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It’s the year 2121, punk kids have taken the streets, and the cops are few and far 
between. Arenas of skatepark violence have sprung up all over the city and their 
videos are viral masterpieces. 

SK8H8 is a game of finesse and brawn, where skaters, rollers, and occasionally the 
police, go head-to-head in arena style brawls to claim notoriety, gear and maybe 
some donuts. 

 

To play SK8H8, you’ll need to get your grubby hands on the following: 

• Dice (d6s) to roll 

• Models to represent your punks 

• Pens and paper 

• Gang sheets 

• A grid map, built or bought 

• A pile of obstacles as described later in this document 
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SK8H8 is a fun, silly game and should be 
played as such. There’s no room for 
arguments or rule mongering. If a rule 
doesn’t make sense just use common 
sense. And if rules contradict each other, 
the result that is the funniest or makes 
the most carnage is the correct one 
(thanks Mike). 

At the end of the day, this should be fun 
and a laugh! 

 

A player can use any models they have 
to represent their punks. These could be 
plastic, metal, or paper. The only rule is 
that they should fit on a 25mm round 
base. That way they should fit on the 
free grid without being too big. 

 

Speed: How many squares you move per 
turn. Also governs how strong your 
attacks are, and how easy you are to 
knock down. Changes to Speed during an 
activation are applied immediately. 

 

Skill: How good you are. Its use is 
determined by your gang and actions. 

 

SK8H8 uses standard 6-sided dice to 
determine the results of actions 
performed by the players. For the 
remainder of this document, they are 
referred to as d6s. 

Some punks can reroll their attempts. 
This could be through the spending of 
combo points or as part of a special 
action. A dice can be rerolled any 
number of times as long as a player has 
the resource to do so. 

 

All models either have Wheels, or No 
Wheels. This will define how they 
interact with obstacles and other 
elements of the arena. 
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When activating a model, the player may 
choose an action to perform. A model 
may only perform one action per 
activation. 

 

To succeed a test, a target number must 
be reached. This is determined by rolling 
a dice and adding your Skill. The test fails 
if the total is below the target number. 
An unmodified roll of 1 is always a failure 
and is called a Fumble. 

 

During an action, a model may move up 
to its current speed in squares. Each 
action performed will inform a player 
whether the model may rotate its facing 
or move on obstacles.  

No model, during an action, may move 
more squares than their speed allows. A 
model must Land on the final square of 
their movement. 

 

Roll a d6 and add the model’s Skill. The 
result must equal or beat the Difficulty 
or DF of the attempted action. A roll of a 
1 is a Fumble and may cause other 
problems as described. 

 

If a Model Fumbles, they lose 3SP. 

 

All models have a Facing, this is the 
direction that they are moving and, on 
the grid, is based on the cardinal and 
intercardinal directions, also known as 
Straight and Diagonal. A model with 
Wheels may only change their Facing by 
Turning. Models with No Wheels may 
change their Facing to any direction at 
any point during an action. 

 

While moving, a player with Wheels may 
only change direction by Turning. If an 
action describes a possible Turn, a model 
may change its direction by 45 degrees, 
shown on the grid as a turn to face a 
diagonal or straight as per their current 
Facing.  

A model may only turn once per square 
of movement.  

See the below diagram. 
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Tricks are performed to gain points and 
score objectives. A model may only 
perform one Trick per square of 
movement. 

Some Tricks require the model to be 
Airborne and so if a Player wishes their 
model to perform multiple Tricks during 
their Action, they must be Airborne for 
the same number of squares. 

 

During a model’s activation, if they are 
within range of an opponent, they may 
attempt to Bash them. This is a test that 
requires the attacking player to roll a d6 
and add their current Speed. If the result 
is a total of 10 or more, the attack is 
successful. The target of a successful 
Bash loses 3 Speed, and the attacker can 
push the target one square in any 
direction. If this reduces the target’s 
Speed to below 3, they SLAM. 

If the attacker rolls an unmodified 1, 
they Fumble,  

 

Most models are equipped with a 
weapon they can use when they Bash an 
opponent. A weapon will usually have a 
requirement to have an effect. This could 
be a Trick, a specific target, or a type of 
ammo. Each weapon will have a 
description that will describe the 
requirement needed. Models without 
weapons will have another form of 
attack to use. 

 

 

There are multiple ways a model can 
SLAM. When they do so, they must 
spend a turn face down on the ground 
and must spend their next turn standing 
up. Their Speed is reduced to 0 and they 
must build it back up. 

 

During an Action, it may describe that at 
some point during the model’s 
movement it becomes Airborne. While 
Airborne, a model may move over any 
obstacle that isn’t considered 
Impassable. This can also allow models 
to reach higher positions on the map. 
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Obstacles, a term to describe any piece 
of scenery on the map that a model can 
interact with. This could be jumps or 
rails, streetlamps, or park benches, even 
cars and buildings. All these obstacles 
pose both a potential threat and tactical 
use for the models involved in the game. 

 

Ramps allow models with Wheels to 
launch themselves in the air to perform 
tricks or reach high places. 

They come in a variety of sizes, the most 
common being 3x2 squares. 

If a model with Wheels’ movement 
crosses the inside lip of a Ramp, they go 
Airborne for as far as their Speed allows, 
to a maximum of 4 Squares. 

A model with Wheels treats the outside 
lip of a Ramp as a Trip Hazard. 

Models with No Wheels treat every part 
of a Ramp as a Trip Hazard. 

 

Rails allow models with Wheels to Grind 
along them.  

They come in different lengths and styles 
but are always 1 square wide. 

A Rail may only be used to Grind if 
approached diagonally or from either 
end. If a Rail is approached at a 
perpendicular angle, only a Stall Trick or 
jumping over it is possible otherwise the 
model will SLAM. 

. 

If a model reaches the end of the Rail, 
they may land on the square after it 
ends. 

Models with No Wheels treat Rails as a 
Trip Hazard. 

 

Verts allow models with Wheels to 
launch into the sky to perform Tricks and 
to reverse the direction they are moving. 

They come in a variety of sizes, but the 
smallest being 2x2 squares. 

A model with Wheels that approaches 
the inside lip of a Vert may go Airborne 
for up to as many squares of Movement 
it has remaining before it Lands. It must 
Land on another Vert ramp. If a model 
doesn’t have enough movement to go 
Airborne, it is considered to have 
reached the lip before using gravity to 
spin around 180 degrees. 

After going Airborne, the model lands 
back on the Vert facing the opposite 
direction that it approached. The model 
gains 2 Speed after landing on a Vert. 

Models with Wheels treat the outside lip 
of the ramp as a Wall. 

Models with No Wheels treat the 
outside of the lip as a Wall and the inside 
as a Trip Hazard. 

 

Pits could be literal holes in the ground, 
open sewer drains or freshly dug graves. 
If a model that is not Airborne, enters a 
Pit square they immediately SLAM.  

Once in a Pit, the model must climb out. 
Treat the model as having No Wheels 
and surrounded by Walls while in the Pit. 
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Walls represent obstacles that are 
generally Impassable and come in many 
styles, such as buildings, tall fences, or 
large vehicles. Some other obstacles, 
such as Verts are considered Walls if 
approached on the wrong side.  

Models with Wheels treat all Walls as 
Impassable. 

Models with No Wheels treat Walls as 
Climbable. 

Low Walls: Some walls are low, including 
garden walls or low fences. They are 
instead treated as Trip Hazards. 

 

Due to the dishevelled nature of the 
world in its current state, there’s a good 
chance that rubble, dirt or even mould is 
encountered on a regular basis. 

Models with Wheels that are not 
Airborne, lose 2 SP if they enter a Gravel 
square. If this reduces the models Speed 
below 2, they SLAM. 

 

Bins, bags, trash, loose wheels, or any 
other objects are considered Trip 
Hazards. Fixed objects, such as 
mailboxes, lamp posts or signs are 
considered Walls/Low Walls. 

 

Several Vehicles still linger on the 
streets, some abandoned. Here are a few 
to add to your world: 

Motorbikes: 3x1 squares in size. 
Considered Low Walls. 

Cars: 3x4 squares in size. Considered Low 
Walls. 

Trucks: 3x5 – 3x8 squares in size. 
Considered Walls. 

 

The following are rules that apply to 
obstacles. Use these if you wish to create 
your own obstacles. 

Impassable: A model may not pass 
through this obstacle. If a model enters a 
square with Impassable terrain, they 
immediately SLAM. 

Climbable: A model with No Wheels, 
while adjacent to a Climbable obstacle, 
may attempt to climb it. Roll a skill test, 
on a pass the model may climb over, or 
on top of the obstacle. This ends the 
model’s movement. On a failure, the 
model SLAMS. 

Trip Hazard: A model moving through a 
square that is a Trip Hazard, must roll a 
skill test, on a success the model may 
continue to move as normal. On a 
failure, the model SLAMS. 



 

10 
 

You skater starts with 1 point in Skill. 

All skaters get a board for free. Choose one of the following for each Skater.  

Boards Rules 
Driller +1 Skill when performing a Manual 
Mutant Grind tricks cost 1 less SP 
Old School +1 max SP 
Popsicle +1 Skill when performing a Kickflip 
Rigged Stall tricks cost 0 SP 
 

Any additional gear they are equipped with must be paid for. This includes weapons, 
clothes, or gadgets. 

Weapons Rules 
Bat Gain additional +1 on Bash rolls when performing a 360 trick during 

the attack 
Chain Target suffers an additional 1 SP penalty if hit. But all failed attacks are 

considered fumbles. 
Steel Toe Target is knocked back 1 additional square on successful Bash 

-1 max SP 
Steel Yoyo Has a 2 square attack range 
Whip Has 2 square attack range 

Target suffers an additional 1 SP penalty if hit.  
All failed attacks are considered fumbles. 

 

During their activation, a model chooses an Action to do. During an Action, a model 
may turn once, with some actions allowing more. 

• Push: The model gains 2 SP. Turn 1 additional time. 

• Ollie: On one of the models squares of movement, they go Airborne and 
continue moving Airborne for 1 plus their Skill number of squares before 
landing. 

• Carve: The model may Turn 2 additional times. 

• Running Start: Only possible if SP is 2 or less. Choose a direction and move 
without turning, gain 2 SP. 
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Performing Tricks requires the model be Airborne. Each Trick has a speed cost (SP) 
and a difficulty (DF). A trick will add the shown Combo Points (CP) to the players 
running tally. Players may attempt multiple tricks while Airborne, in which their 
difficulty ratings are added together. Only one trick can be performed per square of 
movement. 

Add the total DF for the tricks performed during the action. The player rolls a d6 and 
adds the models Skill to the roll. If the result is equal or higher than the total DF of all 
Tricks performed before landing, the Trick succeeds. If the Trick fails, deduct a 
further 2 SP from the player. If the roll is an unmodified 1, the player SLAMS when 
they Land. 

 

A player is considered to have landed if they were jumping or Airborne for any 
duration of their activation. The direction a player faces after landing must be the 
same as the square before the model became Airborne, after which they may Turn 
once. 

 

Trick SP Cost DF Cost CP Gained 
Kickflip 1 SP 2 DF 1 CP 
The rotation of the board around its lengthwise axis. 
Grind 2 SP 3 DF 2 CP 
The hangers of the trucks or the end of the board, grinds along the edge of an 
obstacle.  
Requires moving parallel to Rail or Ramp edge. Must land on the same side as 
approached. 
Manual 2 SP 2 DF 2 CP 
Balance over the back truck, keeping the front wheels off the ground.  
Does not require jumping or airborne. 
360 2 SP 3 DF 3 CP 
Grab the board and spin 360 degrees.  
Requires Airborne 
Stall 3 SP 2 DF 2 CP 
Pause on the lip of a Ramp or on a Rail with the end of the board.  
Must approach perpendicular to Ramp or rail. The player rotates their direction 180 
degrees before landing. 
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Players accrue Combo Points (CP) after successfully completing tricks during their 
activation. These can be found on the Tricks table. CP is capped at 6 and if a player 
gains any more than this during their activation, they are discarded.  

 

CP may also be used to reroll failed skill checks. This costs 2 CP, which the player 
must have at the time of rerolling. A skill check can be rerolled any number of times.  

 

Models score their CP when they attack an opponent while having accrued CP. When 
a model strikes their opponent, any CP the model currently has is converted to the 
player’s score. 
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There are many arenas to be found in the world of SK8H8. Abandoned train stations, 
old school yards or even the rooftops of factories. Feel free to make your own 
locations to narrate your story, but here are some “Official” arenas for you to play in. 

 

The skatepark is a 12 x 12 arena that comprises of Ramps, Verts, and Rails. This is 
perfect for learning the game as its objectives are minimal.  

Using the terrain available, place them within the arena and using the grid, to create 
a cool skatepark themed arena. 

 

To win the arena match, be the first Skater to get to 10 score. 

 



 

 
 

 


