
Recognize

 i  

R

(All cha

ed by the United

ROLLE

anges from th

A

d States Olympic
National G

4

ER DER

(Janu
he previous ye

An Officia
USA RO

c Committee and
Governing Body f

© 2014 
4730 South Stree

 

RBY RU

2014 
uary 1, 2014)
ear’s edition a

al Publica
OLLER SPO

d the Federation
for Competitive

 USA Roller Spo
et, Lincoln, Neb

ULE B

) 
are marked in

 

ation of  
ORTS 

n International d
e Roller Sports in

orts 
raska 68506 

OOK 

n red and ita

de Roller Sports 
n the United Sta

lics) 

 (FIRS) as the 
ates. 



 

 ii

Conten

Roller Der

Roller Der

RD10 T

RD10

RD10

RD10

RD10

RD15 C

RD15

RD15

RD20 T

RD20

RD20

RD20

RD20

RD20

RD20

RD20

RD20

RD25 O

RD25

RD25

RD25

RD25

RD30 P

RD30

RD30

RD35 T

RD35

RD40 G

RD40

 

nts 

rby Introductio

rby – Rules of 

Teams ................

0.01 Team Ros

0.02 Minimum 

0.03 Player Lim

0.04 Player Ro

Communication

5.01 Audible C

5.02 Visual Co

Timing ................

0.01 The Game

0.02 The Perio

0.03 The Jam ...

0.04 Team Tim

0.05 Official Ti

0.06 Period Clo

0.07 Penalty Ti

0.08 Overtime 

Official Clocks ..

5.01 Separate C

5.02 Period Clo

5.03 Jam Clock

5.04 Penalty C

enalty Box .......

0.01 Location ..

0.02 Seating .....

Team Benches ..

5.01 Team Ben

Game Play .........

0.01 Participati

on – Overview

Play ..................

..........................

ster vs. Game 

 Skills Required

mitations Based

les .....................

n ........................

Communication

mmunication ..

..........................

e ........................

od .......................

..........................

meouts ..............

meouts ............

ock Paused for

ime ...................

 Play .................

..........................

Clocks .............

ock ...................

k ........................

locks ................

..........................

..........................

..........................

..........................

nches ................

..........................

ing in the Jam .

w of the Game .

..........................

..........................

Roster .............

d ........................

d Upon Types o

..........................

..........................

n .........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

r Timeouts and

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

of Games ........

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

d False Starts ..

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........1 

..........1 

..........1 

..........1 

..........1 

..........1 

..........1 

..........2 

..........2 

..........2 

..........2 

..........2 

..........2 

..........2 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........3 

..........4 

..........4 



 

iii

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD40

RD45 Sc

RD45

RD50 Bl

RD50

RD50

RD50

RD50

RD50

RD50

RD50

RD50

RD55 Pe

RD55

RD55

RD55

RD55

RD55

RD55

RD55

RD55

RD60 Se

RD60

RD60

 i  

0.02 Direction 

0.03 False Start

0.04 Relative Pl

0.05 Defining th

0.06 Pack Requ

0.07 Remaining

0.08 Returning 

0.09 Determini

0.10 Determini

0.11 Lead Score

0.12 Lead Score

0.13 Pausing the

coring ................

5.01 Pass Scorin

locking ..............

0.01 Blocking G

0.02 Positional 

0.03 Counter B

0.04 Blocking R

0.05 Blocking St

0.06 Active Sco

0.07 Multiplaye

0.08 Contact Z

enalties .............

5.01 Player/Pos

5.02 Impact Fou

5.03 Procedura

5.04 Miscellane

5.05 Head Refe

5.06 Team Pena

5.07 Fouling Ou

5.08 Expulsion .

erving Penalties

0.01 Entering an

0.02 Penalty Bo

of Play; Contin

ts .......................

ayer Position .

he Pack ............

uirement ...........

g In Bounds ......

 to the Track f

ng Active Scor

ng Lead Score

er May Change

er May End the

e Game Due t

..........................

ng .....................

..........................

Generally ..........

Blocking ..........

Blocking ............

Requirements ..

tops at Track 

orer Blocking ..

r Blocking Pro

Zones. ...............

..........................

sition Penalties

uls .....................

al Fouls .............

ous Fouls ........

eree Discretion

alty ...................

ut ......................

..........................

s ........................

nd Exiting the 

ox Capacity .....

nuous Motion .

..........................

..........................

..........................

..........................

..........................

from Out of Bo

rer .....................

r ........................

e Throughout t

e Jam ................

to Injury ...........

..........................

..........................

..........................

..........................

..........................

..........................

..........................

Boundary ........

..........................

ohibited .............

..........................

..........................

..........................

..........................

..........................

..........................

n ........................

..........................

..........................

..........................

..........................

Penalty Box ....

..........................

..........................

..........................

..........................

..........................

..........................

..........................

ounds ...............

..........................

..........................

the Jam ............

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

......... 4 

......... 4 

......... 4 

......... 4 

......... 4 

......... 5 

......... 5 

......... 5 

......... 5 

......... 5 

......... 5 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 6 

......... 7 

.......  7 

......... 7 

......... 7 

......... 7 

......... 8 

......... 8 

......... 8 

......... 8 

......... 8 

......... 8 

......... 8 

......... 8 

......... 9 



 

iv

RD60

RD60

RD60

RD65 A

RD65

RD65

RD65

RD65

RD65

RD70 O

RD70

RD70

 v  

0.03 Lone Bloc

0.04 Active Sco

0.05 Lone Activ

pparel ...............

5.01 Helmet Co

5.02 Uniforms ..

5.03 Jewelry .....

5.04 Skates .......

5.05 Protective

Officials ...............

0.01 Referees ...

0.02 Support St

ker Penalized .

orer Penalty ....

ve Scorer Pena

..........................

overs ................

..........................

..........................

..........................

e Gear ...............

..........................

..........................

taff/Non-skatin

..........................

..........................

alty ....................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

ng Officials .......

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

...........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

......... 9 

......... 9 

......... 9 

......... 9 

......... 9 

......... 9 

...... 10 

...... 10 

...... 10 

...... 10 

...... 10 

...... 10 



 

 1

Roller D

Roller derb
last up to n
(one Block
side of his/
circumstan
in a group,
while simu
with the m

Roller D

Play1
 RD

RD10.01 
USARS me
and a maxi
(the “Gam
and one (1
replace a r
player is re
play for any
of player sa

RD10.02 
Skills Requ

RD10.03 P
a. W
b. M
c. C

fe
d. O

RD10.04 
four Block
team may b

a. Bl
pr
w

1 All capitalize

2 The present
and junior de

3 A “female” 
defined to inc
and will allow
of those 14-1
Sports waiver

4 In Old Scho
alternating ea
apply to Old S

 

Derby Intro

by is a game p
ninety seconds

ker is called the
/her helmet). E
ces, the Pivot)
, called the Pa
ltaneously tryi
ost points at t

Derby – Rule

D10 Teams 

Team Roste
embership requ
imum of fiftee
e Roster”). Th
) designated al

rostered player
emoved from t
y reason (such
afety. 

Minimum Sk
irements (as d

Player Limita
Women’s Game

en’s Game: On
o-Ed Game: A
males occupyin

Old School Gam

Player Roles
kers and one Ja
be a Pivot. 
ocker: Blocker
rogress of the 
ithin  

ed terms shall be g

t Rule Book addre
rby. 

athlete shall be d
clude any athlete l

w participation in U
8 years old must 
r. 

ol style play, eight
ach period thereaf
School play; the te

oduction – 

layed by two t
s each. Each te
e Pivot and has
Each team will 
) who will earn
ack. Each team
ng to prevent 

the conclusion 

es of 

 

er vs. Game 
uirements, to 
n (15) players 

he Game Roste
lternate captai
r prior to the g
the Game Ros

h as injuries, fo

kills Require
efined in Adde

ations Based
e: Only adult fe
nly adult males
Adult males an
ng the Track to

me: Co-ed team

s. “Player Role
ammer from e

rs assist their t
 opposing Act

given the meaning 

esses flat track ro

defined to include 
legally recognized 
USARS sanctioned
be verified by a U

t (8) periods of te
fter (men second 
eams will mutually

Overview 

teams on rolle
eam will have 
s a stripe on h
 have one sco
n points by pa

m’s Blockers w
 the opposing 
 of the game w

Roster. A Cl
be eligible to 
 must be roste
er shall clearly 
n (who may be
game’s equipm
ster. If a Game
ul outs, or exp

ed. Rostered a
endum 1), as es

d Upon Types
emales compet
s competing. 
nd females co
o be mutually a

ms compete, w

e” refers to th
each team are 

team’s Active S
tive Scorer. In

as defined herein. 

ller derby game p

 any athlete legall
 as male in his sta

d events (under th
USARS registered 

en (10) minutes ea
 period, women t

y agree upon any b

of the Gam

er skates, on a
up to five tota

his/her helmet)
ring player (wh

assing opposing
will attempt to 
 scorer from m

will be the winn

ub may registe
represent them
ered (plus up 
 indicate one (
e either a rost

ment check. On
e Roster is red
pulsions), the h

and alternate p
stablished by U

s of Games2. 
ting.3 

ompete on the
agreed upon b

with adult men 

he position a p
 allowed on th

Scorer in navig
n preparation f

 

play; a future editi

ly recognized as f
ate of residence. U
he USARS rule set
club officer as we

ach will be played
third period, etc.)
breaks to be taken

me 

an elliptical Tra
al players on t
) and one Jamm
hich may be e
g players on th
 assist their ow
making his/her 
ner. 

er an unlimited
m (the “Team 
to five (5) alte

(1) team capta
tered player or
nce the substit
duced to less t
head referee m

players must h
USA Roller Spo

 

e same team, 
by the teams pl
and women alt

player is playin
he Track duri

gating the Pack
for the jam st

on will incorporat

female in her stat
USA Roller Sports
t only) by those n
ell as parental perm

d, beginning with t
). The rules gover
 during the game. 

ack, in contest
the Track, incl
mer (who will 
ither the Jamm
he Track. Bloc
wn scorer in 
 way through 

d number of p
 Roster”). A m
ernate players)
in (who shall b
r a coach). An 
tution has been
than eight (8) 

must declare a f

have passed th
orts. 

with the num
laying. 
ternating play 

ng in a given ja
ng play. One 

k, while also wo
tart, non-Pivot

ate specific provisi

te of residence. A
s recognizes FIRS 
o younger than ag
mission granted vi

the women playing
rning breaks betw
 

ts called “Jams”
uding four Blo
have a star on

mer or, under 
kers skate tog
navigating the 
the Pack. The 

players, compli
minimum of eig
) for a specific
be a rostered p
 alternate playe
n made, the re
 players during
forfeit in the in

he Minimum 

mber of males

at each period

am. A maximu
Blocker from 

orking to hinde
t Blockers mu

ons for banked tr

A “male” athlete s
international age 
ge 14. Skater prof
ia the official USA

g the first period 
ween periods will 

” that 
ockers 
n each 
some 

gether 
 Pack, 
 team 

iant to 
ght (8) 
c game 
player) 
er may 
eplaced 
g game 
nterest 

 and 

d.4 

m of 
each 

er the 
ust be 

rack 

shall be 
groups 
ficiency 

A Roller 

and 
not 



 

 2

th
po

b. Piv
m
ac
Sc
fea
ce

c. Jam
Sc
tre
on
Ad
ve
on
inc

RD15 Co

RD15.01 
official signa

a. Jam
b. Le
c. Pe
d. Jam
e. Pla

to
to
vio

RD15.02 V
Addendum

RD20 Ti

RD20.01 T
thirty (30) 
one (1) ten
five (5) min
these provi

RD20.02 T
ends when
pursuant to
(0:00). If th
for that pe
thirty secon

RD20.03 T
no limit to 
at the sou
designated 
(the Jam Se
there is a p

 

e boundaries 
oints, except th
vot: Pivots are
ust begin the ja
ting as Active 

corer, s/he is 
aturing a single

enter to rear ce
mmer: A Jamm
coring at RD 4
eated as a Bloc

n or behind the
ddendum 2). Ja
elocity sufficien
ne highly visibl
ches across fro

ommunica

Audible Co
als/communica
m start - one s
ead Scorer - tw
enalty - one lon
m called off/en
ayers are not t

o confirm an of
o Officials shal
olation penalty

Visual Comm
 3, throughout

iming 

The Game. G
minute period

n (10) minute 
nutes each. Th
isions (includin

The Period. 
n the last jam 
o RD40.12 he
hirty seconds (
riod unless a t
nds (0:30) rem

The Jam. A p
 the number o
nding of the 
 official, and th
et Break) that
pending timeou

of the Blocke
hat the Pivot m
e Blockers that
am within the 
Scorer, the Piv
not considere
e, highly visible
enter. 
mer’s primary 
45); if the Pivot
cker, replacing
 Jammer Line 
ammers may b
nt to render an
le and contras
om point to po

ation 

ommunicatio
ation during th
short whistle b
wo short, rapid
ng whistle blast
ded - four rap
to direct comm
fficial’s commu
l be through 

y. 

munication. G
t the game, as 

Games shall co
ds, three (3) tw
break will take
he host team 
ng if teams will 

A play period 
 runs to com
erein), and ma
0:30) or fewer
ime out is calle

maining on the p

period is divid
of jams allowed
jam start whi
he jam is ende
t will last up to
ut. 

er Area (see T
may assume Ac
t have the pot
boundaries of 
vots remain su
ed a Blocker f
e contrasting s

role is to bec
t has assumed

g the Pivot in t
that is located

be moving at th
n advantage at 
sting star on e
oint. 

n. Game Off
e game: 

blast 
d whistle blasts
t 
id whistle blast
munication to 
unication to tha
the Captain a

Game Officials 
necessary and 

onsist of sixty (
wenty (20) min
e place betwee
or event orga
 switch benche

 begins when t
pletion (either

ay therefore e
r remain on th
ed by a captain
period clock, t

ed into multip
d in each perio
istle. The end
ed on the four
o thirty (30) s

Track Diagram
tive Scorer sta
tential to assu
 the Pivot Area
ubject to all the
for the remain
stripe, a minim

come Active S
 Active Scorer

the Pack for th
d twenty (20) f
he jam start w
 the start). Eac
each side of t

ficials shall uti

 

ts 
Officials durin
at player; any o
and/or Alterna

 shall utilize the
 appropriate. 

(60) minutes o
nute periods, o
en periods; the
anizer will dete
es at halftime). 

the designated 
r the jam cloc

extend past th
he period clock
n or an alternat
the period cloc

ple jams, during
od. A jam may
 of the jam i

rth whistle blas
seconds, after 

m, Addendum 
atus as set fort
me Active Sco
a (see Track D
e Blocker rule
nder of the Ja

mum of two (2)

Scorer and sco
r status in the

he duration of 
feet behind the

whistle, but ma
ch Jammer mus
the helmet, me

ilize the follo

g a jam except
other commun
ate only, durin

e official hand 

of play time, wh
or four (4) fifte
e remaining pe
ermine exact b
 

 official blows 
ck expires or 
e point when
k when a jam e
te. If an officia
ck will not be p

g which the te
y last up to nin
s signaled by 
st of this signa
 which the ne

2). Blockers d
th under RD40
orer status (se

Diagram, Adden
es; once the Piv
am. Pivots we
) inches wide, 

ore points for 
e jam, the Jamm
the jam. The J
e Pivot Line (s
ay not be accel
st wear a helm
easuring a min

owing audible 

t in the case o
nication by Play
ng a Timeout.

 signals set fort

hich may be di
een (15) minut
eriod breaks w
break times, in

 the first jam w
 the Lead Sco
 the period c
ends, no addit
l time out is ca
paused. 

eams compete 
nety (90) seco
 four short w
al. There is a 

ext Jam will pr

do not score 
0.09. 
ee RD40.09). P
ndum 2). Whe
vot becomes A
ear a helmet c
 running from 

 his/her team 
mer is immedi
ammers begin 
ee Track Diag
lerating (increa

met cover featu
nimum of four

of an emergenc
yers and/or Te
 See RD55.03

th in Hand Sign

ivided into two
te periods. At 
will be three (3
n accordance 

whistle. The pe
orer ends the 
clock reaches 
tional jam will 
alled with less 

 for points. Th
onds. The jam 
whistle blasts b
break between

romptly begin 

Pivots 
en not 
Active 
cover 
 front 

 (see 
ately 
 play 

gram, 
asing 
uring 
r (4) 

cy or 
eams 
3 for 

nals, 

o (2) 
least 
3) to 
with 

eriod 
 jam 
zero 
start 
 than 

here is 
begins 
by the 
n jams 
unless 



 

 3

RD20.04 
Team Time
Timeout m
the next ja

RD20.05 O
if more tha
direct the 
review an 
error, the 
points may 

RD20.06 
timeout an

RD20.07 P

RD20.08 O
break, the 
receive one 
Period, the
no Lead Sc
pass throu
score rema
to score s
carry over.

RD25 O

RD25.01 S

RD25.02 
during a tim

RD25.03. 
blast of the

RD25.04 
clocks paus
penalty. 

RD30 Pe

RD30.01 L

RD30.02 S
each team.

RD35 Te

RD35.01 T
Team Benc
game play. 

 

Team Timeo
eout, the capt

may be taken du
m. 

Official Time
an thirty (30) s
players back t
official’s call at
call may be wi
 not be withdr

Period Clock
d false start re

Penalty Time

Overtime Pl
 teams will pla
 (1) additional t
e teams will sk
corer, Pivots w
gh the Pack. T
ains tied, subse
hall be declare
. Subsequent P

Official Cloc

Separate Clo

Period Cloc
meout. The pe

 Jam Clock. 
e jam-ending sig

Penalty Cloc
se between jam

enalty Box 

Location. The

Seating. Six (
 Players must 

eam Bench

Team Bench
ch). Only Game
For violation p

outs. Each tea
ain or designa
uring any single

eouts. Referee
econds remain
to the Track a
t any time dur
ithdrawn or ch
rawn, nor addit

k Paused for
eset except as 

e. A player rec

ay. If the scor
ay a five (5) m
timeout for the 
ate a full ninet

will not be elig
The team with
equent Post-ov
ed the winner

Post-overtime J

cks 

ocks. Each gam

k. The period
riod clock mus

The jam clock
gnal. 

cks. There mu
ms and during 

e penalty box m

6) seats will be
be seated in th

hes 

hes. Each team
e Roster player
penalty, see RD

am is allowed 
ted alternate w
e Jam Set Brea

es may call an O
n on the period
and promptly 
ring the game; 
hanged as deem
tional points aw

r Timeouts a
set forth in RD

ceiving a Penalt

re is tied at the
minute Overti
Overtime Period

ty (90) second 
gible for Active
h the most poi
vertime Jams w

r. An Overtim
Jams are exten

me will have se

d clock starts o
st be visible fro

k starts on the 

ust be enough
 timeouts. Play

must be in an e

e provided for 
he penalty box 

 will have a sep
rs and up to tw

D55.03. 

three (3) nine
will signal the 
k. At the conc

Official Timeou
d clock at the 
begin the nex
 if the determ
med appropriat
warded, as a re

and False Sta
D20.02, and sh

ty (see RD 55)

e end of a game
me Period, ob
d. If the score 
 jam (the Post-
e Scorer, and J
ints at the end
will be played 
e Period is an

nsions of the pr

parate penalty 

on the jam sta
om the Track, 

 first whistle o

h penalty clock
yers may reque

easily accessibl

 the penalty bo
 in order to se

parate seating 
wo (2) coache

ety (90) second
 referees with 
clusion of the T

ut at any time, 
conclusion of 

xt jam. Referee
mination is mad
ate by the head
esult of a chang

arts. The perio
all resume wh

) will serve thir

e, the following
bserving all ru
 remains tied a
-overtime Jam)
Jammers will b
d of the Post-o
under the sam

n extension of 
revious term o

y clocks, jam clo

art whistle of 
 Team Benches

of each jam and

ks to time all 
est the length 

le area close to

ox; three (3) se
erve a penalty. 

area in an area
es may be pres

d timeouts pe
 a ‘T’ hand sig
Team Timeout

which will end
the Official Tim
es may call an
de that an offic
d referee; how
ge in the officia

od clock will b
en the new jam

rty (30) seconds

g will apply: Af
ules of regular 
at the conclus
). The Post-ov
begin accruing 
overtime Jam 

me guidelines e
f the previous 
of play; all pena

ocks, and perio

 the first jam a
s, and the pena

d will stop on 

penalties sepa
 of time remai

o the Track. 

eats will be cle
 

a easily accessib
sent in the Tea

r game. To ini
gnal. Only one
t, an official wil

d any jam in pro
meout, a refer
 Official Time
cial call was m

wever, once aw
al’s call. 

be paused duri
m starts. 

s in the Penalty

fter a one (1) m
 play. Each tea

sion of the Ov
vertime Jam wi
 points on the
is the winner;

except the first
 period; all pe
alties carry ove

od clocks. 

and only paus
alty box area. 

 the fourth wh

arately. Penalty
ining in his/her

early designated

ble to the Trac
am Bench area 

itiate a 
 Team 
l begin 

ogress; 
ree will 
out to 

made in 
warded, 

ng any 

y Box. 

minute 
am will 
ertime 
ill have 
eir first 
; if the 
t team 

enalties 
er. 

es 

histle 

y 
r 

d for 

ck (the 
 during 



 

 4

RD40 Ga

RD40.01 P
be within t
2). Game p
one skate o
may start t
starting pos
will be exc
Players”). A
opposing p
will still be 

RD40.02 
throughout
the Track; 
direction s
during a jam

a. Ch
b. Re
c. Av
d. Yie

For violatio

RD40.03 F
the soundin
the next ja
position be
jam, s/he sh
Line for pu
Following a
promptly; t

RD40.04 
point of ea
counterclo

RD40.05 D
proximity t
“Proximity”
Upright Ska
comprise a
group of Bl
from the sa
track. 

RD40.06 P
Blocker wh
comprising 
status as so
which will 
each time a

 
 

 

ame Play 

Participating
the Blocker Ar
play shall includ
or two, with n
he jam with on
sition, equipme
cluded from th
A player may n
layer cannot r
 considered an

Direction of
t the duration 
 clockwise mo
o long as s/he

m is not permit
hanging skating
ecovering from
voiding collisio
elding position a
on penalties, se

False Starts.
ng of the jam 
am start, and t
ecomes his/her
hall re-start tw
urposes of the
a false start, 
there will be no

Relative Play
ach player’s h
ckwise directio

Defining the 
to one another
” is maintaining
ating Position 

an equal numbe
lockers most fo
ame team, the 

Pack Require
ho re-enters t
 the Pack, laps

oon as they are
be served by t
a team is lappe

g in the Jam. 
rea, and Jamme
de only those e
no other body 
ne hand down 
ent and uniform
he jam at the j
not block an o
return to the t
 Active Player.

f Play; Conti
 of the jam, al
ovement on th
e observes th
tted unless the
g direction, or 

m a block or fal
n or unwanted

after cutting the 
ee RD55.02 an

 If a Jammer (
start whistle, t

the false startin
r Jammer Line 
wenty (20) feet
e next start. A
Jammers will 
o Jam Set Brea

yer Position.
ips; a pass is 
on beyond the 

 Pack. The Pa
r, excluding Ac
g a Relative Pla
or in bounds 
er of players a
orward on the
 Pack is the gr

ement. A Blo
the rear of the
 part or all of 
e within proxim
the first Block
d. For violatio

 Prior to the ja
ers must be on
eligible Game R
 parts or equip
in the speed st
m requirement
jam start whis

opposing playe
track before th
. For violation 

inuous Motio
l Active Player
he Track is no
e countercloc
e player is only
 
l, or 
d contact with 
 Track. 
d RD55.03. 

including equip
the jam shall i
ng Jammer sha
 for purposes 
t behind the o

A third consecu
immediately r

ak. 

. Relative Playe
completed w
 opposing play

ack is the large
ctive Scorers, e
ayer Position no

in order to b
and are more 
e track. When 
roup comprisin

ocker who is n
e Pack, having
the opposing t
mity to the Pac
ker to re-enter
n penalties, see

am start, Pivot
n or behind the
Roster players 
pment compo
tart position if
ts at the jam s
stle and will b
r out of bound
he jam start w
 penalty, see R

on. Beginning 
rs will continu
ot permitted a
kwise directio

y momentarily 

 another playe

pment/uniform
mmediately en
all start a new
of the next st
riginal Jammer
utive false star
reset as instr

er Position is 
hen the passin

yer’s hips. 

est group of B
except as set fo
ot more than t

be part of the 
than ten (10) 
two or more 

ng all Blockers 

not part of the
g lapped the P
team, then the
ck, except that
r the front of t
e RD55.02 and

ts must be with
e Jammer Line
 on the Track 
nents touching
f s/he desires) 
start whistle (“
e waved off th
ds prior to th

whistle. In such 
RD55.03. 

 at the sound
ously skate in 
at any time. A

on of play. Sto
stopped while

r, or 

m) touches the
nd, the period 

w jam ten (10) 
tart. If the sam
r Line, and this
rt will result i

ructed by refe

determined by
ng player’s hip

Blockers comp
forth herein. A
ten (10) feet ap
 Pack. When t
 feet from one
groups of Bloc
on a team and

e Pack is consid
Pack, will be s
e opposing team
t the lapped te
the Pack. Only
d RD55.03. 

hin the Pivot A
e (see Track D
in an Upright S
g the floor, ex
and otherwise

“Active Players
he track by a 
e jam start wh
 a case, the ou

ing of the jam
 a countercloc
A player may 
opping or stan
e: 

e track beyond
 clock shall im
 feet behind th

me Jammer fals
s line shall bec
n a penalty pu

erees and gam

y reference to
ps have move

rising players f
A single player c
part. A Blocker
two or more 
e another, the
ckers exclusive
d positioned m

dered out of p
ubject to a pe
m’s Blockers w
eam will receive
y one team pe

Area, Blockers 
Diagram, Adde
Skating Positio

xcept that a Jam
e in compliance
s”); all other pl
referee (“Exc

histle, such tha
ut of bounds p

m start whistle
ckwise directio
skate facing in

nding on the T

d the Jammer L
mmediately sto
he Jammer Lin
se starts on th
ome his/her Ja
ursuant to RD

me play will r

o the center o
ed in a forwar

from both tea
cannot be the 
r need not be 
groups of Blo

e Pack is the la
ely comprise pl

most forward o

play. An out o
enalty. If one 
will return to In
e one team pe
enalty will be i

 must 
ndum 

on (on 
mmer 
e with 
layers 
luded 
at the 
player 

e, and 
on on 
n any 
Track 

Line at 
p until 

ne; this 
he new 
ammer 

D55.03. 
esume 

r mid-
rd and 

ams in 
 Pack. 
in the 

ockers 
argest 
layers 

on the 

of play 
team, 
n Play 
enalty, 
ssued 



 

 5

RD40.07 R
boundaries 
boundary p
cuts short t
jumps and 
the ground

RD40.08 R
position at 
Track who 
Upright Ska
must then e
entering the
position aga
the same w
Active Score
bounds. A 
the out of b

RD40.09 D
to pass thr
the Pack to
feet ahead 
emerges fr
Active Sco
Active Sco
have to be 

RD40.10 D
be declared
other disqu
declared Le
met. An Ac
opposing A

RD40.11 
Scorer, the
committing
Pass comp
(one has n
Scorers are
a jam in th
obtain Lead
begun Lead

RD40.12 L
hips in rapi
only) and m
commence 
Active Sco
RD55.03. 

 

 

 

Remaining In
 throughout t

places a player 
the track lengt
ceases all cont
 is resumed. Fo

Returning to
 which s/he left
advances his/he

ating Position wi
exit the Track a
e Track. Additio
ainst the opposin
warning and mu
er before re-ent
player in boun
bounds player’

Determining
rough the Pack
o become an A
of the foremo

rom the Pack, 
rer Status, his
rer status has 
 on the Track i

Determining
d Lead Scorer. 
ualifying circum
ead Scorer, pro
ctive Scorer w

Active Scorer is

Lead Score
e opposing Ac
g any penalty 
leted against t
ot lapped the
e deemed to b
he penalty box
d after succes
d Status may n

Lead Scorer 
d succession; 
ust be in the U
 once the Act

orer who effec

n Bounds. Eac
the jam. Any c
out of bounds

th. A player als
tact with the g
or violation pe

o the Track f
t the Track, bu
er relative posit
ill receive a verb
and then slow d
nally, an Active 
ng Active Score

ust exit the Trac
tering the Track
nds need not y
s re-entry to t

g Active Scor
k and may beco
Active Scorer. A
ost Blocker in 
 or must retu
s/her Jammer w
 all the rights 
in order for hi

g Lead Score
 A Jammer or 

mstances. If an A
ovided that all 
ho is sent to th
s subsequently 

r May Chan
ctive Scorer m
during the pas
the then-curre
 other), excep

be on the same
x is considered
sfully complet
ot change. 

 May End the
however, the 
Upright Skating
tive Scorer ha
ctively ends th

ch Active Playe
contact with t
. A player may

so may not ska
ground, the pla
enalty, see RD5

from Out of 
ut must not adv
tion against any
bal warning and
down or stop in 
 Scorer re-enter

er who has rema
ck and then slo
k. A player ma
yield the right 
the Track. For 

rer. A Pivot m
ome an Active
A Jammer has 
 the Pack. The
rn to the Pac
will join the P
of any Active 
s/her Pivot to 

er. The first Jam
 Pivot who beg
Active Scorer 
 requirements 
he penalty box
 sent to the pe

nge Through
may assume Le
ss (a “Clean P
ent Lead Scor
pt when one S
e pass for pur
d on the same
ting his/her ini

e Jam. The Le
Lead Scorer m
g Position and 
s made the se
he Jam when 

er must use hi
the floor (inclu
y not skate acr
ate out of boun
ayer’s prior bo
55.03. 

Bounds. A pla
vance his/her p
y player who ha
d hand signal fo
 order to yield 
ring the Track 
ained on the Tr
ow down or sto
ay not acceler
of way to an o
 violation pena

may break from
e Scorer once 
completed the

e Pivot must b
k before purs
ack as a Block
 Scorer, includ
become Active

mmer to emer
gins a jam in th
 is sent to the 
 for becoming 
x may not rega
enalty box. 

hout the Jam
ad status by p

Pass”). Active 
rer provided t
Scorer is exiti
poses of this r
e lap as the L
itial pass throu

ead Scorer may
must pass at leas

in bounds in o
econd in a ser
s/he is not L

s/her best effo
uding equipme
ross the infield 
nds in an attem
ounds status is

ayer may re-en
position in the
as remained in

for “Cutting the 
his/her position
while not in the
rack and in the
op in order to y
rate or pick u
out of bounds 
alties, see RD5

m the Pack duri
 the opposing 
e initial pass an
be in the Pack 
uing Active Sc
ker for the re
ding becoming 
e Scorer. 

rge from the P
he penalty box
penalty box, th
 Active Scorer 
ain Lead for the

m. Following t
passing the Le
Scorers altern

that both Acti
ing the penalty
rule. Only a po

Lead Scorer w
ugh the Pack. 

y end the Jam 
st one opposing

order to do so
ries of hand-to
Lead will rece

orts to remain 
ent/uniform) be
 in such a way 
mpt to avoid a 
s maintained u

nter the Track
e Pack. A player
n the Pack, on t
 Track” from th

n to all players i
e Pack who adv
e Upright Skatin
yield his/her po
p momentum 
 player, but ma
5.02 and RD55

ing his/her Jam
team’s Jamme

nd “Emerged” 
 at the time th
corer Status. I
emainder of th
 Lead Scorer. 

Pack during his
x is eligible for 
he opposing A
 (see RD40.09
e remainder o

the initial det
ad Scorer in b
nate Lead stat
ve Scorers ar

ty box, in whic
otential Active

when entering 
 Once the jam

by placing his/
g Blocker (during
o. The jam endi
o-hip motions 
ive a penalty 

 within the Tra
eyond the Tra
 that substantia
 block. If a play
until contact w

k at the same r
r re-entering the
the Track, and 
he referee. The 
in the Pack bef
vances his/her r
ng position will 
sition to the op
 for a block u
ay not actively
5.03. 

mmer’s initial at
er has emerged
once s/he is te
he opposing Ja
If the Pivot as

he Jam. A Pivo
A Jammer do

s/her initial pas
 Lead Scorer a

Active Scorer w
9) have already 
f the Jam unles

termination of
bounds and w
tus with each 
re on the sam
ch case both A
e Scorer who 
the Track, an

m ending whist

her hands on h
g the first scorin
ing whistle sign
 to end the ja
in accordance

ack 
ack 
ally 
yer 

with 

relative 
e 
 in the 
 player 
fore re-
relative 
receive 

pposing 
until in 
y block 

ttempt 
d from 
en (10) 
ammer 
ssumes 
ot with 
es not 

ss will 
absent 
will be 
y been 
ss the 

f Lead 
without 
 Clean 
e pass 
Active 
begins 
d may 
tle has 

his/her 
ng pass 
nal will 
am. An 
e with 



 

 6

RD40.13 P
that Player
Timeout w
Thereafter,
ten minute
the Track 
penalty wil
against the 

RD45 Sc

RD45.01 
every Clean
will additio
Scorer has 
be awarded
emerged fr
Pack memb
Jammer, if A
for each op

a. Re
b. Is 
c. Is 

po

RD50 Bl

RD50.01 
opponent d
blocking an

RD50.02 P
an opposing

RD50.03 C
the Receivi

RD50.04 B
bounds, in
considered
Player mus
Receiving P
initiated aga
violation pe

RD50.05 
while block
beyond the
penalty, see

RD50.06 A
Track, but 
RD55.02. 

 

 

Pausing the G
r unable to co

will be called a
, game play wil
s of period clo
in the ensuing
l be served by
 Disabled Playe

coring 

Pass Scoring
n Pass of an op

onally accrue p
 scored a poin
d once for eac
rom the Pack 
bers. An Activ
Active Scorer 
pposing Blocke
eturns from th
out of play wh
out of play wh

oint for passing

locking 

Blocking Ge
down or out 

nd need not inv

Positional Bl
g player to imp

Counter Blo
ng Player whic

Blocking Req
 the Pack, an
 skating. The I
t be in bounds

Player requirem
ainst him/her. 
enalties, see RD

Blocking Sto
king, the Initiat
e Track bound
e RD55.02. 

Active Score
 may only init

Game Due t
ontinue play a
nd the Disable
ll resume as se
ock time follow
g Jam unless s/
y another team
er only. 

g. Following h
pposing Active

points for oppo
t for passing a
h scoring pass
after fully lapp

ve Scorer will 
has not yet be

er who: 
e penalty box 

hen the Active 
hen the Jam en
g an opponent.

nerally. Block
of bounds or 
volve contact. 

ocking. Positi
pede movemen

cking. Counte
ch is designed t

quirements. A
nd skating in 
Initiating Playe
s in the Uprigh
ments and mu
Subject to thes
D55.02. 

ops at Track
ting Player mus
dary; once the

er Blocking. T
tiate a block 

to Injury. If a 
and unable to 
ed Player will 
et forth in RD2
wing the resum
/he received a
m member, to

is/her initial pa
e Player, wheth
osing Excluded
an opponent; p
s through the P
ping the Pack; 
receive one po
een declared). 

behind the Act
 Scorer emerge
ds, if not alrea
 

king is any mo
 to impede th

ional blocking 
nt on the Trac

er blocking is a
to counteract a

All blocks mus
a controlled 
r must have at
ht Skating Posi
st also have h
se requiremen

k Boundary. 
st cease blocki
e Receiving P

The Active Sco
against an op

Player suffers a
 immediately 
be assisted as

20.05, and the 
mption of gam
 penalty at the

o be designated

ass through th
her or not the
d Players and 
points for Exclu
Pack. A scoring
no points will
oint each time
An Active Sco

tive Scorer, or
es from the Pa

ady scored upo

ovement on the
e opponent’s 

occurs when a
k. 

any motion or 
an opponent’s 

st be delivered
fashion in th

t least one foo
ition. A player
is/her head ab

nts, a player ma

If an Initiating 
ing before the 
layer is out o

orers may initi
pposing Blocke

an injury or illn
exit the Trac

s reasonably n
 Disabled Playe

me play. The D
e time s/he be
d by the Capt

he Pack, an Ac
e opponent is o
opponents in 
uded Players a
g pass is comp
l be awarded 
e s/he fully laps
orer will also r

r 
ack, if not alrea
on, and if the A

e Track, durin
speed or mov

a player positio

 movement tow
 block. 

d during game p
he countercloc
ot on the floor
r recovering fr
bove hips befo
ay initiate a blo

 Player forces 
 Initiating Playe

of bounds, the

iate blocks aga
er within the 

ness during gam
ck (“Disabled 
necessary to sa
er must refrain

Disabled Player
ecame disabled
tain. The pena

ctive Scorer r
out of bounds.
the penalty bo

and players in t
pleted once the
for dropping b
s the opposing

receive one po

ady scored upo
Active Scorer h

ng a jam, desig
vement. This 

ons themselves

wards an onco

play while the 
ckwise directi
r to initiate a b
rom a block or
ore any additio
ock at any time

 a Receiving P
er makes cont
e block must 

ainst one anoth
Pack. For vio

me play that re
Player”), an O
afely exit the 
n from game p
r will be replac
d, in which ca
alty will be rec

receives a poin
. The Active Sc
ox once the A
the penalty bo
e Active Score
back and re-pa
g Active Score
int per scoring

on, or 
has already sco

gned to knock 
includes count

s in front of 

oming block by

 Initiating Playe
on; stepping 
block. The Rec
r a fall must m
onal blocking m
e during the jam

Player out of b
tact with any s
cease. For vio

her anywhere 
olation penaltie

enders 
Official 
Track. 
lay for 
ced on 
ase the 
corded 

nt for 
corer 

Active 
ox will 
er has 
assing 
er (or 
g pass 

ored a 

 the 
ter-

y 

er is in 
is not 
ceiving 

meet all 
may be 
m. For 

bounds 
surface 
olation 

 on the 
es, see 



 

 7

RD50.07 
uniforms o
to be illega

RD50.08 C
a. Co

is 
b. Le

ex
c. Ille

 
 
 

d. Le
 

 
e. Ille

 
 
 

RD55 Pe

RD55.01 P
as well as t
a Pivot for t

RD55.02 I
that impact
accordance

a. No
Po

b. Pe
or
i. 

ii. 

iii. 

iv. 

v. 

vi. 

vii.
viii

 

Multiplayer 
r equipment) 
l. For violation

Contact Zon
ontact betwee
always respon

egal target zon
xcept the back 
egal target zon

Anywhere a
On the back
Anywhere b

egal blocking zo
The arm fro
torso; no bl
The torso, h

egal blocking z
Elbows, fore
The head 
Any portion

enalties 

Player/Positi
the player posit
the duration o

Impact Fouls
t or affect the 
e with the impa
o impact, no p
osition. 
enalty (30 secon
r intentionally a

General Blo
causes an op
a penalty (B
Forearms: I
opponent in
Blocking wit
result in a p
be called as 
Out of Play
unable to ga
will result in
penalty. 
Multiple Pla
the Track w
Airborne Bl
Relative Play

. Direction of
i. Out of Bou

Relative Play

Blocking Pro
in a multiplaye

n penalties, see

es. 
n opponents is
sible for the le
es – an Initiat
 of the Receivi
nes – a player m
above the shou
k of the torso, 
below mid-thig
ones – an Initia
om the should
ock shall be in
hips, booty and
zones – an Initi
earms and han

n of the leg bel

on Penalties
tion for the dur
f the jam), exc

s. Fouls (any a
movement or 
act of the Foul 
penalty: causin

nds): causing a
altering own p
ocking: Initiatin
pposing player
locking to the 
n additional t

n such a way th
th the Head/H
enalty. Inciden
 a penalty. 
: Blocking an o
in Relative Playe
n a penalty. Ac

yer Blocking: 
will result in a p
locking: Blocki
yer Position, fa
f Game Play: B
unds Blocking:
yer Position, f

ohibited. Play
er block. This 
 RD55.02. 

s limited to leg
egality of the co
ing Player may
ng Player. 
may not initiat
ulders 
 booty or thigh
gh 
ating Player ma

der to the elbo
itiated utilizing
d upper thigh 
iating Player m
ds 

low mid-thigh 

s. Penalties are
ration of the jam
cept as set fort

action or move
 position of pla
 upon the gam

ng an opposing

an opposing pla
osition. 
ng contact wit
r to lose Relati
 Back, Low Blo
to general blo
hat their move
High Blocking: 
ntal contact wit

opponent whil
er position or to

ctive Scorers m

Multiple player
penalty. 
ing with both 
all down, or go
Blocking while s
 Blocking whi
fall down, or g

yers may not 
link must be b

gal blocking zo
ontact. 
y block to all a

te a block to th

h 

ay execute a b
ow, provided t
g an extended 

may not execut

e effective as to
m (i.e., if a Pivo
th in RD60.04. 

ement prohibit
ayers on the T

me: 
g player to mo

ayer to lose R

th an illegal bl
ve Player Posit

ocking, Elbows,
ocking require
ment will be re
Initiating conta
th or to the he

e not part of 
o lose Relative

may block each

r blocks that i

feet off the g
o out of bound
stopped or ska
ile out of bou
go out of boun

form a link or
blocking or imp

ones and legal t

areas above th

he following ar

block utilizing: 
the arm is par
arm 

te a block utiliz

o the individua
ot is serving a p
 

ted by these R
Track will be su

omentarily los

Relative Player 

locking zone o
tion, fall down
, Forearms). 

ements, the us
estricted will r
act with the h
ead that has no

the Pack whic
e Player Positio
h other outside

impede the mo

ground which 
s will result in 
ating clockwise
unds which ca
nds will result 

r grab onto e
peding an oppo

target zones. T

he mid thigh a

reas of the Rec

rallel to the In

zing: 

al player the du
penalty, the te

Rules) committ
ubject to the f

se balance, but

Position or ad

or to an illega
n, or go out of 

se of hands t
result in a pena
head or to an 
o effect on eith

ch causes an o
on, fall down, 
e of the Pack w

ovement of an

causes an opp
 a Penalty (Mis
e will result in 
auses an oppo
 in a penalty. A

ach other (inc
onent for the 

The Initiating P

and below the 

ceiving Player: 

itiating Player’

uration of the p
am will play wi

ted during gam
following penal

t not Relative 

dvancing, impro

al target zone 
f bounds will re

to grab and h
alty. 
opponent’s he
her player shou

opposing player
or go out of b

without receivi

n opposing pla

posing player t
sconduct). 
a penalty. 

osing player to
Actively blocki

cluding 
action 

Player 

 neck, 

 

s 

penalty 
ithout 

me play 
lties, in 

 Player 

oving, 

 which 
esult in 

hold an 

ead will 
uld not 

r to be 
bounds 
ing this 

ayer on 

to lose 

o lose 
ing an 



 

 8

RD55.03 P
not directly
departure 
adhere to 
appropriate
immediately
RD55.02 o

a. RD
b. RD
c. RD
d. RD
e. RD
f. RD
g. RD
h. RD
i. RD
j. RD
k. RD

RD55.04 M
penalty at t

a. Un
b. Fa
c. Av
d. Int

RD55.05 H
allowed by
discretion d

RD55.06 T
clear which
In the case 
for any rea

RD55.07 F
remainder 

RD55.08 E
for the rem

a. An
b. Ch
c. W
d. Di
e. Th

RD60 Se

RD60.01 E
unless they
expressly s

a. Mu

 

opposing pla
the Track w
 

Procedural F
y or immediate
from the rule
the procedura
e per RD55.06
y impact the 
r RD55.03 is a
D15.01.e Com
D35.01 Team B
D40.01 Particip
D40.02 Directi
D40.03 False St
D40.06 Pack R
D40.07 Remain
D40.08 Return
D40.12 Lead Sc
D60.01 Enterin
D65.05 Protect

Miscellaneou
the referee’s d
nsportsmanlike
ailure to observ
voidable delay 
tentionally rem

Head Refere
y these Rules, 
does not allow

Team Penalt
h team is respo
 of a team pen
son, the penalt

Fouling Out. 
of the game. 

Expulsion. O
mainder of the 
ny willful, out o
hoking, biting k

Willfully ignoring
irecting abusive
hrowing your b

erving Pena

Entering and
y have been 
et forth herein
ust skate coun

ayer who is ou
will be called as 

Fouls. Procedu
ely impact the 
s of play and 
al requirement
6, a penalty to
movement or

at the discretio
munication (Ill
Benches (Illega
pating in the Ja
ion of Play; Co
tarts (Illegal Pr
equirement (O
ning in Bounds 
ning to the Trac
corer May End
ng and Exiting t
tive Gear (Illeg

us Fouls. In ad
iscretion: 
e behavior (Mis
ve the ruling o
of game (Illega

moving an oppo

e Discretion
if such action

w referees to ch

ty. In the even
onsible for the 
nalty, the team
ty will be serve

 A player rece

nly the head r
game) will resu
of control or v
kicking or fight
g a referee’s ca
e language or g
body into anot

alties 

d Exiting the 
penalized. Pen
n. A penalized 
nter clockwise 

ut of bounds t
 a penalty. 

ural Fouls are v
 movement or
may present 

ts of game pla
o the team cap
r position of p
on of the refere
egal Procedure

al Procedure) 
am (Illegal Proc
ontinuous Moti
rocedure) 
Out of Play) 
 (Skating out o
ck from out of

d the Jam (Illega
the Penalty Bo
gal Procedure)

ddition to the 

sconduct Foul)
r instructions 

al Procedure) 
onent’s helmet

. The head ref
n provides an 
hange these Ru

nt that the offe
 offense, a pen
 captain will se
ed by the first 

iving seven (7)

eferee may iss
ult for: 
violent play 
ting 
all 
gestures at any
ther player in a

 Penalty Box
nalized players
player: 
outside the Tr

hat causes him

violations of ga
r position of pl
a broader str

ay will result i
ptain or other 
players on the
ee making the 
e) 

cedure) 
ion (Direction 

of Bounds) 
f Bounds (Cutt
al Procedure) 
x (Illegal Proce
 

Impact and Pr

) 
of a referee (In

t cover during 

feree has discre
unfair advanta

ules. 

ending player c
nalty may be im
erve the penalt
player on the 

 penalties in a 

sue an Expulsio

y person 
a tackle block 

x. Players and c
s must procee

rack to enter a

m/her to fall or

ame play rules 
layers on the T
rategic or safe
n a penalty to
 player. Some 
e Track; penal
call. 

 of Game Play)

ting the Track)

edure) 

rocedural Fouls

nsubordination

a jam (Miscond

etion to call a 
age to one te

cannot be clea
mposed upon t
ty time impose
roster who is 

 single game w

on. Expulsion (

coaches are no
ed immediatel

and/or exit the

r affects his/he

other than blo
Track, but non

ety impact to t
o the violating
 procedural fo
lizing such vio

) 

) 

s, the following

n) 

duct) 

penalty for any
eam or impact

arly identified, 
the team rathe
ed. If the Capt
still in the gam

will be declared

(removal from 

ot allowed to e
ly to the pen

e penalty box, a

er ability to re-

ocking rules, th
netheless repre
the game. Fail

g player(s) or, 
ouls may direc
olations under 

g will be subje

y action not ex
ts player safety

 but it is none
er than the ind
tain has left the

me. 

 ineligible to p

 the game rost

enter the penal
nalty box, exc

and 

-enter 

hat may 
esent a 
lure to 
 where 
tly and 
 either 

ect to a 

xplicitly 
y. This 

etheless 
dividual. 
e game 

lay the 

ter 

lty area 
cept as 



 

 9

b. Is 
s/h
in 

c. Ma
tea
in 
W
sta
th
en
en
pe

RD60.02 
simultaneo
the player w
serving his/h

RD60.03 
Blocker”), t
- - until an
Blocker wil
the Track a

RD60.04 J
helmet cove
Jammer and
Scorer statu
one. 

RD60.05 L
to participa
referee wil
the box, an
and Pivot in

RD65 Ap

RD65.01 H
a. Ea

an
b. O

co
c. He
d. He

tea
be

RD65.02 U
a. Ea
b. Al
c. Al
d. Te
e. Ea

re

 

considered “in
he is directed 
 the box, and 
ay not leave th
am during a pe
 the penalty box

When there are
and up in the p
e penalty time

ntering from th
nter the Track a
enalties, see RD

Penalty Box
usly. If there a
will stand beside
her penalty time

Lone Blocke
that Lone Bloc
other Blocker
ll proceed to t
and has joined 

Jammer/Pivot
ers and will ser
d Pivot at the st
s) are seated i

Lone Active 
ate in the jam a
l immediately 
nd the team th
n the new jam.

pparel 

Helmet Cove
ach team’s Jam
nd Pivot of the 
nly the Jamme

over; only the P
elmet covers m
elmet covers m
am’s Jammer a

e replaced if it h

Uniforms. 
ach member of
l uniforms shal
l numbers and

eam captain mu
ach player will 
adable. The nu

n the box” fo
off the Track; 

he designated p
eriod break. A
x and may leave
e ten (10) seco
penalty box. Th
er; once instru
he rear of the 
and will not be
D 55.03. 

x Capacity. 
re already thre
e the penalty bo
e. 

er Penalized
cker will not be
r from the sam
the box as soo
 the Pack. 

t Penalty. Jam
rve the remaind
tart of the next 
n the penalty b

 Scorer Pena
and during the
call off the jam

hat did not fiel
. 

ers. 
mer and Pivot
 same team are
er wears a star
Pivot wears a s
must be on the
must be worn a
and Pivot ineligi
has been remov

f a respective t
ll be in good re
 patches shall 
ust have a visib
have a highly v

umber may only

r Active Score
however, the 

penalty box ar
A team captain o
e the designated
onds remainin
he penalized pl

ucted to leave 
 Pack. The Play
e considered for

No team ma
ee players from 
ox until a seat 

. If there is o
e sent to the p

me team retur
n as there is ro

mmers and Pivo
der of their tim
 jam. If both A
box at the sam

alty. If one tea
e course of tha
m, and a new ja
d a Jammer an

t helmet cover
e readily identi
r designation o
stripe designat
e player’s helm
at all times dur
ible to score fo
ved by an oppo

team must wea
epair and not p
be securely fas
ble ‘C’ on unifo
visible number 
y use numerical 

er, Lead Score
penalty clock 

rea during eithe
or designated a
d penalty box ar
ng on the pena
layer will not e
the penalty bo

yer may wait ne
r Pack definitio

ay have more
 a team in the 
is available. Th

nly one Block
penalty box -- e
rns to the Trac
oom in the box

ots serving a pe
me during the n
Active Scorers 
me time, the he

am’s Jammer a
t jam the oppo
am will begin. 
nd Pivot in the

rs must be of t
ifiable. 
on the helmet
ion on the helm
et before the w
ing the jam; int
or the remaind
osing player, an

ar a uniform w
pose a hazard. 
stened with no
orm or arm. Th
 on the back o
 characters (0-9

er, and out of 
will not start u

er a team or o
alternate captain
rea during any t
alty clock of a
exit the penalty
ox, the penaliz
ext to the pena
on until after re

e than three p
 penalty box an

he player will th

ker from a give
even if the pen
ck and has joi
x, provided an

enalty at the co
next jam as Blo
(or both Jamme
ead referee wi

and Pivot do no
osing team’s Ja
The penalized

e previous jam

the same colo

t; stars must b
met. 
whistle beginn
tentional remo

der of the jam, 
nd scoring eligib

which clearly ide

o safety pins or
he alternate ca
of their jersey 
9) and may be 

 bounds rule p
until the penal

official timeout
n may request a
timeout to talk 
a penalized pla
y box until inst
zed player will
lty box for an o
e-entering the T

players seated 
nd another pla
en sit in the av

en team on th
nalty box cap h
ined the Pack.
nother Blocker

onclusion of a j
ockers. Each tea
ers who have no
ll call off the ja

ot make it on 
ammer receive
 Jammer will b

m will be allowe

or scheme so t

be on both sid

ing the jam. 
oval of a helmet

except that th
bility is thereby

entifies the pla

r other sharp o
aptain must hav
at least 4 inch
 up to four (4) 

purposes as so
lized player is 

t, but may join
a team timeout
to the Head Re

ayer, the playe
tructed to do 
 rejoin the Pa

opportune time 
Track. For vio

in the penalt
ayer is then pen
vailable seat an

he Track (the 
has not been r
 The penalized

r from her team

am will remove
am may field a
ot yet attained A
am and begin a

to the Track i
s a penalty, the
begin the new 
ed to field a Ja

that the Jamme

es of the helm

t cover render
e helmet cove
y restored. 

ayers’ team. 

objects. 
ve an ‘A’. 

hes tall, and eas
 digits long. (20

oon as 
seated 

 their 
t while 
eferee. 
er will 
so by 

ack by 
 to re-
lation 

ty box 
nalized, 
d begin 

 “Lone 
eached 
d Lone 
m is on 

e their 
a new 
Active 
a new 

n time 
e head 
 jam in 
ammer 

er 

met 

rs that 
r may 

sily 
014 



 

 10

on
ide
sh
th

f. Th
ma

RD65.03 J
which case 

RD65.04 
permitted i

RD65.05 P
a. Al

he
b. Fa

im
eje

c. Mo
d. O

pr
pla
by

e. It 
ar

RD70 O

RD70.01 R
a. He

all
b. Ins
c. Ou

co
d. Ac

un
re
th
pe

e. Al
f. Ca

da

RD70.02 S
a. Pe

pla
fo

b. Sc
c. Ins

pe
co

d. Jam
th

e. Pe

 

nly. Starting in 2
entical number
all be either a
e jersey with a
he player num
aximum of fou

Jewelry. Jewe
 the hazardous

Skates. Playe
in the front; in

Protective G
l players and 

elmets (no bills
ailure to com
mmediately cor
ection from th
outh guard ma
ptional protec

rotectors may 
ayers, support 
y USA Roller S
is the duty of 
e in proper un

fficials 

Referees. All 
ead Referee: W
 officials. 
side Pack Refere
utside Pack Refe
onstant observa
ctive Scorer Refe
niform colors o
feree each tim
e Active Score

enalty events to
l referees will 
alls and decisio
ay rule interpre

Support Staf
enalty Board Ke
ayer penalties 
r each penalty.
orekeeper: Rec
side Penalty Tra
enalizing refer
orresponding p
m Timer: Positi
e Jam Timer w

enalty Keepers/T

015, the numbe
rs. Team num
a single solid co
a minimum 1/4
mber must also

r (4) inches in 

elry may be w
s jewelry will b

ers and referee
line skates are

ear. 
referees mus

s, shields or oth
mply with pro
rrected. Failure
e remainder o

ay not be remo
ctive gear incl
 be worn as lo
 staff, or officia
ports and may
 the referees t
niform, and wea

USARS sanctio
Will be on the i

ee: Will be pos
erees: Generall
ation of the Pa

ferees: Each tea
of the team fo

me the assigned
er ref’s hand s
o the Active Sc
join in the end

ons made by a
etation and app

ff/Non-skating
eper: Positione
for the game, 
. 

ceives and reco
ackers (2): Pos
ree will make
penalty imposed
oned in the inf

will signal the im
Timers (2): Posi

er will be up to 
bers must be 
olor contrastin
-inch wide bor
o appear on 
 height; handw

worn during a g
be taped or rem

es must wear 
 not permitted

t wear wrist 
her attachmen

otective gear 
e to promptly
f the game. 

oved except wh
uding padded 
ong as they do
als. Any other 
y require a phy
to do a gear ch
aring required 

oned games wi
infield, position

sitioned in the 
y three (3) ref

ack. Referees w
am’s Active Sc
or whom s/he 
d Active Score
signal to confi
corer referees
d of jam signal w
a referee shall 
plication. 

g Officials (N
ed in the infie
 tracked by pla

ords scores fro
sitioned in the
e sure the I
d. 
field to signal t

mpending start 
tioned in the p

 two (2) digits lo
a highly visible
ng with the jer
rder of a single
each player’s 

written number

game unless it
moved at the r

 quad roller s
d. 

guards (plastic
ts); players mu
requirements 

y correct the 

hen a player is 
shorts, shin g

o not impair o
additional prot
sician’s explana
heck prior to 
 & permitted p

ll have three (
ned alongside 

 infield alongsid
ferees position
will be assigned
corer referee w
 is responsible
r passes throu
rm the score.
. The Active Sc
with whistles a
 stand as final.

NSOs): 
ld or nearby t
ayer number, w

om Active Scor
e infield. As a
Inside Penalty

the start of eac
of the jam with
penalty box are

ong.) Players o
e, contrasting 
rsey color, or 
e solid contrast
sleeve or arm

rs on the arm a

t is deemed a 
referee’s instru

skates only wi

c insert intact
ust additionally
 is a penalty
 protective ge

 at the Team B
guards, knee o
or interfere w
tective gear or
atory statemen
the start of th

protective gear

3) to eight (8) 
the front or r

de the front of
ned on the per
d portions of th
will be identifi
e. Scores will 
ugh the Pack. T
. Any referee 
corer referees
and hand signa
. The head ref

the track to m
with a number

rer referee and
a player is dire
y Tracker kn

ch jam. Five (5
h a hand raised
ea to track the

n the same tea
font. The bod
 the same sing
ting color. 
m, a minimum
are acceptable

 safety hazard 
uction. 

th a single to

t), elbow pad
y wear mouth g
y, provided th
ear deficiency 

Bench or in the
or ankle supp

with the safety
r equipment m
nt. 
he game to ens
r. 

 referees: 
rear of the Pac

f the Pack for e
rimeter of the 
he Track to co
ied by a wrist 
be signaled by
The scorekeep
can communic

s change teams
als. 
feree is the fin

maintain a visib
r one (1) after

d keeps official
ected to the 

nows the infr

5) seconds prio
d overhead unt
e time for each

am may not ha
dy of the numb
gle solid color 

m of two (2) 
. 

 by the refere

e stop or toe

s, knee pads 
guards. 
he violation i
is grounds fo

e penalty box. 
port, and tailb
y or play of ot
must be authori

sure that all pl

ck, and will ov

each jam. 
Track, allowing

over. 
 band matchin
y the Active S
per will mirror
cate scoring a
s at half time. 

nal arbiter of g

ble running to
r the player nu

l score for the 
penalty box, t
raction and t

or to the jam s
til the jam start
h penalty. 

ave 
ber 
 as 

to a 

ees, in 

e plug 

and 

is 
r 

 
one 
ther 
ized 

layers 

versee 

g for 

ng the 
corer 

r back 
nd/or 

game 

otal of 
umber 

 game. 
the 
the 

start, 
ts. 



 

 11  

Active Play
Active Sco
Blocker .....
Blocker Ar
Blocking ....
Clean Pass
Disabled P
Excluded P
Expulsion ..
Game Rost
Illegal bloc
Illegal targe
Impact Fou
Initiating P
Inside Pena
Jam Set Br
Jam Timer 
Jammer .....
Jammer Lin
Lead Score
Legal block
Legal targe
Lone Block
Minimum S
Non-skatin

yers ...................
orer ....................
...........................
rea .....................
...........................
s ..........................
Player .................
Players ...............
...........................
ter .....................
king zones .......
et zones ...........
uls ......................
layer .................
alty Trackers ...
eak ....................
 ..........................
...........................
ne ......................
er .......................
king zones ........
et zones ............
ker .....................
Skills Requirem
ng Officials .......

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................

..........................
ments ................
..........................

...  4

...  5

...  1

...  1

...  6

...  5

...  5

...  4

...  8

...  1

...  7

...  7

...  7

...  5

...  10

...  2

...  10

...  2

...  2

...  5

...  7

...  7

...  9

...  1

...  10

INDEX 

4 Offic
5 Offic
 Offic
 Over

6 Over
5 Pack 
5 Pena
4 Pena
8 Pena
 Pena

7 Pivot
7 Pivot
7 Playe
5 Post-
0 Proc
2 Rece
0 Relat
2 Score
2 Team
5 Team
7 Team
7 The J
9 The 
 Track

0 Uprig

cial hand signals
cial signals .........
cial Timeouts ...
rtime Period ....
rtime Play ........
 ..........................

alty .....................
alty Board Keep
alty Keepers/Ti
alty Time ...........
t .........................
t Area ...............
er Role ..............
-overtime Jam .
edural Fouls ....

eiving Player .....
tive Player Pos
ekeeper ...........

m Bench ............
m Roster ...........
m Timeouts ......
Jam ....................
Period ..............
k ........................
ght Skating Pos

s ........................
..........................
..........................
..........................
..........................
..........................
..........................
per ...................
imers ................
..........................
..........................
..........................
..........................
..........................
..........................
..........................
sition .................
..........................
..........................
..........................
..........................
..........................
..........................
..........................
sition ................

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

.........

2 
2 
3 
3 
3 
4 
7 

10 
10 
3 
2 
2 
1 
3 
8 
5 
4 

10 
3 
1 
2 
2 
2 
1 
4 



 

Addendum pg 1 
 

 

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. 
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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. 


