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TRICK REFERENCE
Flip Tricks Grinds
[1] ee Ollie (1] o8 50-50
o0
° ; : °
[21] ° Kickflip [2] ° 5-0
[ X ] . o 0
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(51 © ® Tre Fli (5] e ®_ Crooked
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(6] g% 88 Laserflip 161 %4 ° Smith
[7] ss ¢, Hardflip (71 °o. °o. Tailslide
° (30 . . ° o0 .
(8] "o, e, Big Spin [8] o % Bluntslide
e Switch or Nollie e Seperate Combos with a =

SCORING
When you add a trick to your Video Part
calculate it's trick score.

b

+ + + +

1 pt
1 pt if
2 pt if
2 pt if
2 pt if

for each die in the sequence.
flip/grind aren't in clip list.
on a Gnarly feature.

on a Technical feature.
consecutive trick in a line.
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EXAMPLES

FLIP TRICKS

1
SPOT NUMBER [4 ]

0y 2 .'
(a1(B](C1(D]| SFOT VIBE [Active gquards ] o
[al [WI2I0_11_] :
[b][zj[b][b][_] KICKOUT CLOCK LY
[c1_1[410_11_] c
[dI_10_10_1[_] C®e 5 °.
lel[_10_10_1[_] C | .
DICE LAYOUT TOP DOWN
7 i3
FEATURES 8
[ Aa1G/Twmarket wanual Slab, &eej; and tidy 9 =
[Ab T/ Tstreet ruin 4/4 pipe, patrolled K
11 §3%
[BalYT street cuin 4/U pipe, patrolied
12
[ BbIG/T noble ward bank, secret ..
[Be 1G/T alley taverm aunin& drop, guards 14 *,
[__ 1G/T 15
16 ot
[ 1G/T
17 s,
LEGEND: [X][X][X]1[x%]1[X]1[_] 18 i3
19 *,
20 §3

Ollie

Kickflip

Heelflip

Shuvit

Tre Flip

Laserflip

Hardflip

Big Spin

fs/bs Flip

Double Flip

Double Heel

360 Shuvit

Inward Heel

Varial Flip

Varial Heel

540 Shuvit

Big Spin
Flip

Impossible

Gazelle Flip

Hospital
Flip

Raised Dockside

Upwards Curved
Handrail

Long Tavern
Awning Drop

Loading Ramp

Curved
Handrail

GRINDS

1 50-50

2 *, 5-0

3 Boardslide

4 Lipslide

5 38 *, Crooked

6 °, Smith

7 Tailslide

8 °. Bluntslide

9 *, *, Nosegrind

10 °, Feeble Grind
11 %, *, Noseslide

12 %, Overcrook

13 s °, Noseblunt

14 s %, Barley Grind
15 %, % 270 Lipslide
16 o0 %% salad Grind
17 38 °*s, Hurricane

18 8% ! Willy Grind
19 3% %% Crailslide
20 . . Darkslide

Merchant Crate
Stack Gap



