curbs, and steel rails to practice 
grinds and slides on. They may 
also have small launch ramps
which help get you into 
the air to perform a 
jump or aerial move. 

Skatepark designers
and builders keep on 
trying to do something 
new. In 2005, the 
largest skatepark in 
the world opened in 
China. Called the SMP
Skatepark, it is over 
144,000 square feet in 
area and has a 167-feet 
wide vert ramp.
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At the highest level, 
skateboarders are famous 
professionals—paid to 
perform. They are sponsored 
by skate and clothing 
companies, make 
videos, and compete in 
huge competitions
such as the X-Games. 
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Only a handful of talented
skateboarders ever turn pro. 
Most achieved their dream 
by practicing incredibly hard 
to learn and nail tough new 
tricks and moves. At all levels, 
skateboarding is fun and a 
challenge. Enjoy it! 
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When a trick or turn is executed with 
the skater’s back facing the ramp 
coping or the obstacle.

To clear your board safely when a 
move goes wrong.

Metal piping or edging fitted to the lip 
of a ramp or half-pipe. Gives grip.

Any grind performed where the deck is 
not directly over the obstacle. 

The wooden area of your skateboard 
that you stand on. 

A way of entering a bowl or half-pipe 
from the top.

Riding your skateboard backward. 

When a trick or turn is performed with 
the skater’s front facing the ramp 
coping or the obstacle. 

Skating with your right foot forward.

Using your hand or hands to hold the 
board during a move.

A move which involves scraping your 
skateboard’s trucks along an object. 

Sandpaperlike material fitted to the 
top of a deck to give riders more grip. 

To turn your board by shifting the 
weight to the tail of the board 
and twisting. 

The top edge of a bowl or ramp.

Short for a nose ollie. 

The front of the board. 

A move which sees you use your feet 
to pull the skateboard up into the air. 
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Moving your bodyweight on your 
skateboard to build speed in a 
half-pipe.

A quarter section of a pipe that has a 
curved piece leading to a vertical ramp. 

When you skate with your left foot 
forward. Opposite of goofy stance. 

A move where the underside of your 
deck slides along an object.

Using street furniture, such as curbs, 
benches, and steps, to perform tricks.

Riding your board and performing 
moves not using your normal stance.

The back end of a skateboard.

A series of short kickturns performed 
in a row. It can give a boarder the 
momentum needed to travel across a 
flat area.

The metal attachments bolted to the 
deck which connect the axles and 
wheels to the deck. 

A specially designed ramp for 
skateboarding with a horizontal area 
at its top.

Performing moves and tricks in a 
half-pipe or ramp. It usually involves 
getting air above the rim of the ramp 
or pipe.
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