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ADDENDUM I 

USA Roller Sports Minimum Skills Requirements – Roller Derby 

In order to be roster-eligible for a USARS sanctioned event, players must have passed the established 
USA Roller Sports minimum skills requirements outlined below. Each organization (club) is responsible 
for tracking this and a designated official (to be decided by club) must sign off on skill mastery for each 
player. The organization must maintain signed records of all successful assessments and if requested, 
should be able to provide these to USA Roller Sports. Players must be assessed on an annual basis. 

I. Correct Posture and Balance Points (Derby Position) 
A. Player stands with bent knees. Feet should be shoulder width apart with head and chest 

up. (Analogy: as if sitting on a chair.) Arms should be held close to the body with no 
hands or elbows resting on knees. 

B. A player in the correct posture and balance points (derby position), should be able to rotate 
the head and shoulders to see in a total of 360 degrees, adjusting quickly without losing 
balance. 

C. Player begins to roll, at whatever speed ability allows. Players should balance on each foot 
rolling forward, and when rolling backward on two feet. Balance should be centered while 
performing the correct posture and balance points. 

II. Falls and Slides 
A. Single knee slides, both left and right knee. 

1. While rolling, lower down onto one knee and slide to a stop while keeping upper body in 
control, without hands touching the floor at any time. The player should stay in a 
tucked in position. 

2. “Touch and go”, short knee slide followed by a quick recovery within 3 seconds.  
B. Double knee slide to a stop. 

1. While rolling, lower down onto one knee, then the other knee and slide to a stop while 
keeping the body under control, and without sitting back on the skates.  

2. “Slide and go”, short double knee fall followed by a quick recovery within 3 seconds. 
C. Baseball slide. 

1. While rolling, lower the body down, tucking one leg under the other onto the floor, 
rolling onto one side with the free leg in the air staying straight. 

2. Player should be able to recover from this position within 3 seconds. 
D. 180 degree knee slide, both left and right knee. 

1. While rolling, perform a single knee slide, then turn the body and knee 180 degrees 
before coming to a complete stop. 

2. Upper body should remain under control, without the hands touching the floor at any 
time. 

3. Player should be able to recover from this position within 3 seconds. 
E. All 4’s slide. 

1. While rolling, perform a double knee slide, then lower the upper body, placing weight on 
one elbow and then the other elbow, while extending the body full length and ending in a 
laying position on the floor. Player should be able to slide on knees to elbows in a fluid 
motion. 

2. Player should be able to recover from this position within 3 seconds. 

 



 

Addendum pg 2 
 

Stops 
A. Basic “T” stop. 

1. Lift one foot, angling the toes outward and away from the body, so that the foot is 
perpendicular to the skating foot. 

2. Lower the perpendicular foot on the floor about a foot behind the weight-bearing foot, so that 
all 4 wheels are making contact with the floor. 

3. Drag the foot until coming to a complete stop. 
B. Plow stop.  

1. Use one foot to slide out at about a 45 degree angle to the skating foot, and then 
add the second foot to the slide to come to a complete stop. 

2. While stopping, apply pressure on the heel of the skates and keep the upper body in 
control. 
 

IV .  Stepp ing  
A. While standing without rolling, the player will demonstrate comfort with the body’s balance 

points by stepping sideways in both directions, and forward, and backward. 
B. Mohawk turn (two foot turn). 

1. Rolling in a forward direction with both feet parallel, a player will take one foot and, by 
opening the hips, will place that foot heel-to-heel with the other foot. (Analogy: like opening 
up a book.) 

2. Once heel-to-heel, the player will then lift the front foot and close the hips while placing that 
foot parallel to the back foot, and will end up facing backward. (Analogy: like closing a 
book.) 
 

V.  Crossovers 
A. Skating in a counter clockwise and clockwise direction, a player will crossover by picking up one 

foot and crossing in front of the other, using both skates to push. 
B. The player should perform crossovers smoothly, showing control while skating into, around, and 

out of corners. 
C. Upper body should not be twisting back and forth, and able to show strong balance points. 

VI. Speed and Endurance 
A. Complete 9 laps in 90 seconds (USARS regulation track) 
B. Complete 27 laps in 5 minutes (USARS regulation track) 

VII. Hopping and Jumping 
A. Jump over a 3” tall object while rolling forward, and be able to land on both feet 

simultaneously. 
B. Hop from one foot to the other and back again, several times, while rolling forward. 

VIII. Maneuverability and Agility 
A. Maneuver through cones, placed 4-5 feet apart around the derby track, at a brisk speed. 
B. Move quickly, from the inside circumference of the track, to the outside border of the 

track, and back again, using a combination of slides, strides, and crossovers. 
C. Demonstrate control of the upper body and edging with the inside and the outside wheels.
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ADDENDUM II 

USA Roller Sports Track Specifications – Roller Derby 

Diagrams are provided to assist interpretation. The text is the definitive specification. 

Track Surface 
The track surface must be clean, flat and suitable for skating. The track surface must be at least 108 feet 
long by 75 feet wide, which includes a 10 feet safety area around the track. If there is a rail or wall 
preventing the spectators from the track, the safety area may be reduced to a minimum of 5 feet, and 
thus the minimum track surface must be 98 feet long by 65 feet wide. 

Markings 
No marks other than those described in this document are to be made on the track surface. If the 
surface is marked with lines from other sports which cannot easily be removed, they must be a 
distinctive color. 

Lines and boundaries shall be marked using tape, rope, chalk or any other method as long as they 
follow the specifications established in this document. 

All markings must be made in a color which contrasts with the track surface, meet the definition of 
high contrast beyond a reasonable doubt. 

Track Boundaries 
The internal boundary is composed of two parallel straight lines 35 feet long and 25 feet apart 
connected to each other on both sides by a semi-circle with a radius of 12.5 feet. 

The external boundary is composed of two parallel straight lines 35 feet long and 53 feet apart 
connected to each other on both sides by a semi-circle with a radius of 26.5 feet. 

The track boundaries must be marked by a raised boundary at least one quarter inch and no more than 
one inch in height, in such a way that it is highly visible to skaters and officials and does not present a 
hazard to skaters .The boundary width must be at least one inch and no more than three inches and 
must be consistent in height and width along the entire track. 

Track Lines 
The track must clearly demarcate the pivot line, pack area and the jammer line. These lines must be one 
to three inches wide and must go across the entire width of the track. Additional track lines may be 
drawn every 10 feet along the track to serve as visual aids. The track lines must be at least one half of an 
inch wide and must go across the entire width of the track. 

Safety Area 
There must be 10 feet of clearance around the track for safety. If there is a rail or wall preventing 
spectators from the track, the distance need only be 5 feet of clearance. The safety area must be 
clearly demarcated all around the track. 
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Track Boundaries Procedure 

1. From the center of the track 
surface, measure 17.5 feet 
lengthwise in both directions and 
mark the two internal pivot points. 
From one of those internal pivot 
points, move perpendicularly to the 
left facing away from the center and 
measure 1 foot to mark the first 
external pivot point. Repeat at the 
opposite internal pivot point to 
mark the second external pivot 
point. 

2. Tether your marking device to each 
internal pivot point, walk 12.5 feet 
perpendicular to the center line and 
draw a semi-circle which will define 
the turns. 

3. Connect the endpoints of each 
semi-circle to create the 
straightaways and complete the 
internal boundary. 

4. Tether your marking device to each 
external pivot point, walk 26.5 feet 
perpendicular to the center line and 
draw a semi-circle. 

5. Connect the endpoints of each 
semi-circle to create the 
straightaways and complete the 
external boundary. 
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Track Lines Procedure: Straightaways 
 

1. Connect the endpoints of 
the internal and external 
semicircles at turn 1 to draw 
the front line of the Pivot 
Area. 

2. Measure 4 feet down the 
internal boundary on the 
straightaway to draw the back 
line of the Pivot Area, which is 
also the front line of the 
Blocker Area. 

3. Measure 6 feet down the 
internal boundary on the 
straightway to draw the back 
line of the Blocker Area. 

4. Continue down the internal 
boundary and measure 10 
feet to draw the Jammer line. 

5. Continue down the internal 
boundary and measure 10 
feet to draw a track line. 

6. Connect the endpoints of the 
internal and external semi-
circles at turn 3 to draw a 
track line. 

7. Measure 10 feet down the 
internal boundary on the 
straightaway to draw the 
next track line. 

8. Repeat two more times to 
have a total of four track lines 
on the straightaway. 
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Track Lines Procedure: Turns 

1. From the internal boundary of the front 
line of the Pivot Area, use a ruler to 
measure 7 feet and V2 inch in a straight 
line until it intersects with the semicircle. 
Mark this intersection (A) and extend a 
line from the internal pivot point across it 
continuing all the way across the track. 

2. From previous intersection mark (A), use 
a ruler to measure 7 feet and V2 inch in a 
straight line until it intersects with the 
semi-circle. Mark this intersection (B) and 
extend a line from the internal pivot point 
across it continuing all the way across the 
track. 

3. From previous intersection mark (B), use a 
ruler to measure 7 feet and V2 inch in a 
straight line until it intersects with the 
semi-circle. Mark this intersection (C) and 
extend a line from the internal pivot point 
across it continuing all the way across the 
track. 

4. From previous intersection mark (C), use 
a ruler to measure 7 feet and V2 inch in a 
straight line until it intersects with the 
semi-circle. Mark this intersection (D) and 
extend a line from the internal pivot point 
across it continuing all the way across the 
track. 

5. From previous intersection mark (D), use 
a ruler to measure 7 feet and V2 inch in a straight line until it intersects with the semi-circle. Mark 
this intersection (E) and extend a line from the internal pivot point across it continuing all the way 
across the track. 

6. Repeat steps 1-5 on the other side of the track starting with mark A at turn 3 and working your 
way to mark E at turn 4. 

Safety Area 
1. Tether your marking device to each external pivot point, walk 36.5 feet perpendicular to the 

center line and draw a semi-circle. 
2. Connect the endpoints of each semi-circle to complete the edge of the safety area. 
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ADDENDUM III 

USA Roller Sports Official Hand Signals - Roller Derby

TEAM TIMEOUT 

A “T” is made with both hands held 
perpendicular. One hand pointed into the 
palm of the other. 

 

 

 

 

OFFICIAL TIMEOUT 

Both hands touch the top of their 
respective shoulders. 

 

 

 

LEAD SCORER 

The right arm is extended with the index 
finger towards the lead scorer, while the 
left arm is held straight up in the air 
making an “L” with the index finger and 
thumb.  Verbally say “Black lead scorer.” 
Repeat each time lead changes during the 
jam. Whistle blasts are only given during 
the initial determination of lead scorer. 

 

NOT LEAD SCORER 

Arms waved in front of the body back and 
forth.  Verbally say “White not lead 
scorer.” Repeat each time lead changes 
during the jam. 
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PIVOT ACTIVE 

Lead pack referee yells “Black pivot 
active” and holds both hands up 
together overhead to signal the active 
scorer referee to change to the pivot 
for that jam. 

 

 

 

PACK IS HERE 

Both arms extended with palms open 
and facing inward. Left palm points to 
the front of the pack and right palm 
points to the back of the pack. 

 

 

NO PACK 

Both arms are raised so the arms are 
vertical, outside the shoulders and palms 
facing each other. 

 

 

 

BLOCKING TO THE BACK 

A pushing motion with both hands. 
Extended as if pushing someone. 

 

 

 

 

HIGH BLOCKING 

A fist held in front of the chin and then 
moved down to the chest area. 
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TRIPPING/LOW BLOCKING 

Right arm is forward across the body 
and bent at the elbow. Fingers are 
pointed and contact the body below the 
left shoulder as in saluting the flag, but 
the palm is parallel to the floor. 

 

 

ELBOWS 

Left arm is held up bent, and right hand 
contacts the left elbow. 

 

 

 

 

 

FOREARMS 

Left arm is held up bent, and right hand 
touches left forearm. 

 

 

 

 

 

BLOCKING WITH THE HEAD 

Hand held against the back of the 
helmet. 
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MULTIPLAYER BLOCK 

Fingers of both hands are interlocked 
with the forearms parallel to the floor. 

 

 

 

OUT OF BOUNDS BLOCK 

Hands are held parallel over the 
shoulder and move across the body to 
the opposite hip. 

 

 

 

DIRECTION OF GAMEPLAY 

Hold right hand in front of body with 
palm up and arm extended. Turn palm 
over several times. 

 

 

 

OUT OF PLAY 

Right arm is held up with the elbow at 
90 degrees as a warning to players.  If 
player makes illegal contact, the arm 
drops for penalty. 

 

 

 

CUTTING THE TRACK 

Arms are held out with the forearms 
crossed in front of the body. 
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SKATING OUT OF BOUNDS 

Hands are held above shoulders, closely 
parallel to each other, with fingers up. 
Wrists bend toward the part of the 
track where the infraction occurred. 

 

 

ILLEGAL PROCEDURE 

Fists are held in front of the chest and 
make a rolling motion around each 
other. 

 

 

 

INSUBORDINATION 

Right arm extends in front of body at a 
downward angle. Left hand brushes 
down the arm towards the ground. 

 

 

 

 

MISCONDUCT 

Left hand on left hip, while right arm is 
straight with the index finger of the hand 
pointing upwards. 

 

 

 

PENALTY 

Right arm is held out with one finger 
pointed at the offending player, 
accompanied by a whistle blast.  This will 
be followed by the signal for the type of 
penalty. 
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EXPULSION 

Right arm is extended with the thumb 
up.  The forearm is jerked upward. 

 

 

 

 

ACTIVE SCORER LAP POINT 

Active scorer referee taps his/her own 
helmet if his/her active scorer is being 
lapped by the other active scorer. 

 

 

 

NO PASS / NO POINT 

Both arms are bent and forearms 
pointed upward with a single finger 
extended.  The right hand passes in 
front of the left in a half circle. 
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ADDENDUM IV 

USA Roller Sports Safety Requirements- Roller Derby 

All USA Roller Sports (USARS) sanctioned events must comply with the medical supervision 
and safety requirements outlined on the applicable sanction application. The event host is 
responsible for ensuring that the site meets USARS standards, and that the contest is organized 
in accordance with the USARS General Rules. In addition to the aforementioned, the following 
is also required for USARS sanctioned events: 

Emergency Information 

Game organizers/hosts must have the following information readily available during team 
warm-ups and the game: 

a. Complete facility address 
b. Location of nearest landline phone in the facility 
c. Nearest hospital information- name, address, and phone number 
d. Local police station information- name, address, and phone number 
e. Local fire department information- name, address and phone number 
f. Names of individuals providing on-site care or First Aid 
g. Team captains or coaches must be prepared to provide a players’ medical emergency 

contact information if necessary 

Medical Assistance 

It is highly recommended that at least two licensed or certified medical professionals (I.e. EMT, 
paramedic, RN and/or MD) be present for any USARS sanctioned event. 


