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1 SAFETY/EQUIPMENT 
1.1 PROTECTIVE GEAR 

1.1.1 Protective gear must be worn securely while skating in a jam, including to and from the penalty box. 
Failure to wear required protective gear or removal of protective gear, such as a mouth guard, will result 
in a penalty. 

1.1.2 Protective gear shall include, at a minimum: wrist guards, elbow pads, knee pads, mouth guard, and 
helmet. 
1.1.2.1 Wrist guards, elbow pads, knee pads and helmets must have a hard protective shell or inserts. 

1.1.3 Optional protective gear such as padded shorts, chin guards, form fitting face shields such as nose 
guards, shin guards, knee or ankle support, turtle shell bras, and tailbone protectors may be worn at 
the skaterΩs discretion as long as they do not impair or interfere with the safety or play of other skater, 
support staff, or officials. 
1.1.3.1 Chin guards, form fitting shields such as nose guards, turtle shell bras, tailbone protectors and 

shin guards may have a hard protective shell. No other optional protective gear may have 
hard protective shells. 

1.1.3.2 Non-form fitting face shields such as hockey style full face shields, half face shields or face 
cages are strictly prohibited 

1.2 HELMET COVERS 
1.2.1 ! ǘŜŀƳΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ ŎƻƭƻǊǎ Ƴǳǎǘ ƳŜŜǘ ǘƘŜ ŘŜŦƛƴition of high contrast beyond a reasonable doubt or 

the Head Referee shall request that the team use helmet covers that meet the definition. The Jammer 
ŀƴŘκƻǊ tƛǾƻǘΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ ŎƻƭƻǊǎ ŀǊŜ ƻŦ ƘƛƎƘ ŎƻƴǘǊŀǎǘ ƛŦ ǘƘŜǊŜ ƛǎ ŀ ƭŀǊƎŜ ŘŜƎǊŜŜ ƻŦ Ǿƛǎǳŀƭ ŘƛŦŦŜǊŜƴŎŜ 
between the star/stripe color and the base color of the cover such that the star/stripe color stands out 
from the base color. 

1.2.2 ! ǘŜŀƳΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊǎ ŀǊŜ Ŝŀǎƛƭȅ ƛŘŜƴǘƛŦƛŀōƭŜ ƛŦ ǘƘŜȅ Ŏŀƴ ōŜ ǊŜŀŘƛƭȅ ŘƛǎǘƛƴƎǳƛǎƘŜŘ ōȅ hŦŦƛŎƛŀƭǎΣ ƻǘƘŜǊ 
players, and fans from the ƘŜƭƳŜǘǎ ƻŦ ǘƘŜ .ƭƻŎƪŜǊǎ ƻƴ ǘƘŜ ǘǊŀŎƪΦ .ƭƻŎƪŜǊǎΩ ƘŜƭƳŜǘǎ Ƴŀȅ ōŜ ƻŦ ǘƘŜ ǎŀƳŜ 
ŎƻƭƻǊ ŀǎ ǘƘŜ ōŀǎŜ ŎƻƭƻǊ ƻŦ ŀ ǘŜŀƳΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊǎΦ 

1.2.3 All helmet covers used by one team must be of the same color scheme. E.g., a team cannot use black 
base and yellow star/stripe in one jam then yellow base and black stripe in the next jam, or mix color 
schemes in the same jam. 

1.2.4 ¢ƘŜ tƛǾƻǘΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴǳǎǘ ƘŀǾŜ ŀ ǎƛƴƎƭŜΣ ǎƻƭƛŘ ǎǘǊƛǇŜ ŀ ƳƛƴƛƳǳƳ ƻŦ ǘǿƻ ƛƴŎƘŜǎ ǿƛŘŜ ǊǳƴƴƛƴƎ ŦǊƻƳ 
front to back. Helmet cover base color and stripe must be of high contrast and easily identifiable. 
1.2.4.1 hƴƭȅ ǘƘŜ tƛǾƻǘΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴŀȅ ƘŀǾŜ ǎǘǊƛǇŜǎ ƻƴ ƛǘ ǘƘŀǘ Ǌǳƴ ǘƘŜ ƭŜƴƎǘƘ ƻŦ ǘƘŜ ƘŜƭƳŜǘ ƛƴ ŀƴȅ 

direction or any marks that might be confused with stripes. 
1.2.5 ¢ƘŜ WŀƳƳŜǊΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴǳǎǘ ƘŀǾŜ ǘǿƻ ǎǘŀǊǎ ǘƘŀǘ ŀǊŜ ŀ Ƴƛƴimum of four inches across, from point 

to point. Helmet cover base color and stars must be of high contrast and easily identifiable. 
1.2.6 hƴƭȅ ǘƘŜ WŀƳƳŜǊΩǎ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴŀȅ ƘŀǾŜ ǎǘŀǊǎ ƻƴ ƛǘ ƻǊ ŀƴȅ ƳŀǊƪǎ ǘƘŀǘ ƳƛƎƘǘ ōŜ ŎƻƴŦǳǎŜŘ ǿƛǘƘ ǎǘŀǊǎΦ  
1.2.7 Helmet Covers must be ƻƴ ǘƘŜ ǇƭŀȅŜǊΩǎ ƘŜƭƳŜǘ ƻǊ ƛƴ ǘƘŜ ǇƭŀȅŜǊΩǎ ƘŀƴŘ ōŜŦƻǊŜ ǘƘŜ ƧŀƳ ǎǘŀǊǘƛƴƎ ǿƘƛǎǘƭŜΦ 

1.2.7.1 Helmet covers cannot enter a jam in progress. 
1.3 UNIFORMS 

1.3.1 Each skater participating in a bout must visibly display her number on the back of her uniform.  The 
print should be at least four inches tall, so that it is legible and large enough to be read by officials who 
are positioned anywhere within the track or on its boundary. Name is optional. 
1.3.1.1 ! ǇƭŀȅŜǊΩǎ ƴǳƳōŜǊ Ƴǳǎǘ ōŜ ƻŦ ŀ ǊŜŀŘŀōƭŜ ŦƻƴǘΦ  A number is of readable font if it can be easily 

ǊŜŀŘ ŀƴŘ ŘƛǎǘƛƴƎǳƛǎƘŜŘ ŦǊƻƳ ǘƘŜ ƻǘƘŜǊ ǇƭŀȅŜǊǎΩ ƴǳƳōŜǊǎ ōȅ ǘƘŜ ƻŦŦƛŎƛŀƭǎΣ ƻǘƘŜǊ ǇƭŀȅŜǊǎΣ ŀƴŘ 
fans. 

1.3.1.2 ! ǘŜŀƳΩǎ ƧŜǊǎŜȅ ƴǳƳōŜǊǎ Ƴǳǎǘ ƳŜŜǘ ǘƘŜ ŘŜŦƛƴƛǘƛƻƴ ƻŦ ƘƛƎƘ ŎƻƴǘǊŀǎǘ ōŜȅƻƴŘ ŀ ǊŜŀǎƻƴŀōƭŜ 
doubt or the Head Referee shall request that the team provide an alternative that meets the 
definition. 
1.3.1.2.1 ! ǘŜŀƳΩǎ ƧŜǊǎŜȅ ƴǳƳōŜǊǎ ŀǊŜ ƻŦ ƘƛƎƘ ŎƻƴǘǊŀǎǘ ƛŦ ǘƘŜǊŜ ƛǎ ŀ ƭŀǊƎŜ ŘŜƎǊŜŜ ƻŦ Ǿƛǎǳŀƭ 

difference between the color of the number and the base color of the jersey such 
that the number significantly stands out from the base color of the jersey. 
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1.3.2 Each skater participating in a bout must visibly display her number on each sleeve or arm. Numbers 
must be of high contrast and easily legible.  Handwritten numbers on the arm are acceptable. 
1.3.2.1 Numbers may be placed on the hip or thigh in addition to the arm/sleeve. 
1.3.2.2 Numbers may be placed on the helmet in addition to the arm/sleeve. 
1.3.2.3 ¢ƘŜ ƳƛƴƛƳǳƳ ƘŜƛƎƘǘ ŦƻǊ ŀ ǇƭŀȅŜǊΩǎ ƴǳƳōŜǊ ƻƴ ǘƘŜ ŀǊƳκǎƭŜŜǾŜ ƛǎ н ƛƴŎƘŜǎΦ 
1.3.2.4 ¢ƘŜ ƳŀȄƛƳǳƳ ƘŜƛƎƘǘ ŦƻǊ ŀ ǇƭŀȅŜǊΩǎ ƴǳƳōŜǊ ƻƴ ǘƘŜ ŀǊƳκǎleeve is 4 inches. 

1.3.3 Each member of a respective team participating in a bout must wear a uniform which clearly identifies 
her as a member of her team. 
1.3.3.1 All uniforms shall be in good repair and shall not cause a hazard to other skaters. All patches 

and numbers must be securely fastened to the uniform.  Safety pins are not permitted. 
1.3.4 ¢ƘŜ ǘŜŀƳ /ŀǇǘŀƛƴ Ƴǳǎǘ Ǿƛǎƛōƭȅ ŘƛǎǇƭŀȅ ŀ ά/έ ƻƴ ƘŜǊ ǳƴƛŦƻǊƳ ƻǊ ŀǊƳΦ  ¢ƘŜ ǘŜŀƳ /ŀǇǘŀƛƴΩǎ 5ŜǎƛƎƴŀǘŜŘ 

!ƭǘŜǊƴŀǘŜ Ƴǳǎǘ ŘƛǎǇƭŀȅ ŀƴ ά!έ ƻƴ Ƙƛǎ ƻǊ ƘŜǊ ǳƴƛŦƻǊƳ ƻǊ ŀǊƳΦ 
1.3.4.1 The captain must be a skating captain.  If designated captain is unable to skate, another 

captain will be assigned. 
1.4 JEWELRY 

1.4.1 Jewelry may not be worn during the bout and has been deemed a safety hazard. It is recommended 
that jewelry be taped or removed.  Jewelry must not interfere with play or cause danger to other 
players.  Jewelry is worn at the risk of the wearer. 

1.5 SKATES 
1.5.1 Players must wear quad roller skates only. Players may not wear inline or any other type of skate. 

1.6 SAFETY PERSONNEL 
Parents (including legal guardians), coach(es) and medical staff may remove a skater from play at anytime for 
safety concerns.  Consensus agreement is not required for removal from play. A parent/legal guardian may only 
remove their child from play.  LŦ ŀ ǎƪŀǘŜǊΩǎ ǇŀǊŜƴǘ ƛǎ ƴƻǘ ǇǊŜǎŜƴǘΣ ǘƘŜ coach(es) assumes responsibility. 
1.6.1 The home team must provide at least two licensed or certified medical professionals with expertise in 

emergency and urgent medical care.  These medical professionals will supply the necessary equipment 
and supplies to handle such injuries or conditions as can be reasonably expected to occur at a roller 
derby bout. The medical professionals will be present during the entire warm up and game. 

1.6.2 The TeamΩǎ coach(es) ŀǊŜ ǊŜǎǇƻƴǎƛōƭŜ ŦƻǊ ǎǳǇǇƭȅƛƴƎ ƳŜŘƛŎŀƭ ǇŜǊǎƻƴƴŜƭ ǿƛǘƘ ǘƘŜƛǊ ǎƪŀǘŜǊǎΩ ƳŜŘƛŎŀƭ 
and/or emergency contact information as necessary.  

1.6.3 Parents must sign a waiver authorizing medical treatment in the case of an injury, and specify who 
exactly can obtain and/or administer medical treatment or drugs - even over-the-counter drugs, like 
ibuprofen. 

1.7 INJURED SKATERS 
1.7.1 If a skater sustains an injury serious enough that the referees call off the jam the skater must sit out the 

next three jams and must be cleared by the medical professional and Coach(es).  
1.7.1.1 If more than one jam is called off for the same player, she must sit out of the remainder of the 

period. 
1.7.2 If a skater is bleeding, she may not participate for the remainder of the bout unless there is consensus 

agreement between the ōƭŜŜŘƛƴƎ ǎƪŀǘŜǊΩǎ parent(s), medical staff, and Coach(es) to allow the skater to 
return to play. 

1.7.3 If a skater removes herself or is removed from a jam during play for equipment issues, she may re-enter 
the jam once the issue has been resolved.  If she removes herself or is removed for injury or any other 
reason, she may not re-enter the jam. 
1.7.3.1 A skater who removes herself from the track due to equipment issues must reenter the pack 

from the back and is subject to penalties per Illegal Procedures. 
1.7.4 Skaters who are injured prior to the bout may play if they have received clearance from their doctor, 

parent, and coach(es) in addition to signing a waiver. 
1.7.4.1 A Skater may not wear an appliance, cast, or brace that causes a danger to other skaters (as 

determined by the head ref). 

2 TEAM ROSTERS 
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2.1 Teams shall consist of a maximum of 20 skaters that have passed the Minimum Skill Requirements 
established by the Junior Roller Derby Association (JRDA) 

2.2  At most, 15 skaters may be on the roster for a specific game.  Leagues may rotate their game roster from 
their team roster between games.  

2.3 During a tournament, leagues may substitute alternates from their team roster.  If a skater is pulled from the 
tournament and replaced with an alternate, she may re-enter the tournament in a subsequent game. 

3 PLAYERS/POSITIONS 
Player positions refer to the position a skater is playing in a given jam.  A skater is not limited in the number of 
positions she may play during a bout, but is limited to playing one designated position at a time.  A maximum of four 
Blockers and one Jammer from each team are allowed on the track during play; only one of the Blockers may be a 
Pivot Blocker.  
3.1 BLOCKER 

3.1.1 Prior to the start of a jam, Blockers line up behind the Pivots and ahead of the Jammers.  They play a 
key role in determining the position of the pack and keeping the pack formed. Blockers primarily play a 
defensive role for their teams.  ¢ƘŜȅ ŀǘǘŜƳǇǘ ǘƻ ƘƛƴŘŜǊ ǘƘŜ ǇǊƻƎǊŜǎǎ ƻŦ ǘƘŜ ƻǇǇƻǎƛƴƎ ǘŜŀƳΩǎ WŀƳƳŜǊ 
ŀƴŘ ŘŜŦŜƴŘ ǘƘŜƛǊ ǘŜŀƳΩǎ WŀƳƳŜǊ ŦǊƻƳ ǘƘŜ ŘŜŦŜƴǎƛǾŜ ƳŀƴŜǳǾŜǊǎ ƻŦ ǘƘŜ ƻpposing team.  They may also 
ŘƛǊŜŎǘƭȅ ŀǎǎƛǎǘ ǘƘŜƛǊ ǘŜŀƳΩǎ WŀƳƳŜǊ ƻƴ ǘǊƛǇǎ ǘƘǊƻǳƎƘ ǘƘŜ ǇŀŎƪΦ .ƭƻŎƪŜǊǎ ƴŜǾŜǊ ǎŎƻǊŜ ǇƻƛƴǘǎΦ  Blocker 
identification: Non-Pivot Blockers do not wear helmet covers. 

3.2 PIVOT BLOCKER 
3.2.1 The Pivot is special subset of Blocker with the extra ability of receiving a star pass. Prior to the start of a 

jam, Pivots line up at the front of the pack.  In certain circumstances, a Pivot may take over the position 
of Jammer for her team.  The Pivot is a specialized class of Blockerτthey are Blockers in all senses and 
practices, with the additional ability to receive a Star Pass.  It is not mandatory to field a Blocker as a 
Pivot.  Pivot identification: Pivots wear a striped helmet cover.  

3.3 JAMMER 
3.3.1 PrƛƻǊ ǘƻ ǘƘŜ ǎǘŀǊǘ ƻŦ ŀ ƧŀƳΣ WŀƳƳŜǊǎ ƭƛƴŜ ǳǇ ŀǘ ǘƘŜ ǊŜŀǊ ƻŦ ǘƘŜ ǇŀŎƪΦ  ¢ƘŜ WŀƳƳŜǊΩǎ ǊƻƭŜ ƛǎ ǘƻ ƳŀƪŜ ƘŜǊ 

way through the pack, lap the pack, and pass through the pack as many times as she chooses in a jam 
to score points for her team.   A Jammer may pass her Ǉƻǎƛǘƛƻƴ ǘƻ ƘŜǊ ǘŜŀƳΩǎ tƛǾƻǘΦ  

3.3.2 Jammer Identification: Jammers wear a helmet cover with two stars, one on each side.  A player lined 
up in the Jammer Starting Position will not be considered an active Jammer unless she is wearing a 
helmet cover with visible stars. 
3.3.2.1 A Jammer who is not active has the advantage of all Jammer abilities except scoring points 

and earning Lead Jammer status. 
3.4 LEAD JAMMER 

3.4.1 [ŜŀŘ WŀƳƳŜǊ ƛǎ ŀ ǎǘǊŀǘŜƎƛŎ Ǉƻǎƛǘƛƻƴ ŜǎǘŀōƭƛǎƘŜŘ ƻƴ ǘƘŜ WŀƳƳŜǊǎΩ ƛƴƛǘƛŀƭ Ǉŀǎǎ ǘƘǊƻǳƎƘ the pack during 
each jam. The Lead Jammer is the first Jammer to pass the foremost in-play Blocker legally and in 
bounds, having already passed all other Blockers legally and in bounds. 
3.4.1.1 Lead Jammer status will be signaled immediately after it is earned.  
3.4.1.2 A Jammer must be ahead of the foremost in-play Blocker, as demarked by the hips, in order 

to become Lead Jammer. 
3.4.1.3 Jammers do not need to pass Blockers ahead of the legal Engagement Zone in order to 

become Lead Jammer. 
3.4.1.4 During a no pack situation.  The Jammer must pass all Blockers to become Lead Jammer. 
3.4.1.5 If a Jammer becomes ineligible for Lead Jammer by committing a foul or passing while out of 

bounds, she is allowed an opportunity to re-pass and regain eligibility for Lead Jammer status, 
i.e. if the Jammer repositions herself behind a Blocker that she passed illegally, by being 
reengaged or repositioning herself, she may attempt to pass that player again legally. 

3.4.1.6 To remain eligible for Lead Jammer, a Jammer must remain in bounds until she is within 20 
feet of the pack, a.k.a. the Engagement Zone, the area in which she may be legally engaged by 
a Blocker. No part of her skate(s) may touch the ground outside the track boundary before 
she initially enters the Engagement Zone. Until she initially reaches the Engagement Zone, a 
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Jammer may be blocked out of bounds by the opposing Jammer, rendering her ineligible to 
become Lead Jammer. 

3.4.1.7 Once the Jammer has cleared the pack by 20 feet, she is no longer eligible to re-pass. If she 
has not passed all of the players on both teams legally and in bounds, she will be declared 
NOT Lead Jammer at this point. 

3.4.2 If the first Jammer to emerge from the pack does not earn Lead Jammer status on her initial pass 
through the pack, the second Jammer is eligible to become Lead Jammer, provided that she meets the 
specified requirements. If the second skater also fails to earn Lead Jammer status on her initial pass 
through the pack, there will be no Lead Jammer for that jam. 

3.4.3 A Jammer who begins the jam in the penalty box is eligible to earn Lead Jammer status, provided that 
the other Jammer has not already been declared Lead Jammer. A Jammer sent to the penalty box while 
making her initial pass through the pack is not eligible to become Lead Jammer upon re-entering the 
jam. 

3.4.4 The Lead Jammer is the only skater who has the privilege of calling off (ending) the jam prior to the 
expiration of the full two minutes. She may call off the jam at any time after her position has been 
established, unless she has been removed from the jam due to a penalty or her helmet cover has been 
ǊŜƳƻǾŜŘΦ LŦ ǘƘŜ ƘŜƭƳŜǘ ŎƻǾŜǊ ƛǎ ǊŜƳƻǾŜŘ ōȅ ŀƴ ƻǇǇƻƴŜƴǘΩǎ ŀŎǘƛƻƴΣ ǘƘŜ WŀƳƳŜǊ Ƴŀȅ ǊŜǇƭŀŎŜ ǘƘŜ ƘŜƭƳŜǘ 
cover and regain Lead Jammer status. She calls off the jam by repeatedly placing both hands on her 
hips until the referee whistles the end of the jam. The jam is not over until the referee officially calls off 
the jam. If there is no Lead Jammer, the jam will run until the full two-minute time limit expires. 

3.4.5 Once a Jammer has been declared Lead Jammer, she retains Lead Jammer status for the duration of the 
jam unless she forfeits the status by: 
3.4.5.1 Removing her helmet cover for any reason. 
3.4.5.2 Being removed from play due to a penalty. 

3.5 PASSING THE STAR 
3.5.1 ! WŀƳƳŜǊ Ƴŀȅ ǘǊŀƴǎŦŜǊ ƘŜǊ Ǉƻǎƛǘƛƻƴ ǘƻ ƘŜǊ ǘŜŀƳΩǎ tƛǾƻǘΣ ŀƭƭƻǿing said Pivot to become the point 

ǎŎƻǊƛƴƎ ǎƪŀǘŜǊ ŦƻǊ ƘŜǊ ǘŜŀƳ ŦƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ƧŀƳΦ ¢Ƙƛǎ ƛǎ ŎƻƳƳƻƴƭȅ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ άtŀǎǎƛƴƎ ǘƘŜ 
{ǘŀǊΦέ hƴƭȅ ǘƘŜ Ǉƻǎƛǘƛƻƴ ƻŦ WŀƳƳŜǊΣ ŀƴŘ ƴƻǘ ǘƘŜ ǎǘŀǘǳǎ ƻŦ [ŜŀŘ WŀƳƳŜǊΣ Ƴŀȅ ōŜ ǘǊŀƴǎŦŜǊǊŜŘ ǘƻ ŀ tƛǾƻǘ 
Blocker. If the JŀƳƳŜǊ ǘƘŀǘ άǇŀǎǎŜǎ ǘƘŜ ǎǘŀǊέ ǘƻ ƘŜǊ tƛǾƻǘ ǿŀǎ [ŜŀŘ WŀƳƳŜǊΣ ǘƘŀǘ ǎǘŀǘǳǎ ƛǎ ŀǳǘƻƳŀǘƛŎŀƭƭȅ 
forfeited and there is no Lead Jammer for the remainder of the jam. It is illegal to transfer the star 
outside of the Engagement Zone. A Pivot cannot be Lead Jammer. The position of Pivot cannot be 
transferred by passing the Pivot helmet cover. Violations of these outlined procedures merit Illegal 
Procedure penalties. 

3.5.2 The star may be transferred by either Jammer while in the Engagement Zone. Jammers and pivots must 
be within the Engagement Zone play to pass the star. 

3.5.3 The star may only be transferred to a Pivot who is in play. 
3.5.4 The initiator of the star pass is always responsible for the legality of the star pass. 

3.5.4.1 Jammers may not transfer the star while in route to or while in the penalty box. 
3.5.4.2 Jammers may transfer the star upon returning to play from the penalty box. 

3.5.5 Pass Procedure.  
3.5.5.1 In order to transfer the Jammer position to the Pivot, a Jammer must remove her helmet 

ŎƻǾŜǊ ŀƴŘ ƘŀƴŘ ƛǘ ǘƻ ƘŜǊ ǘŜŀƳΩǎ tƛǾƻǘΦ ¢ƘŜ ƘŜƭƳŜǘ ŎƻǾŜǊ may not be handed off via other 
ǎƪŀǘŜǊǎ ƻǊ ǘƘǊƻǿƴΦ ¢ƘŜ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴŀȅ ƴƻǘ ōŜ ǘŀƪŜƴ ƻŦŦ ǘƘŜ WŀƳƳŜǊΩǎ ƘŜŀŘ ōȅ ǘƘŜ tƛǾƻǘ ƻǊ 
another skater. A Jammer who has removed her helmet cover has forfeited. 

3.5.5.2 Her ability to accrue points, unless she returns the helmet cover to her head with visible stars. 
3.5.5.3 Her Lead Jammer status. 

3.5.6 Jammer status is transferred when the Pivot is wearing the helmet cover on her helmet. 
3.5.7 Once Jammer status is transferred, it cannot be transferred back to the original Jammer. 
3.5.8 A star pass may be blocked by the opposing team by any means of legal blocking. 
3.5.9 Incomplete star passes and recovery 

3.5.9.1 If a helmet cover falls to the ground, or is removed from play by any means, it may only be 
recovered by the Jammer or Pivot. 



 

© 2009 Junior Roller Derby Association (JRDA) Rules 3.1 Page 7 
 

3.5.9.1.1 The Pivot is eligible to obtain Jammer status by retrieving a dropped helmet cover 
and placing it on her helmet. 

3.5.9.2 A helmet cover may only be recovered in the normal course of counter clockwise skating. 
Neither backwards nor forwards skating in the clockwise direction to retrieve a dropped 
helmet cover is allowed. 

3.5.10 If a star pass cannot be completed for any reason, the Jammer may return the helmet cover to her own 
helmet and regain her active Jammer position, but not her Lead Jammer status.  

3.5.11 Pass Completion 
3.5.11.1 A Pivot who has been passed the star attains Jammer status when she has the helmet cover 

on her helmet. Until the Jammer cover is on, she is subject to out of play penalties. 
3.5.11.2 A Pivot who has been passed the star and has become the Jammer is now subject to all rules 

per.  She picks up where the previous Jammer left off on points scored and number of laps 
ǘƘǊƻǳƎƘ ǘƘŜ ǇŀŎƪΦ ¢ƘŜ ƘŜƭƳŜǘ ŎƻǾŜǊ Ƴǳǎǘ ōŜ ƻƴ ǘƘŜ ƴŜǿ WŀƳƳŜǊΩǎ ƘŜƭƳŜǘ ŀƴŘ ǘƘŜ ǎǘŀǊǎ Ƴǳǎǘ 
be visible in order for the new Jammer to accrue points. 

3.5.11.3 A Pivot who has taken the position of Jammer for her team by means of a successful helmet 
cover transfer will play the position of Jammer for the duration of the jam. 

3.5.12 A Jammer who successfully completes a helmet cover transfer to her Pivot will play the position of 
Blocker for the remainder of the jam.  Passing the Star Penalty Procedures 
3.5.12.1 If, in a given jam, the Jammer who received a star pass (formerly the Pivot) is sent to the 

ǇŜƴŀƭǘȅ ōƻȄΣ ǎƘŜ ǊŜƳŀƛƴǎ ƘŜǊ ǘŜŀƳΩǎ WŀƳƳŜǊ ǿƘŜƴ ƘŜǊ ǇŜƴŀƭǘȅ ǎǇŀƴǎ ƛƴǘƻ ǘƘŜ ƴŜȄǘ ƧŀƳΦ ! 
different player is permitted to play as Pivot in the next jam. 

3.5.12.2 If, in a given jam, the Blocker who transferred the star (formerly the Jammer) is sent to the 
penalty box, she remains a Non-Pivot Blocker when her penalty spans into the next jam. 
Different players are permitted to play Jammer and Pivot in the next jam. 

4 GAME PARAMETERS  
4.1 TRACK 

4.1.1 For regulation inter-league games, the method of marking dimensions (tape, rope, etc), including 
ǎǳƎƎŜǎǘŜŘ млΩ ƳŀǊƪǎΣ ŀǊŜ ǎǳōƧŜŎǘ ǘƻ ǘƘŜ ǊŜǎǘǊƛŎǘƛƻƴǎ ƻŦ ǘƘŜ venue. 

4.1.2 The track surface shall be clean, flat, and suitable for roller skating. Acceptable surfaces include 
polished or painted concrete, wood, or game court floors. 

4.1.3 ¢ƘŜ ǘǊŀŎƪ ōƻǳƴŘŀǊƛŜǎ ǎƘƻǳƭŘ ōŜ ƳŀǊƪŜŘ ōȅ ŀ ǊŀƛǎŜŘ ōƻǳƴŘŀǊȅ ŀǘ ƭŜŀǎǘ Φнрέ ŀƴŘ ƴƻ ƳƻǊŜ ǘƘŀƴ нέ ƘŜƛƎƘǘΣ 
in such a way that is highly visible to skaters and officials and does not present a safety hazard to 
ǎƪŀǘŜǊǎΦ ¢ƘŜ ǘǊŀŎƪ ōƻǳƴŘŀǊȅ ƭƛƴŜ ǿƛŘǘƘ Ƴǳǎǘ ōŜ ŀǘ ƭŜŀǎǘ мέ ŀƴŘ ƴƻ ƎǊŜŀǘŜǊ ǘƘŀƴ оέΦ 
4.1.3.1 The track must have a clear demarcation for: 

4.1.3.1.1 Pivot start line 
4.1.3.1.2 Jammer start line 

4.1.3.2 Ten foot track intervals are strongly encouraged for skill level 3. 
4.1.4 The track area will include chairs or benches in designated team areas, either in the infield or on the 

sidelines. Only those skaters who are on the roster for that game may sit or stand in the designated 
team area. Up to two support staff (team manager(s), coach(es), or other non-skating players) per team 
are allowed in this area during a bout. 

4.1.5 There will be a ten foot clearance around the outside of the track for safety. If there is a rail, wall, or 
barrier between the track and the crowd that completely prevents contact between spectators and 
contestants, a five foot clearance is permissible. Referees may skate in this area, and/or the infield of 
the track. The clearance cannot be less than five feet. 

4.1.6 For safety and visibility, the track surface, boundaries, safety zone, and penalty box should be clearly lit. 
4.1.7 The track and the boundary marker line are considered in bounds. 

4.2 STRUCTURE 
4.2.1 A bout or game is composed of two periods divided into equal times to be determined in advance by the 

competing leagues or tournament host.  
4.2.2 The team with the most points at the end of the game wins. 
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4.2.3 ¢ǿƻ ƻǊ ƳƻǊŜ ƎŀƳŜǎ Ƴŀȅ ōŜ ŎƻƳōƛƴŜŘ ƛƴ ŀ ǎƛƴƎƭŜ άŘƻǳōƭŜ-ƘŜŀŘŜǊέ ŜǾŜƴt. Games can either be 
staggered by periods or played in full, one at a time depending upon the agreement between teams 
involved. 

4.3 PERIODS 
4.3.1 The period begins when the designated Official blows the first jam whistle.  
4.3.2 There will be at least a ten-minute break between periods to allow for rehydration, referee rotation 

and, if applicable, skater warm-up.  
4.3.3 The period ends when the last jam reaches its natural conclusion. This may extend past the point when 

the period clock reaches zero.   
4.3.3.1 If 30 seconds or fewer remain on the period clock when a jam ends, there will not be another 

jam started for that period, unless a timeout is called.  
4.4 JAMS 

4.4.1 A period is divided into multiple jams, which are races between the two teams to score points. There is 
no limit to the number of jams allowed in each period. 

4.4.2 A jam may last up to two minutes. Jams end on the 4th whistle of the jam-ending signal. 
4.4.3 There will be a period no less than 30 seconds to be determined in advance by the competing leagues or 

tournament host.  
4.4.4 If all skaters are not in position and ready to start the next jam after the allotted time, the jam will start 

without the missing skater(s) and the team will skate short for that jam. 
4.4.4.1 Jammers are considered in position and ready if they are in bounds when the first whistle of 

the jam (i.e., the whistle to start the pack rolling) is blown. Jammers are subject to false start 
penalties if they are not on or behind the Jammer line.  Jammers are permitted to put on their 
helmet covers after the jam has started. However, each Jammer must have her helmet cover 
in hand before the jam starting whistle. A helmet cover cannot enter a jam in progress. 
4.4.4.1.1 If the Jammer is not on the track when the jam starting whistle blows, the Jammer 

will not be permitted to join the jam in progress. No penalty will be issued. 
4.4.4.2 Pivots and Blockers are considered in position and ready if they are in bounds when the first 

whistle of the jam blows. They are subject to false start penalties if they are not behind the 
Pivot line and in front of the Jammer line Pivots are permitted to put on their helmet covers 
after the jam has started. However, each Pivot must have her helmet cover in hand before the 
jam starting whistle.  
4.4.4.2.1 A helmet cover cannot enter a jam in progress. 

4.4.4.3 If a Pivot or Blocker is not on the track when the jam starting whistle blows, that player will 
not be permitted to join the jam in progress. No penalty will be issued. 

4.4.5 The jam is over when a referee calls it off the jam ends on the fourth whistle. The jam will not continue 
even if the whistle was inadvertent or incorrect. 

4.5 OVERTIME 
4.5.1 If the score is tied at the end of a bout, a final overtime jam may be played to determine the winner if 

both teams agree or in tournament play. Otherwise a tie is an acceptable outcome in which both teams 
win. After one minute to regroup, the teams will skate a full two-minute jam. This jam will have no Lead 
Jammer, and penalties will be called. Jammers will begin accruing points on their first pass through the 
pack. The team with the most points at the end of the overtime jam is the bout winner. If the score 
remains tied, additional overtime jams will be played until the tie is broken. There is one minute 
between any additional overtime jams. 
4.5.1.1 If an overtime jam ends before two minutes for any reason, the bout ends immediately and 

the score stands. Additional jams can only be played if the score remains tied. 
4.5.2 Overtime is not a new period. Overtime is an extension of the final period. 

4.6 TIMEOUTS 
4.6.1 Each team is allowed two two-minute timeouts per half. 
4.6.2 To take a timeout, the Captain or Designated Alternate will signal the officials and make a T signal with 

her/his hands, to indicate that she/he is requesting a timeout. Referees will signal for the clock to stop. 
If the Designated Alternate is a manager, she/he is permitted to call a timeout  
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4.6.3 Teams may take timeouts only between jams. 
4.6.4 Referees may call an Official Timeout at any point. This will stop the clock so that referees have time to 

review a call or adjust the number of skaters on the floor. 
4.6.5 After a timeout the period clock does not resume until the next jam starts. 

4.7 PENALTY BOX 
4.7.1 .ŜƴŎƘŜǎ ƻǊ ǎŜŀǘǎ Ƴǳǎǘ ōŜ ǇǊƻǾƛŘŜŘ ǘƻ ƳŀƪŜ ǳǇ ǘƘŜ άtŜƴŀƭǘȅ .ƻȄΦέ ¢Ƙƛǎ ƛǎ ǘƘŜ ŘŜǎƛƎƴŀǘŜŘ ŀǊŜŀ ǿƘŜǊŜ 

penalty time will be served. The benches or seats must be capable of accommodating a total of 6 
players (Room for 4 blockers and 2 jammers). 

4.7.2 The penalty benches must be situated in an easily accessible, neutral area close to the track. Teams 
may use separate penalty boxes. 

4.8 CLOCKS 
4.8.1 Each game will have separate penalty clocks, jam clocks and period clocks. 
4.8.2 Official Period Clock 

4.8.2.1 The official period clock starts on the first whistle of the first jam. 
4.8.2.2 The official period clock does not stop between jams unless a timeout is called. The period 

clock stops during a timeout. 
4.8.2.3 Officials must stop the official period clock between jams when time exceeds 60 seconds. 
4.8.2.4 The official period clock must be highly visible to referees, teams and fans. 

4.8.3 Jam Clock 
4.8.3.1 The jam clock starts on the first whistle of the jam. 
4.8.3.2 The jam clock stops at the end of each jam (on the fourth whistle). 
4.8.3.3 The jam clock must be highly visible to referees, teams and fans. 

4.8.4 Penalty Clocks 
4.8.4.1 Each game must have enough time clocks to time all penalties simultaneously. 
4.8.4.2 All penalty clocks stops between jams  
4.8.4.3 Penalty clocks are not required to be visible to referees, teams and fans. While in the Penalty 

Box, players may request knowledge of how much penalty time they have remaining. 
4.9 WHISTLES 

Description Whistle Signal  

Jam Start ς Pack start One long  

Jam Start ς Jammer start Two rapid 

Lead Jammer Two rapid 

Minor Penalty None 

4th Minor Penalty One long 

Major Penalty One long 

Jam Called Off/Ended Four rapid 

5 OFFICIALS 
5.1 STAFFING  

5.1.1 Each bout will have no less than three skating referees and no more than seven ǊŜŦŜǊŜŜǎΩ total.  
5.1.2 One referee is designated Head referee; the Head referee is the ultimate authority in the game. The 

Head referee will assign positions and duties to the other referees and non-skating officials. 
5.1.3 Jammer referees: Two referees are responsible for observing Jammers, one per team 

5.1.3.1.1 Jammer referees wear an identifier (wrist band, sash, helmet cover, etc.) 
corresponding to team colors to indicate the team for which the referee is 
responsible.  

5.1.3.1.2 At the end of a period, the Jammer referees switch the team they are responsible 
for and the identifier corresponding to each team. 

5.1.4 Pack referees: The remaining referees observe the pack. The primary responsibility for Pack referees is 
to call penalties. Pack referee assignments and specifics regarding Pack referee positioning can be 
found in the JRDA Referee and Officiating Best Practices document. 
5.1.4.1 Inside Positioned Pack Referees 
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5.1.4.1.1 No more than two Pack referees should be stationed inside the track. 
5.1.4.1.2 Pack referees stationed inside the track must be on skates. 

5.1.4.2 Outside Positioned Pack Referees 
5.1.4.2.1 Pack referees stationed outside the track may be on skates. 
5.1.4.2.2 Only referees who are on skates may enter the track to remove a skater for 

penalty. 
5.1.4.2.3 Referees not on skates should be stationary. 

5.1.5 Non-Skating Officials 
5.1.5.1 Scorekeepers: A game will have at least one scorekeeper. The scorekeeper records the points 

reported by the Jammer referees and keeps the official score. 
5.1.5.2 Penalty Trackers: A game will have at least one penalty tracker. The penalty tracker records 

the penalties reported by referees and keeps track of the official penalty tally. 
5.1.5.3 Penalty Timing Officials: A game will have at least two officials to oversee the penalty box. The 

penalty timing officials time penalties and assist the referees. 
5.1.5.4 Scoreboard Operator: A game will have one scoreboard operator. The scoreboard operator 

posts the score from the scorekeeper and the penalties from the penalty tracker. 
5.1.5.5 Jam Timer: A game will have one jam timer. The jam timer is responsible for starting jams and 

for timing between jams. The jam timer is also responsible for ending jams that run the full 
two minutes.  

5.2 DUTIES 
5.2.1 Assessing team readiness for each jam  

5.2.1.1.1 The referees are responsible for determining that both teams have the correct 
number of skaters in the jam, taking into account skaters in the penalty box.  

5.2.1.1.2 If the jam starts with too many skaters, the referees should try to pull the last 
Blocker who entered the floor; if that skater cannot be identified, the Blocker that 
is closest to the referees can be pulled off of the floor. 

5.2.1.1.3 If the jam starts with too many skaters and the extra skater cannot be pulled, the 
ref should stop the jam. 

5.2.1.1.4 Referees do not warn teams when too many skaters line up on the track. 
5.2.1.1.5 Referees do not warn players or teams when they line up out of position (e.g. 

Blockers lining up in front of the Pivot line). 
5.2.1.2 The referees will ensure that the players are wearing all required safety equipment, the 

correct uniforms, and the correct player designations. 
5.2.1.3 The referees will determine that the skaters are in the proper formation. 

5.2.2 Signaling pack and Jammer starts 
5.2.2.1 The officials will whistle the start of the pack. 
5.2.2.2 The officials will whistle the start of the Jammers. 

5.2.3 Assigning and communicating Lead Jammer status 
5.2.3.1 The referees determine who has earned Lead Jammer status. Lead Jammer status is indicated 

by official hand signal, by blowing two short whistle blasts, and by pointing at the Lead 
Jammer and ŎŀƭƭƛƴƎ ƻǳǘ ά[ŜŀŘ WŀƳƳŜǊΦέ 

5.2.3.2 The referee will continue pointing to the Lead Jammer for the duration of the jam. 
5.2.4 The Jammer referees are responsible for counting and signaling score according to the guidelines. They 

must communicate this score after each jam to the scorekeeper or scoreboard as per the JRDA Referee 
and Officiating Best Practices document. 

5.2.5 Safety is the number one priority for Referees. Illegal game play that causes an unsafe environment is 
not to be tolerated. The referees are to assess and enforce penalties, ejections and expulsions. 
Referees will use their discretion and their decisions are binding. 
5.2.5.1 Referees will use all officially designated hand signals as means to properly communicate to 

scorekeepers/penalty trackers, skaters, announcers and fellow referees. 
5.2.5.2 Referees will: 

5.2.5.2.1 Whistle, hand signal and vocally call out all major penalties. 
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5.2.5.2.2 Perform hand signals for all penalties. 
5.2.5.2.3 Vocally call out minor penalties. 
5.2.5.2.4 Exclusively use a player's team color and charter number for calling penalties on 

that player. 
5.2.5.3 Referees will not: 

5.2.5.3.1 ¦ǎŜ ƻŦŦƛŎƛŀǘƛƴƎ ƴǳƳōŜǊǎ ƻǊ ƻǘƘŜǊ ŀōōǊŜǾƛŀǘƛƻƴǎ ƻǊ ǎȅǎǘŜƳǎ ƻǳǘǎƛŘŜ ƻŦ ŀ ǇƭŀȅŜǊΩǎ 
charter name and number and team color. 

5.2.6 A referee calls off a jam by four short whistle blasts. 
5.2.6.1 A referee may call off a jam for any of the following reasons: 

5.2.6.1.1 Referees call an Official Timeout 
5.2.6.1.2 Injury--Referees should only call off a jam in the case of a serious injury or an 

injury that could endanger another skater. 
5.2.6.1.3 Technical difficulty or mechanical malfunctions (including skate trouble) 
5.2.6.1.4 In response to a major penalty 
5.2.6.1.5 Any player is unduly interfered with by spectators 
5.2.6.1.6 Emergency 
5.2.6.1.7 Disruption of the skating surface (debris or spills) 
5.2.6.1.8 Too many skaters on the track. After the jam has started referees should 

expeditiously pull any extra skaters so that the jam does not have to be called off. 
5.2.6.2 A referee must call off a jam for any of the following reasons: 

5.2.6.2.1 Lead Jammer calls off the jam by repeatedly placing her hands on her hips. 
5.2.6.2.2 9ƴŘ ƻŦ ǘǿƻ ƳƛƴǳǘŜ ƧŀƳ ŎƭƻŎƪ ƻǊ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǇŜǊƛƻŘΩǎ Ŧƛƴŀƭ ƧŀƳΦ 
5.2.6.2.3 An injury that is a safety hazard to continued game play. 
5.2.6.2.4 Fighting. 
5.2.6.2.5 Technical difficulty or mechanical malfunction (including skate trouble) that is a 

safety hazard to continued play for any skater in the jam. 
5.2.6.2.6 Too many skaters on the track that gives that team a competitive advantage. 

5.2.7 Declaring a Forfeit 
5.2.7.1 The Head Referee may call a forfeit for the following reasons: 

5.2.7.1.1 A team has five or fewer un-injured rostered skaters remaining due to expulsions. 
5.2.7.1.2 A team refuses to field skaters on the track to continue play. 

5.2.7.2 The Head Referee must call a forfeit for the following reasons: 
5.2.7.2.1 A team fails to show up to a JRDA sanctioned bout or tournament.. 
5.2.7.2.2 A team elects to forfeit rather than continue play. 

5.2.8 Referees may break up fights at their discretion and play will resume as quickly as possible. 
5.2.9 Referees have the option of calling an Official Timeout if they feel that there is a situation that would 

interfere with safety of the skaters or crowd, or that would interfere with proper game play. 
5.2.10 In the event that there is a disagreement ǊŜƎŀǊŘƛƴƎ ŀ ǊŜŦŜǊŜŜΩǎ Ŏŀƭƭ ƻǊ ǎŎƻǊƛƴƎΣ ƻƴƭȅ ǘƘŜ /ŀǇǘŀƛƴǎ ƻǊ ǘƘŜƛǊ 

Designated Alternates may discuss the ruling with the referees. Skaters, coach(es) or managers may act 
as Designated Alternates. 

5.2.11 Official Review: A team request for a review of a referee decision 
1.1.1.1 A team Captain or Designated Alternate requests an Official Review by asking the Head 

Referee for a timeout. 
5.2.11.1 The Head Referee, in order to allow the Official Review, can grant a team timeout, take an 

Official Timeout (not charged to either team) or decide to wait until the end of the period. 
The Head Referee will never wait until the end of the final period. 

5.2.11.2 During the Official Review, all referees will conference with both team Captains. 
5.2.11.3 The Captain requesting the review will explain the grievance. 
5.2.11.4 The Head referee will investigate the grievance with the other referees, and together 

determine merit. 
5.2.11.5 The Head Referee will announce a decision. This decision is final. 

5.2.12 A team may be granted up to one Official Review per period. 
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5.2.13 Official Reviews must be requested before the following jam starts. Only the immediately preceding 
jam is subject to Official Review. 

5.3 REFEREE DISCRETION 
5.3.1 The consensus of the referees will be the final decision on any disputed point that is not clearly spelled 

out in these rules. The referee may increase the severity of a penalty at his or her discretion (i.e. in 
response to potentially harmful game play, an illegal block that normally results in a minor foul could be 
called as a major foul). Similarly, the referee may decrease the severity of a penalty to a warning as 
s/he sees fit. 
5.3.1.1 Issuing penalties takes priority over issuing warnings. A warning does not have to be issued in 

order for a penalty to be given. Issuing penalties is always the priority over issuing a warning 
of any sort. 

5.3.1.2 Referee discretion is intended ONLY to allow referees to keep the game safe, fair, and 
consistent in the event that an unexpected situation arises. Discretion does not allow referees 
to change rules. 

5.3.2 If the referee is in doubt on a call, i.e. she/he sees the effects of a block but does not see the action, 
she/he should not call a penalty. 

5.3.3 LŦ ǘƘŜ ǊŜŦŜǊŜŜ ƛǎ ƛƴ ŀ Ǉƻǎƛǘƛƻƴ ǿƘŜǊŜ άƛƴǘŜƴǘέ Ƴǳǎǘ ōŜ ƛƴŦŜǊǊŜŘ ōǳǘ ƛǎ ƴƻǘ ŎƭŜŀǊΣ ǎƘŜκƘŜ ǎƘƻǳƭŘ ŀǎǎǳƳŜ 
legal intent. 

6 BLOCKING 
6.1 CONTACT ZONES 

6.1.1 Contact between opponents is limited to legal blocking zones and legal target zones. 
6.1.2 Legal Target Zonesτa skater may receive a block in the following locations: 

6.1.2.1 The arms and hands 
6.1.2.2 The chest, front and side of the torso 
6.1.2.3 The hips 
6.1.2.4 The upper thigh (excluding the inner portion) 
6.1.2.5 The mid thigh 

6.1.3 Illegal Target Zonesτfor safety reasons, a skater must not receive a block in the following locations: 
6.1.3.1 Anywhere above the shoulders 
6.1.3.2 On the back from head to heel. 
6.1.3.3 Below the mid-thigh 

6.1.4 Legal Blocking Zonesτapply to the body parts of the skater performing a block. Skaters may initiate 
contact with the following parts of the body: 
6.1.4.1 The arm from the shoulder to the elbow 
6.1.4.2 The torso 
6.1.4.3 The hips and booty 
6.1.4.4 The mid and upper thigh 

6.1.5 Illegal Blocking Zonesτapply to the body parts of the skater performing a block. 
6.1.5.1 Elbows 
6.1.5.2 Forearms/Hands 

6.1.5.3 The head may not be used to block. 
6.2 BLOCKING ZONE DIAGRAMS 
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Figure 2: 
Legal Target Zones: The shaded regions are the legal areas to block, receive a block or check an opponent. 
Legal Blocking Zones: The shaded regions are the legal areas with which a player can block, receive a block or check. 

7 PENALTIES 
A Penalty is a punishment, handicap, or loss of advantage imposed on a team or competitor for a rule infraction or a 
foul. Penalties are applied to both a player and the position she is currently playing. Skaters and teams are assessed 
penalties due to infractions. Penalties are signaled and enforced by the referees as they occur during a bout . When 
a player commits an illegal act she must receive and serve her appropriate penalty. The initiator of a block is always 
responsible for the legality of her contact. 
7.1 TYPES OF PENALTIES 

The following penalties are addressed in detail in the sections listed below. These sections hold specific 
examples that are to be followed explicitly. Illegal actions not specified below must be penalized using these 
specifics as guiding examples. 

¶ Blocking Out of Control 

¶ Blocking to the Back 

¶ Use of Elbows 

¶ Use of Forearms and Hands 

¶ Blocking with the Head 

¶ Out of Play Penalties 

¶ Skating Clockwise to Block 

¶ Accelerating into a Block 

¶ Multiple Player Blocks 

¶ Cutting the Track 

¶ Out of bounds Blocking 

¶ Tripping and Low-Blocking 

¶ Skating Out of Bounds 

¶ Illegal Procedures 

¶ Misconduct and Gross Misconduct 

¶ Insubordination 

¶ Fighting 
7.2 SEVERITY OF PENALTY  

7.2.1 No Impact/No Penalty 
7.2.1.1 Incidental illegal contact with an opponent that does not force the opponent to adjust her 

skating stance or position in any way. 
7.2.1.2 Blocking an opponent with a legal blocking zone into a legal target zone while positioned 

behind said opponent. 
7.2.1.3 No Pack situations without a measurable impact on the game. 
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7.2.1.4 An out of bounds skater who has re-entered the track in front of a downed, out of bounds, or 
out of play player is not bettering her position.  

7.2.1.5 An out of bounds skater who has re-entered the track in front of a player who ƛǎ άƛƴ ǘƘŜ ōƻȄΣέ 
having been sent off the track for a penalty. 

7.2.1.6 An out of bounds skater that is straddling the track boundary line who then completely exits 
the track, regardless of which, or how many, skaters she has passed while straddling. 

7.2.1.7 Contact between skates and wheels that is part of the normal skating motion. 
7.2.1.8 ! ǎƪŀǘŜǊ ǿƘƻ άŦŀƭƭǎ ǎƳŀƭƭέ ƛƴ ŀƴ ŜŦŦƻǊǘ ǘƻ ŀǾƻƛŘ ǘǊƛǇǇƛƴƎΦ 
7.2.1.9 An inbounds downed skater re-gaining control that causes an opposing skater to stumble. 
7.2.1.10 A Blocker who is on the track, between the Jammer and Pivot lines, skating into her position 

when the first whistle blows. 
7.2.1.11 Assisting a downed teammate within the Engagement Zone. 
7.2.1.12 A skater exiting the penalty box before her penalty time finishes because she was incorrectly 

instructed to do so by the penalty box official. The skater must return to the box and finish 
her penalty. 

7.2.2 Minor Penalty 
7.2.2.1 Any illegal contact with an opponent that forces the receiving opposing skater off balance, 

forward, and/or sideways, but does not cause her to lose her relative position. 
7.2.2.2 No Pack situation caused by a skater failing to quickly rejoin the pack following a referee 

warning 
7.2.2.3 An out of bounds skaters that re-enters the track in front of one in-play skater. 
7.2.2.4 Any contact from out of bounds that does not cause the receiving opposing skater to fall or 

lose her relative position. 
7.2.2.5 Continuing a block after any part of the initiating Blocker is touching the ground outside the 

track boundary. 
7.2.2.6 Any contact with an opponent who is touching the track exclusively outside the track 

ōƻǳƴŘŀǊȅ ǘƘŀǘ ŘƻŜǎ ƴƻǘ ŀŦŦŜŎǘ ǘƘŜ ƻǇǇƻǎƛƴƎ ǎƪŀǘŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ǊŜ-enter play. 
7.2.2.7 Any contact to opponents initiated by a downed skater re-entering the track from out of 

bounds that does not force opposing in-play skaters to fall or lose relative position. 
7.2.2.8 Any contact which lands below the legal target zone that causes an opposing skater to 

stumble. 
7.2.2.9 An inbounds downed skater re-gaining control that causes an opposing skater to fall. 
7.2.2.10 Skating out of bounds in an attempt to avoid a block. 
7.2.2.11 Skating out of bounds to maintain or increase speed. 
7.2.2.12 False startςA Jammer or Blocker who false starts must yield advantage. 

7.2.2.12.1 A Jammer false starts for being out of position at the Jammer starting whistle 
when she is touching beyond the Jammer line. 

7.2.2.12.2 A Non-Pivot Blocker false starts for being out of position at the pack starting 
whistle when she: 
7.2.2.12.2.1 is touching beyond the Pivot line 
7.2.2.12.2.2 is touching behind the Jammer line 

7.2.2.12.3 A Pivot Blocker false starts for being out of position at the pack starting whistle 
when she: 
7.2.2.12.3.1 is touching beyond the Pivot line 
7.2.2.12.3.2 is touching behind the Jammer line 

7.2.2.13 Too many skaters on the trackςskater is pulled without stopping the jam. (The penalty is 
issued to the pulled skater.) 

7.2.2.14 A Jammer attempting to call off a jam when she is not Lead Jammer and the jam is not called 
off. 

7.2.2.15 A skater exiting the penalty box and re-entering the track in front of one in play skater. 
7.2.2.16 A skater, after being waived off of a full penalty box, re-entering the track in front of one pack 

skater. 
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7.2.2.17 A skater, after addressing mid jam equipment malfunction, re-entering the track in front of 

one in play skater. 
7.2.3 Major Penalty 

7.2.3.1 Misconduct 
7.2.3.2 Any illegal contact with an opponent that forces the receiving skater out of her established 

position. This includes forcing a skater down, out of bounds, out of position or significantly 
impedes mobility. 

7.2.3.3 Any contact above legal target zones regardless of severity. 
7.2.3.4 No Pack situation caused by a skater intentionally not returning to the pack following a 

referee warning. 
7.2.3.5 No Pack Situations that impact the score of the game. 
7.2.3.6 An out of bounds skaters who has re-entered the track from out of bounds in front of multiple 

in-play skaters. 
7.2.3.7 An out of bounds skaters who has re-entered the track in front of the foremost in-play 

opposing Blocker. 
7.2.3.8 Any contact or blocking from out of bounds that causes the receiving opposing skater to fall 

or lose her relative position. 
7.2.3.9 Continuing a block which causes the receiving skater to fall where there is continued blocking 

contact past the point where any part of the initiating Blocker is touching out of bounds. 
7.2.3.10 A downed skater re-entering the track from out of bounds who forces any opposing in-play 

skaters to fall or lose relative position. 
7.2.3.11 Any contact with an opponent who is touching the track exclusively outside the track 

ōƻǳƴŘŀǊȅ ǘƘŀǘ ŎŀǳǎŜǎ ƘŜǊ ǘƻ Ŧŀƭƭ ƻǊ ŀŦŦŜŎǘǎ ǘƘŜ ƻǇǇƻǎƛƴƎ ǎƪŀǘŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ǊŜ-enter play. 
7.2.3.12 Any contact which lands below the legal target zone that causes an opposing skater to fall. 
7.2.3.13 Flailing and sprawling skaters that trip an opponent, regardless of intent. 
7.2.3.14 Habitual contact, three or more times during the course of a bout, between skates and 

wheels that causes an opposing skater to stumble or fall. 
7.2.3.15 A skater who habitually, three or more times during the course of a bout, falls in front of 

ƻǇǇƻƴŜƴǘǎΣ ŎŀǳǎƛƴƎ ǘƘŜƳ ǘƻ ƭƻǎŜ ǊŜƭŀǘƛǾŜ ǇƻǎƛǘƛƻƴΣ ŜǾŜƴ ƛŦ ǎƘŜ άŦŀƭƭǎ ǎƳŀƭƭΦέ 
7.2.3.16 Skating across the track infield in a manner which substantially cuts short the lap distance. It is 

not necessary to pass an inbounds ǎƪŀǘŜǊ ǘƻ ŎƻƳƳƛǘ ŀ ΨǎƪŀǘƛƴƎ ƻǳǘ ƻŦ ōƻǳƴŘǎΩ ƳŀƧƻǊ ǇŜƴŀƭǘȅΦ 
7.2.3.17 A false start by a Jammer or Blocker who does not yield advantage. 
7.2.3.18 Forcing a jam to be called off due to too many skaters on the track. (The Penalty is issued to 

the Pivot in that jam. If there is no Pivot in that jam the team Captain will receive the penalty) 
7.2.3.19 Improper uniform, jewelry, or skates 
7.2.3.20 A Jammer successfully calling off a jam when she is not Lead Jammer 
7.2.3.21 Violations of the Passing the Star procedures. The initiator of the star pass receives the 

penalty for the illegal star pass. 
7.2.3.22 Illegally blocking a star pass. 
7.2.3.23 A skater exiting the penalty box and re-entering the track in front of more than one in play 

skater. 
7.2.3.24 A skater, after being waived off of a full penalty box, re-entering the track in front of more 

than one in play skater. 
7.2.3.25 A skater, after addressing mid jam equipment malfunction, re-entering the track in front of 

more than one in play skater. 
7.2.3.26 A skater exiting the penalty box before her penalty time finishes. (Note: If the penalty box 

official instructs the skater to leave early, this penalty does not apply.) 
7.2.3.27 Too many skaters and/or team support staff in the designated team area. The penalty is 

issued to the team Captain. 
7.2.3.28 Removing required safety equipment. 

7.2.4 Expulsion 
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7.2.4.1 Expulsion can be for the remainder of a half, or whole bout as determined by the head ref. A 
referee timeout must be called prior to giving the expulsion. 

7.2.4.2 Gross misconduct. 
7.3 BLOCKING TO THE BACK 

7.3.1 Blocking an opponent in the back of from head to heel is prohibited. 
7.4 USE OF ELBOWS 

7.4.1 When engaging another skater, elbows may not be swung with a forward/backward motion. 
7.4.2 When engaging another skater, elbows may not be swung with upward or downward motion. 
7.4.3 The elbow must be bent while blocking with that arm. 
7.4.4 Contact may not be made exclusively with the point of the elbow (i.e. jabbing). 
7.4.5 Elbows may not be used to hook an opposing player in any way (such as by wrapping ones arm around 

an opponŜƴǘΩǎ ŀǊƳύΦ 
7.5 USE OF FOREARMS AND HANDS 

7.5.1 Forearms or hands may never be used to grab, hold, or push an opponent. 
7.5.2 During forearm contact between skaters, the following are indications that a push has occurred: 
7.5.3 The initiating skater extends her arm during contact 
7.5.4 The receiving skater is propelled forwards or sideways 

7.6 BLOCKING WITH THE HEAD 
7.6.1 The head may not be used to block an opponent. Blocking with the head is dangerous for the initiator 

and the receiver. Intentional head blocking is grounds for expulsion. 
7.7 OUT OF PLAY PENALTIES 

Out of play penalties are applied for actions occurring outside the legal Engagement Zone. All actions are to be 
penalized equally regardless of position (Blocker vs. Jammer). Out of play actions include but are not limited to 
blocking, assisting, and destroying the pack. 
7.7.1 A Blocker engaging, blocking, or assisting outside the legal Engagement Zone. A penalty should be 

applied to each offending Blocker for each action. 
7.7.2 A Blocker re-entering the pack from behind, having lapped the pack. A penalty should be applied to 

each offending Blocker. 
7.7.3 A Blocker re-entering the pack from the front, having fallen behind the pack. A penalty should be 

applied to each offending Blocker. 
7.7.4 No pack. If a team or group of skaters does not rapidly attempt to reform a legal pack, one penalty will 

be applied to a single player per team, if applicable, who seems most responsible. 
7.7.5 A skater who is more than 20 feet in front of or behind the pack should receive an out of play warning 

by a referee. 
7.7.6 Continuing to intentionally skate more than 20' from the pack after being warned will result in a penalty 

being applied to each offending Blocker. 
7.7.7 Intentionally destroying the pack. If a player, team, or group of skaters intentionally destroys the pack 

with a conscious and orchestrated effort, one penalty will be applied to a single player who is most 
responsible. 

7.7.8 Examples of intentionally destroying the pack, or ŎǊŜŀǘƛƴƎ ŀ άƴƻ ǇŀŎƪέ ǎƛǘǳŀǘƛƻƴΣ Ƴŀȅ ƛƴŎƭǳŘŜ ōǳǘ ŀǊŜ 
not limited to: one team running away, one team braking or coasting to fall more than 10ft behind the 
opposing team, a skater taking a knee, intentionally falling, or intentionally skating out of bounds in 
such a manner that the legally defined pack is destroyed. 

7.7.9 Active blocking of an opponent will NOT to be considered illegal destruction of the pack; however, 
players still must reform a pack immediately following the block or be subject to out of play penalties. 

7.7.10 Jammers may initiate engagement with Jammers outside the Engagement Zone. 
7.7.11 Jammers may not initiate engagement with Blockers outside the Engagement Zone. If a Blocker initiates 

engagement with a Jammer outside the Engagement Zone, the Jammer may counter-block and go un-
penalized. 

7.8 SKATING CLOCKWISE TO BLOCK 
7.8.1 Skaters must not skate in the opposite direction of the pack (clockwise) when executing a block. 

7.9 ACCELERATING INTO A BLOCK 
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7.9.1 Skaters may not accelerate into a block (Targeted Block). Acceleration can be determined by, but not 
limited to: 
7.9.1.1 Multiple strides just prior to engagement. 
7.9.1.2 Propulsion (assistance) from a team mate into an opposing skater. 
7.9.1.3 Movement perpendicular to the direction of the track greater than half the width of the track.  

7.9.1.3.1 Example: a blocker makes a quick turn from just inside the out track boundary to 
engage a skater just inside the inner track boundary 

7.10 MULTIPLE-PLAYER BLOCK 
7.10.1 {ƪŀǘŜǊǎ Ƴŀȅ ƴƻǘ ƎǊŀō ŀƴŘ ƘƻƭŘ ŜŀŎƘ ƻǘƘŜǊΩǎ ǳƴƛŦƻǊƳ ƻǊ ŜǉǳƛǇƳŜƴǘ ƛƴ ŀ Ƴǳƭǘƛ-player block. 
7.10.2 Skaters may not use their hands, arms, or legs in any grabbing, holding, linking, or joining fashion in a 

multi-player block. 
7.10.3 Touching and assisting teammates that does not create a wall to impede an opponent is not a multi-

player block. 
7.11 CUTTING THE TRACK 

7.11.1 A skater that is in bounds need not yield the right of way to an out of bounds skater. Skaters that are 
out of bounds must find an entrance back in bounds that does not require in bounds skaters to move. 
When out of bounds, skaters must re-enter the track without bettering their position in relation to 
other skaters. Out of bounds players are subject to skating out of bounds penalties even if they do not 
cut the track.  

7.11.2 Downed players that have re-entered the track are subject to applicable cutting the track penalties 
when they return to an inbounds, upright and skating position. Downed skaters are not to be penalized 
with cutting the track penalties, but are still subject to low blocking and blocking from out of bounds 
penalties. Skaters cannot drop back while in-play in efforts to undo or avoid cutting the track penalties. 

7.11.3 A skater may not return inbounds in front of the skater who blocked her out of bounds, except under 
the following circumstances where no penalty is to be issued: 

7.11.4 ²ƘŜƴ ǘƘŜ ǎƪŀǘŜǊ ǘƘŀǘ ōƭƻŎƪŜŘ ƘŜǊ ƻǳǘ ƻŦ ōƻǳƴŘǎ ƛǎ ŎƻƴǎƛŘŜǊŜŘ άƛƴ ǘƘŜ ōƻȄΣέ ƘŀǾƛƴƎ ōŜŜƴ ǎŜƴǘ ƻŦŦ ǘƘŜ 
track for a penalty. 

7.11.5 When the skater that blocker her out of bounds then herself goes out of bounds at any time following 
the block 

7.11.6 When the skater that knocks her out of bounds also downs herself or falls at any time following the 
block 

7.11.7 When the skater that knocks her out of bounds exits the Engagement Zone at any time following the 
block. 

7.11.8 The outcome and aftermath of a block are complete when the receiving skater has reestablished 
control of her own self on the track and taken at least one full stride. If the receiving skater exits the 
track after the outcome and aftermath of a block she is still subject to skating out of bounds penalties. 

7.11.9 Players straddling the track boundary line 
7.11.10 Players are straddling the track boundary line when they are simultaneously touching both inside and 

outside the track boundary line. Straddling players are considered out of bounds. The boundary line is 
considered out of bounds. Airborne players are not considered straddling skaters. 

7.12 OUT OF BOUNDS BLOCKING 
7.12.1 Skaters must be in bounds when initiating a block. 
7.12.2 If a skater forces an opponent out of bounds while blocking she must cease blocking before her own 

skates or any part of her body touch outside the track boundary.  
7.12.3 A skater may not initiate contact with an opponent who is out of bounds. 
7.12.4 A skater may not initiate contact with a skater returning in bounds until the returning skater is fully in 

bounds, in control, and has taken at least one stride. 
7.12.5 Skaters returning to the track from out of bounds must be fully in bounds, in control, and take at least 

one stride before initiating a block on an opposing skater 
7.13 TRIPPING AND BLOCKING 

7.13.1 Skaters may not trip or intentionally fall in front of another skater. Any contact which lands on an 
opponeƴǘΩǎ ŦŜŜǘ ƻǊ ƭŜƎǎΣ ōŜƭƻǿ ǘƘŜ ƭŜƎŀƭ ǘŀǊƎŜǘ ȊƻƴŜΣ ǘƘŀǘ ŎŀǳǎŜǎ ǘƘŜ ǎƪŀǘŜǊ ǘƻ ǎǘǳƳōƭŜ ƻǊ Ŧŀƭƭ ƛǎ 
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considered tripping and/or low blocking. Downed skaters re-entering play may be subject to 
tripping/low blocking penalties even if the downed skater has fallen small. 

7.14 SKATING OUT OF BOUNDS 
7.14.1 Skaters must remain in bounds. No part of the skater's skate(s) or body may touch the ground outside 

the track boundary.  
7.15 ILLEGAL PROCEDURES 

7.15.1 Technical infractions that give the offending team an advantage but do not directly impact a specific 
opponent. 

7.16 MISCONDUCT AND GROSS MISCONDUCT 
7.16.1 Misconduct 
7.16.2 Initiating contact with both skates off of the ground.  
7.16.3 Executing a block on an opponent who is down. 
7.16.4 Any use of obscene, profane, or abusive language or gestures. 
7.16.5 Gross misconduct  
7.16.6 !ƴȅ ŜƎǊŜƎƛƻǳǎ ōŜƘŀǾƛƻǊ όƭŜƎŀƭ ƻǊ ƴƻǘύ ǘƘŀǘ ǊŜǎǳƭǘǎ ƛƴ ŀ ǎŀŦŜǘȅ Ǌƛǎƪ ǘƻ ǘƘŜ ǎƪŀǘŜǊΩǎ ǎŜƭŦ ƻǊ ƻǘƘŜǊǎΦ 
7.16.7 Illegal interference in game-play by skaters not involved in the jam 
7.16.8 Repeated use of obscene, profane, or abusive language or gestures. 

7.17 INSUBORDINATION 
7.17.1 LƴǎǳōƻǊŘƛƴŀǘƛƻƴ ƛǎ ǿƛƭƭŦǳƭƭȅ ŦŀƛƭƛƴƎ ǘƻ ŎƻƳǇƭȅ ǿƛǘƘ ŀ ǊŜŦŜǊŜŜΩǎ ƻǊŘŜǊǎΦ 9ȄŀƳǇƭŜǎ ƻŦ ƛƴǎǳōƻǊŘƛƴŀǘƛƻƴ 

include but are not limited to failure to leave the track for a penalty or failure to leave the floor for an 
ejection. 

7.18 FIGHTING 
7.18.1 Fighting is an automatic expulsion for all participants and may result in a suspension. A fight is defined 

as a physical struggle that is not part of regular game play. A skater that only defends blows and does 
not engage in the fight will not be penalized. 

8 PENALTY ENFORCEMENT 
8.1 MINOR PENALTIES 

8.1.1 Referees assess minor penalties to skaters based on their involvement in an infraction. When a minor 
penalty is assessed: 
8.1.1.1 Referees will communicate the minor to the skater by hand signal and verbally calling out the 

penalty to the skater. The fourth minor is signaled with a whistle.  
8.1.1.2 Four minor penalties are equal to a Major Penalty and that skater will be sent to the penalty 

ōƻȄΦ aƛƴƻǊ ǇŜƴŀƭǘƛŜǎ ŎŀǊǊȅ ƻǾŜǊ ƛƴǘƻ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ǇŜǊƛƻŘΦ ¢ƘŜȅ ŀǊŜ ƴƻǘ άǊŜǎŜǘέ ōŜǘǿŜŜƴ 
periods. If no one player can be singled out to receive the penalty. It will go to the active 
Pivot, if there is no Pivot, it will go to the Team Captain. 

8.2 MAJOR PENALTIES 
8.2.1 When a skater has earned a major penalty, that skater will be sent to the penalty box. 
8.2.2 Her team must play short, without the skater and the position she was playing, until the penalty has 

expired. 
8.2.3 Major penalties expire after one minute served in the penalty box. 
8.2.4 If an illegal procedure gives an unfair advantage, the referee will assess a penalty and may stop the jam 

if the offending team fails to yield the advantage immediately. 
8.2.5 If no one player can be singled out to receive the penalty, it will go to the active Pivot. If there is no 

Pivot it will go to the Team Captain. 
8.3 PENALTY ENFORCEMENT PROCEDURES 

8.3.1 Substitutions 
No substitutions are allowed if a penalty carries over to the next jam. The offending player must 
continue to serve her penalty time. The penalized team skates short until the penalty time expires and 
the penalized skater re-enters the track. 
8.3.1.1 Penalized players must be substituted in the case of an ejection, expulsion, or injury. These 

substitutions may only take place between jams.  
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8.3.2 When a skater is sent to the penalty box, she must immediately exit the track and skate to the penalty 
box in the counter-clockwise direction. 
8.3.2.1 Penalty timing will not begin until the penalized player legally enters the penalty box from the 

appropriate counter-clockwise direction. 
8.3.2.2 If a team incurs a third Major Penalty in a single jam there will be an automatic Referee 

Timeout to discuss safety with team captains. The time out shall be allowed as much time as 
is needed to communicate the safety concerns using Referee discretion. 

8.3.2.3 No team may have more than two skaters in the penalty box at a time. If a team has more 
than two penalized skaters, the penalties will be served consecutively, i.e. the third skater will 
sit out once the first Blocker has served her penalty. (This may require the third skater to 
serve her penalty in the next jam.) The third penalized skater will be asked to return to the 
jam. 
8.3.2.3.1 ¢ƘŜ ƳƻƳŜƴǘ ǘƘŜ ǇŜƴŀƭƛȊŜŘ ǇƭŀȅŜǊ ƛǎ ŘƛǊŜŎǘŜŘ ƻŦŦ ǘƘŜ ǘǊŀŎƪΣ ǎƘŜ ƛǎ ŎƻƴǎƛŘŜǊŜŘ άƛƴ 

ǘƘŜ ōƻȄέ ŦƻǊ ǎŎƻǊƛƴƎΣ [ŜŀŘ WŀƳƳŜǊΣ ŀƴŘ ŎǳǘǘƛƴƎ ǘƘŜ ǘǊŀŎƪ Ǌǳƭe purposes.  However, 
her penalty time will not start until she is seated in the box. 

8.3.2.3.2 In order to form a pack, a team must have at least two Blockers on the track at all 
times. If there are only two Blockers from a given team, that player will not be sent 
to the penalty box even if the penalty box cap has not been reached until another 
skater returns to the track. 
8.3.2.3.2.1 The penalized player should be sent to the box as soon as there is 

room in the box, provided another skater from her team is on the 
track. 

8.3.2.4 If there are already two Blockers in ǘƘŜ ōƻȄ ŦǊƻƳ ǘƘŜ ǇŜƴŀƭƛȊŜŘ .ƭƻŎƪŜǊΩǎ ǘŜŀƳΣ ǘƘŜ оǊŘ 
Blocker will be waved off by the penalty timer. If there are less than ten seconds left on 
penalties currently being served, the penalty timer should hold the 3rd Blocker in the box and 
start timing the penalty. If the skater is waved off she must return to the track. A Jammer can 
never be waved off from the penalty box. 

8.3.3 The penalty clock starts when the skater is seated in the penalty box.  The penalty clock only runs when 
the jam clock is running. If a penalty spans multiple jams, the penalty clock will stop between jams.  
8.3.3.1 When there are ten (10) seconds remaining on the penalty clock of a penalized skater, she will 

be instructed by the penalty timer to stand. She must stand. 
8.3.4 After serving one minute in the penalty box, a penalized skater may re-enter the track. She must enter 

the pack from the back. 
8.3.4.1 A Jammer re-entering play from the penalty box during the same jam may score immediately 

upon re-entering if she was pulled from the jam after having completed her first pass through 
the pack. 

8.3.4.2 If a Jammer is partially through a scoring pass when she is sent to the penalty box, she retains 
all of the points that she scored in the partial pass. When she re-enters the track, she has the 
opportunity to complete the pass, only earning points for players that she had not yet passed. 

8.3.4.3 A skater may re-enter the track in front of opposing skaters that are out of play. If a Jammer is 
eligible to score (having completed her initial pass prior to being sent to the penalty box), she 
will immediately earn points for passing out of play Blockers that are behind her upon re-
entry. 

8.3.4.4 If a Jammer begins the jam in the box and her penalty time expires after the first whistle 
blows, but before the Jammer whistle blows, the Jammer coming out of the penalty box must 
enter behind the opposing Jammer. 

8.4 BOTH JAMMERS PENALIZED AND OFF THE TRACK  
Concurrent Jammer penalties shorten the penalty time of both Jammers. Both Jammers will serve the same 
exact amount of time before they are each allowed back into play. When the second Jammer is seated in the 
penalty box, the first Jammer, who has already been serving her time, is released back into play by the penalty 
box official. The exact amount of time the first Jammer served before she was released will be the exact 
amount of time the second Jammer will serve before she is released back into play. 
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Example: Jammer A has served 45 seconds when Jammer B is seated in the penalty box. Jammer A is released 
from the penalty box and Jammer B begins to serve 45 seconds. The actual time both Jammers serve will always 
be equal with the only exception being the end of the game as the final jam is whistled dead. 
 
8.4.1 If the first penalized Jammer is sent back to the box after being released from the penalty box while the 

second penalized Jammer is still serving her required time, the jam will be called off. There will be a 
mandatory Referee Timeout to discuss rules and safety after which a new jam will begin with new 
Jammers. 

8.4.2 If both Jammers are seated in the box at the same exact moment, both Jammers will serve ten (10) 
seconds before they are simultaneously released back into play by the penalty box official. In all other 
cases no minimum time to serve will be required. 

8.4.3 If any jam ends with one Jammer in the box and the second Jammer on her way to the box after being 
sent off the track, the penalty time for the Jammer that is already in the box will end with the jam 
ending whistle. She will start the new jam frƻƳ ǘƘŜ ǇŜƴŀƭǘȅ ōƻȄ ŀǎ ƘŜǊ ǘŜŀƳΩǎ WŀƳƳŜǊΣ ŀƴŘ ǿƛƭƭ ōŜ 
allowed to re-enter play behind the pack after the second whistle in the new jam. The second Jammer 
will begin the new jam in the box to serve her required time. 
8.4.3.1 A team may not make a substitution for either Jammer. 

8.4.4 If a penalized Jammer exits the penalty box before she is officially dismissed by an official, she will be 
required to return to the box and serve any un-served time, no matter how small. 

8.4.5 LŦ ƻƴŜ ǘŜŀƳΩǎ WŀƳƳŜǊ ŘƻŜǎ ƴƻǘ ƳŀƪŜ ƛǘ ƻƴ ǘƻ ǘƘŜ ǘǊŀŎƪ ƛn time to participate in the jam and during the 
ŎƻǳǊǎŜ ƻŦ ǘƘŀǘ ƧŀƳ ǘƘŜ ƻǇǇƻǎƛƴƎ ǘŜŀƳΩǎ WŀƳƳŜǊ ƛǎ ǎŜƴǘ ƻŦŦ ŦƻǊ ŀ ǇŜƴŀƭǘȅΣ ǘƘŜ ƧŀƳ ǿƛƭƭ ōŜ ǿƘƛǎǘƭŜŘ ŘŜŀŘ 
when the penalized Jammer is seated in the penalty box. She will begin the new jam in the box, and the 
team that did not field a Jammer in the previous jam will be allowed to field a Jammer in the new jam. 
8.4.5.1 In the new jam, player substitutions from the bench are allowed, with the exception of the 

penalized jammer. 
8.4.6 With one Jammer already in the box, if the oppƻǎƛƴƎ ǘŜŀƳΩǎ WŀƳƳŜǊ ǊŜƳƻǾŜǎ ƘŜǊǎŜƭŦ ŦǊƻƳ ǘƘŜ ƧŀƳ ŘǳŜ 

to an injury, equipment failure, or because she has decided to quit, the jam will be whistled dead after 
it has been determined by the referee that she will not again be re-entering play. A new jam will be 
started with the penalized Jammer still in the box serving the remainder of her required penalty time, 
and the opposing team fielding a new Jammer. 
8.4.6.1 In the new jam, player substitutions from the bench are allowed, with the exception of an 

injured jammer, who must now sit for either 3 jams, or the remainder of the period.  The 
skater must sit for whichever period is greater. 

8.4.7 If the first penalized Jammer has been ejected from the period or expelled from the game, when the 
second penalized Jammer is seated in the box the jam will be whistled dead. The first penalized 
WŀƳƳŜǊΩǎ ǘŜŀƳ ǿƛƭƭ ŦƛŜƭŘ ŀ ƴŜǿ WŀƳƳŜǊ ƛƴ ǘƘŜ ƴŜǿ ƧŀƳΣ ŀƴŘ ǘƘŜ ǎŜŎƻƴŘ WŀƳƳŜǊ ǿƛƭƭ ǊŜƳŀƛƴ ƛƴ ǘƘŜ ōƻȄ 
at the start of the new jam and she will serve an amount of time equal to the first. 
8.4.7.1 Players may be substituted in the new jam. 

8.4.8 When a penalized Jammer is serving more than one consecutive minute in the penalty box, and the 
opposing Jammer arrives in the penalty box when the first penalized Jammer has more than a minute 
of penalty time remaining to serve, the arriving Jammer will be released back into play by the penalty 
box official immediately after she has taken her seat in the penalty box. The remaining penalty time of 
the first Jammer is reduced by one minute. 
8.4.8.1 If the opposing Jammer arrives during the timing of the final minute of the first penalized 

WŀƳƳŜǊΩǎ ŎƻƴǎŜŎǳǘƛǾŜ ǇŜƴŀƭǘȅ ƳƛƴǳǘŜǎΣ ƴƻǊƳŀƭ ǊǳƭŜǎ ŀǇǇƭȅ ǘƻ ǘƘŜ ǎŜŎƻƴŘ ǇŜnalized Jammer. 
8.5 EXPULSION AND FOULING OUT 

8.5.1 Fouling Out/Ejection 
8.5.1.1 Skaters who are sent to the box for an excessive amount of combined major and minor 

offenses will be ejected for the remainder of the period. All major and minor offenses count, 
not just repetitions of the same offense or family of offenses. 
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8.5.1.1.1 A player is ejected from the period for three penalty turns in the penalty box in 
that period. 

8.5.1.1.2 If a penalty spans two periods, it should be included in the combined period total 
for the period in which the penalty timer begins timing the penalty. 

8.5.1.2 When a skater fouls out of a game, the ejection applies to the current period only. It does not 
carry over to subsequent periods or games. The ejected skater must immediately leave the 
track and return to the locker room or staging area. She may not remain on the floor with her 
team or in an area where she can interfere with skaters on the track. Another player from her 
team must serve any applicable penalty time; this substitute must serve in the same position 
(Pivot, Blocker or Jammer) as the ejected skater. Substitutions for ejected players cannot 
happen during an in-progress jam. The ejected player is not permitted to return to play and 
her team must skate a player short for the remainder of the jam. 

8.5.2 Expulsion and Suspension 
8.5.2.1 ! ǎƪŀǘŜǊ Ƴŀȅ ōŜ ŜȄǇŜƭƭŜŘ ŦǊƻƳ ǘƘŜ ōƻǳǘ ŀǘ ǘƘŜ IŜŀŘ wŜŦŜǊŜŜΩǎ ŘƛǎŎǊŜǘƛƻƴ ŦƻǊ ǎŜǊƛƻǳǎ ǇƘȅǎƛŎŀƭ 

violence or any action deemed by the officials to cause an extraordinary physical threat to 
others. 

8.5.2.2 Depending on the severity of the incident, an expulsion may result in the player being 
suspended from their next game. 

8.5.2.3 Insubordination can be grounds for expulsion, but it will not cause a player to be suspended. 
Any intentional contact with a referee is grounds for suspension. 

8.5.2.4 If a skater is expelled from a game during a tournament, she may not be replaced by a sub 
from her team roster during the in-progress game. Unless suspended she is allowed to play in 
the next game in the tournament. 

8.5.2.5 Coach(es) and managers are held to the same standard of sportsmanlike behavior as players. 
If a coach(es) ƻǊ ƳŀƴŀƎŜǊ ƛǎ ŜȄǇŜƭƭŜŘΣ ǘƘŀǘ ǘŜŀƳΩǎ /ŀǇǘŀƛƴ ǿƛƭƭ ǎŜǊǾŜ ŀ ƻƴŜ ƳƛƴǳǘŜ ǇŜƴŀƭǘȅΦ 
IƻǿŜǾŜǊ ǘƘŀǘ ǇŜƴŀƭǘȅ ŘƻŜǎ ƴƻǘ Ŏƻǳƴǘ ǘƻǿŀǊŘǎ ǘƘŜ ǇƭŀȅŜǊΩǎ ǇŜƴŀƭǘȅ ŎŀǇΦ 

8.5.3 Referees need to meet with the team Captains and coach(es) prior to expelling a player from the game. 
However, any suspensions may only be recommended by the Head Referee. 

8.5.4 The expelled skater must immediately leave the track and return to the locker room or staging area. 
She may not remain on the floor with her team or in an area where she can interfere with skaters on 
the track. Another player from her team must serve the major penalty. This substitute must serve the 
penalty in the same position (Pivot, Blocker or Jammer) as the expelled skater. Her team must skate a 
player short while the penalty is being served. 

 

9 GLOSSARY 

Assist Helping one of your teammates improve her position by giving her a push or whip. 

Bettering your 
Position 

Improving your position while out of bounds by passing an upright and skating 
player who is in bounds and re-entering the track in front of her. 

Block  

Blocking is any movement on the track designed to impede or move an opponent. Blocking includes 
the possible counter-blocking motion initiated by the opponent to counteract the block; counter 
blocking is treated as a block and held to the same standards and rules. Blocking need not include 
contact.  Impeding the movement of an opposing skater by positioning yourself in her path. 

Blocker 
Blockers are the positional players that form the pack. The Pivot Blocker is one of the four Blockers 
per team allowed in each jam.  

Blocking to the 
Back 

Any contact to the back of the torso, booty, or legs of an opponent. It is not considered blocking 
from behind if the Blocker is positioned behind the opponent as demarked by the hips) but makes 
contact to a legal target zone. 

Blocking Zones Areas of the body that may be used to move an opponent when performing a block.  

Captain 
The skater identified to speak for the team. Only the Captain and the Designated Alternate may 
confer with the referees. 
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Contact Zones 
!ǊŜŀǎ ƻŦ ǘƘŜ ōƻŘȅ ǘƘŀǘ Ƴŀȅ ōŜ ǳǎŜŘ ǘƻ ƎƛǾŜ ƻǊ ǊŜŎŜƛǾŜ ŀ ōƭƻŎƪΦ ό{ŜŜ ά.ƭƻŎƪƛƴƎ ½ƻƴŜǎέ ŀƴŘ έ¢ŀǊƎŜǘ 
½ƻƴŜǎέύ 

Counter-Block 

Counter-blocking is any motion/movement towards an oncoming block by the receiving skater which 
is designed to counteract an opponent's block. Counter-blocking is treated as a block and held to the 
same standards and rules. Standing up, turning away, ducking, etc is not considered counter-
blocking. 

Designated 
Alternate 

The Captain selects an additional person to act in their stead; this person is the Designated Alternate. 
The Designated Alternate may be another skater, coach(es) or manager.   A team shall only have one 
Designated Alternate. 

Down 

Skaters are considered down if they have fallen, been knocked to the ground or have taken a knee. 
Skaters on one knee are considered down. After downing herself or falling, a skater is considered 
down until she is standing, stepping, and/or skating. Stationary standing players are not considered 
down. 

Ejection 

To remove a player from the remainder of the period. This is the equivalent to άŦƻǳƭƛƴƎ ƻǳǘέ ŦƻǊ 
combined trips to the penalty box. (See Section 7.5 for complete ŘŜǘŀƛƭǎΦύ !ƴ ŜƧŜŎǘŜŘ ǎƪŀǘŜǊΩǎ ǇŜƴŀƭǘy 
must be ǎŜǊǾŜŘ ōȅ ŀ ǎǳōǎǘƛǘǳǘŜ ŦǊƻƳ ǘƘŜ ǘŜŀƳΩǎ ōŜƴŎƘ and the team plays short until the penalty is 
finished. The ejected skater must immediately leave the track and return to the locker room or 
staging area. She may not remain on the floor with her team or in an area where she can interfere 
with skaters on the track. 

Engage Any sort of interaction with another player on the track during a jam. (see also Ϧ!ǎǎƛǎǘϦ ŀƴŘ ά.ƭƻŎƪΦέύ 

Engagement 
Zone 

The zone in which players may legally enƎŀƎŜΦ ¢ƘŜ ƭŜƎŀƭ 9ƴƎŀƎŜƳŜƴǘ ½ƻƴŜ ŜȄǘŜƴŘǎ ŦǊƻƳ нлΩ ōŜƘƛƴŘ 
ǘƘŜ ǊŜŀǊƳƻǎǘ ǇŀŎƪ ƳŜƳōŜǊ ǘƻ нлΩ ƛƴ ŦǊƻƴǘ ƻŦ ǘƘŜ foremost pack member, between the inside and 
outside track boundaries. Jammers may engage each other outside of the Engagement Zone. 

Expulsion 

To remove a player from the remainder of the game, regardless of period or time left on the clock. 
The expelled skater must immediately leave the track and return to the locker room or staging area. 
She may not remain on the floor with her team or in an area where she can interfere with skaters on 
the track. A skater may be expelled from the bout at the Head RŜŦŜǊŜŜǎΩ ŘƛǎŎǊŜǘƛƻƴ ŦƻǊ ǎŜǊƛƻǳǎ 
physical violence or any action deemed by the officials to cause an extraordinary physical threat to 
others.   Another player from her team must serve the major penalty, forcing her team to skate a 
player short. 

Fall Small Falling with the arms and legs controlled, tucked in to the body, and not flailing. 

Fouling Out ! ǎƪŀǘŜǊ άŦƻǳƭǎ ƻǳǘέ ŦƻǊ ŦƛǾŜ ǇŜƴŀƭǘȅ ǘǳǊƴǎ ǎŜǊǾŜŘ ƛƴ ǘƘŜ penalty box. (See Ejection.) 

Game 
A bout or game is composed of 40 minutes of play divided into two periods of 20 minutes played 
between two teams. 

Game Roster The skaters that are actually suited up and eligible to play on game day. 

Grand Slam 
If one Jammer completely laps the opposing Jammer, she will score an additional point each time she 
fully laps her. Exceptions occur when the opposing Jammer is not on the track. 

Gross 
Misconduct 

An indiscretion so serious that it justifies the instant expulsion of a skater, even on the first 
occurrence. 

Illegal 
Procedures 

Technical infractions that give the offending team an advantage but do not directly impact a specific 
opponent. 

Impact 
A foul has an impact on safety or game play when a measurable physical force or effect can be 
observed. (See Major Penalty and Minor Penalty.) 
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In Bounds 

A skater is in bounds as long as all parts of the skater's body and equipment that are in contact with 
the ground are within or on the track boundary. If a player jumps, and ceases all contact with the 
ground her prior in bounds/out of bounds status is maintained until contact with the ground re-
establishes in bounds/out of bounds status. In bounds skaters are not necessarily in-play. 

Initiator of the 
Block 

The skater who makes contact with a target zone of an opponent is the initiator of the block. The 
initiator of a block is always responsible for the legality of the contact. 

Initial Pass 
The first pass a Jammer makes through the pack. No score is awarded on this 
pass; it is only used to establish the Lead Jammer. (See Pass and Scoring Pass.) 

In-Play 

When a skater is positioned within the Engagement Zone and is in bounds, she is in play and may 
legally block and assist. Downed players are not in play. Jammers may engage each other anywhere 
inside the track boundaries for the duration of the jam, but must be within the Engagement Zone in 
order to legally initiate engagement with Blockers. 

In Position 

When a player is on the track, in the designated area for their position, when the first whistle of the 
jam blows. Blockers are in position when they are on the track, between the Pivot and Jammer start 
lines. JammŜǊǎ ŀǊŜ άƛƴ Ǉƻǎƛǘƛƻƴέ ǿƘŜƴ ǘƘŜȅ are on the track behind the Jammer line. Players are 
permitted to put on helmet covers after the jam has started. Players not in position before the 
Jammer starting whistle may not join the jam in progress. 

Insubordination ²ƛƭƭŦǳƭƭȅ ŦŀƛƭƛƴƎ ǘƻ ŎƻƳǇƭȅ ǿƛǘƘ ŀ ǊŜŦŜǊŜŜΩǎ ƻǊŘŜǊǎΦ 

Jam Jams are two minute races between teams to score points. 

Jammer 
Jammers are the point scorers for their teams. Each team is permitted one Jammer per jam. The 
Jammers are identified by stars on their helmet cover.  

Lap A complete pass through the pack; this may require more than one trip around the track. 

Lead Jammer 

[ŜŀŘ WŀƳƳŜǊ ƛǎ ŀ ǎǘǊŀǘŜƎƛŎ Ǉƻǎƛǘƛƻƴ ŜǎǘŀōƭƛǎƘŜŘ ƻƴ ǘƘŜ WŀƳƳŜǊǎΩ ƛƴƛǘƛŀƭ Ǉŀǎǎ through the pack during 
each jam. The Lead Jammer is the first Jammer to pass the foremost in-play Blocker legally and in 
bounds, having already passed all other Blockers legally and in bounds. 

Loss of Relative 
Position 

When a skater's position in relation to other skaters on the track is lost for a sustained period of time 
due to the actions of an opponent, such as a legal block or an illegal block. Being forced out of 
bounds is always to be considered a loss of relative position. 

Major Penalty 
A foul has that has a measurable physical force or effect which causes harm or adversely affects the 
game. Assessed if the infraction has extensive impact on safety or game play. 

Minor Penalty 
A foul has that has a measurable physical force or effect but does not cause harm or adversely affect 
the game. Assessed if the infraction has limited impact on safety or game play. 

Misconduct 
Wrongful or improper behavior motivated by intentional purpose or obstinate indifference to the 
rules. 

Multi-Player 
Block 

Blocking with multiple players via a grabbing, holding, linking or joining fashion that impedes an 
ƻǇǇƻƴŜƴǘǎΩ ƳƻǾŜƳŜƴǘ through the pack. Touching and assisting teammates that does not create a 
wall to impede an opponent is not a multi-player block. 

No Pack 

There is no pack when there is not a group of Blockers (from both teams) skating within proximity to 
each other or when there are two or more equally numbered groups of Blockers not skating within 
proximity to each other. (See Proximity) 

Out of Bounds 

A skater is out of bounds when any part of the skater's body or equipment is touching the ground 
beyond the track boundary. If a player jumps, and ceases all contact with the ground her prior in 
bounds/out of bounds status is maintained until contact with the ground re-establishes in 
bounds/out of bounds status. Out of Bounds skaters are not In-Play. 

Out of Pack 
A skater is out of pack when she is more than 10 feet from the nearest pack skater but within 20 feet 
of the nearest pack skater. 

Out of Play 
A Blocker that is positioned more than 20 feet outside the pack, out of bounds, or down is out of 
play. A Jammer that is out of bounds is out of play. 
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Pack 
The pack is defined by the largest group of Blockers, skating in proximity, containing members from 
both teams. The Jammers are independent of this definition. (See also Proximity.) 

Pass 

To pass is to move in front of an opposing skater by positioning your hips in front of hers. A pass 
begins with the Jammer behind the pack and ends when the Jammer has cleared the pack by twenty 
feet. To begin the next pass, the Jammer must fully lap the pack and catch up to the back of the 
pack. (See Scoring Pass and Initial Pass.) 

Penalty The punishment given out for misconduct. 

Pivot Blocker Commonly referred to as the Pivot. The Pivot is a Blocker with extra abilities and responsibilities. 

Points Awarded 
in Error 

Points that have not been legally earned by a Jammer and have been awarded to her and her team 
incorrectly and/or erroneously by a referee, an official, or as the result of a technology malfunction. 

Positional 
Blocking 

A.K.A. Body Blocking, Frontal Blocking, Passive Blocking Passive blocking is blocking without contact, 
positioning you in front of an opposing skater to impede her movement on the track. It may also be 
done unintentionally, if the ōƭƻŎƪƛƴƎ ǎƪŀǘŜǊ ƛǎ ƴƻǘ ŀǿŀǊŜ ƻŦ ǘƘŜ WŀƳƳŜǊΩǎ Ǉƻǎƛǘƛƻƴ ōehind her. 

Proximity 
A measure of distance for in play players that is defined as skating not more than 
ten feet in front of or behind the nearest pack skater. 

Re-engage A skater positioning herself in front of an opponent who has already passed her. 

Re-pass 

The act of passing an opponent who has already been passed during the current lap. If the Jammer 
drops back behind an opponent that she passed illegally, by being reengaged or repositioning 
herself, she may attempt to pass her again legally. 

Relative Position The position a skater holds in relation to other skaters on the track. 

Scoring Pass 

Any pass a Jammer makes through the pack after the completed initial pass. Points may only be 
earned on scoring passes. A Grand Slam is independent of this definition. (See Grand Slam, Pass and 
Initial Pass.) 

Shorted Skater The skater serving a penalty in the penalty box. 

Straddling 
Players 

Players are straddling the track boundary line when they are simultaneously touching both inside 
and outside the track boundary line. 

Substitutions Replacing a player on the track or in the penalty box with another player. 

Suspension To remove a player from more than one game. (See Ejection.) 

The Star ¢ƘŜ WŀƳƳŜǊǎΩ ƘŜƭƳŜǘ ŎƻǾŜǊΣ ǿƘƛŎƘ Ƙŀǎ ŀ ǎǘŀǊ ƻƴ ƛǘΦ 

Target Zones Areas of the body on an opponent that a skater may contact when performing a block. 

Trip 

Any contact which lands on an opponent's feet or legs, below the legal target zone, that causes the 
skater to stumble or fall is considered tripping. Contact between skates and wheels that are part of 
the normal skating motion may not be considered tripping. 

Warnings 
A formal verbal indication from the referee that play is improper and that a skater must take 
corrective action. 

 


