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BASIC BOUT STRUCTURE:
A BOUT IS 60 MINUTES IN LENGTH, CONSISTING OF TWO 30-MINUTE PERIODS.
THERE ARE SEVERAL JAMS WITHIN A PERIOD.
A JAM MAY LAST UP TO TWO MINUTES.
THERE ARE TWO TEAMS COMPETING TO EARN POINTS.
EACH TEAM HAS ONE PIVOT, THREE BLOCKERS, AND ONE JAMMER.
THE PIVOTS AND BLOCKERS FORM WHAT IS CALLED “THE PACK.”

THE JAMMER IS THE DESIGNATED POINT-SCORER FOR EACH TEAM.
THE FIRST JAMMER TO LEGALLY PASS THROUGH THE PACK MAY RETAIN A SPECIAL PRIVILEGE CALLED:
LEAD JAMMER STATUS.

THE LEAD JAMMER IS THE ONLY PLAYER ABLE TO CALL OFF A JAM BEFORE A FULL TWO MINUTES HAS
PASSED.

ANY JAMMER MAY LEGALLY PASS THEIR HELMET COVER TO THEIR DESIGNATED PIVOT, WHICH
TRANSFERS THE ROLE AS THE POINT-SCORER TO THE PIVOT FOR THE REMAINDER OF THE JAM.

IF A LEAD JAMMER IS CALLED ON A PENALTY OR THEY PASS THEIR HELMET COVER TO A PIVOT, THAT
TEAM WILL LOSE LEAD JAMMER STATUS FOR THAT JAM (THE ABILITY TO CALL OFF THE JAM BEFORE TH
TWO MINUTES IS UP).

AFTER THE INITIAL PASS, A JAMMER WILL EARN A POINT FOR EACH OPPOSING PLAYER THEY LEGALLY
PASS.

THEY MUST LAP THE TRACK FOR EACH SCORING PASS.

ALL PLAYERS ARE SUBJECT TO ILLEGAL GAMEPLAY PENALTIES, WHICH RESULT IN A 30-SECOND TRIP T
THE PENALTY BOX.

PENALTIES INCLUDE, BUT ARE NOT LIMITED TO: GRABBING OR USE OF HANDS; BLOCKING WITH
FOREARMS; TRIPPING, KICKING, OR BLOCKING WITH FEET/LEGS; PUSHING, SHOVING, PUNCHING OR
HOLDING; SWINGING OR JABBING ELBOWS; BLOCKING WITH THE HEAD; BLOCKING A JAMMER WHILE
TWENTY FEET AHEAD OR BEHIND THE PACK (OUTSIDE OF THE

ENGAGEMENT ZONE); HITTING FROM BEHIND, ETC.
THE TEAM THAT EARNS THE MOST POINTS AT THE END OF A 60-MINUTE BOUT IS THE VICTOR:

POSITIONS:

PIVOT - THE PIVOT IS A DESIGNATED PLAYER ON EACH TEAM WHO WEARS THE HELMET COVER WITH TH
STRIPE.
THE PIVOT MAY SKATE IN THE FRONT OF THE PACK, CONTROLS PACK SPEED AND SERVES AS A LAST LIN
OF DEFENSE AGAINST THE OPPOSING JAMMER.
IF THE JAMMER LEGALLY PASSES THE HELMET COVER TO THE PIVOT, THE PIVOT MAY BECOME THE
JAMMER FOR THE REMAINDER OF THAT JAM AND IS ELIGIBLE TO SCORE POINTS.
HOWEVER, THE PIVOT MAY NOT RETAIN LEAD JAMMER STATUS.

BLOCKERS - BLOCKERS WORK WITH THE PIVOT TO ASSIST THEIR JAMMER THROUGH THE PACK, AS WEL
AS STOP THE OPPOSING JAMMER FROM PASSING.

JAMMER - THE JAMMER IS THE DESIGNATED POINT-SCORER FOR EACH TEAM WHO WEARS THE HELMET
COVER WITH THE STAR.
ONE POINT IS EARNED FOR EACH SKATER THEY LEGALLY PASS ON THE OPPOSING TEAM. THE JAMMER
MUST LAP THE TRACK FOR EACH SCORING PASS (THEIR INITIAL PASS IS NOT ELIGIBLE FOR POINTS):

WHISTLES:
ONE SHORT WHISTLE BLAST SIGNALS THE START OF A JAM.
TWO SHORT WHISTLE BLAST SIGNALS WHEN LEAD JAMMER HAS BEEN ESTABLISHED.
FOUR WHISTLE BLASTS SIGNAL THE END OF THE JAM (THIS OCCURS AT THE END OF A TWO-MINUTE JA
OR IF THE LEAD JAMMER CALLS OFF THE JAM.).
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GAMEFORMAT

Ruoller derby is played in two halves. Each half is split into two minute segments called jams.

PACK
HUMBEHUF PLMEHS The eight players standing in bet
There are a maximum of ten players on the track the jam line and the pivot lines are
at any given time. Five from each team. If they're blockers. They make up a pack.
not on the track, check the penalty box! Z pack plays simultaneous offense a

defense.

x JAMMER

Jammers start behind the
and have stars on their he
START:ONESHORT WHISTLE They are the only players
Both jammers and blockers sGore poinls.
commence play. I

LEAD JAMMER: TWO SHORT WHISTLES

On the initial pass, jammers compete for he
litle of lead jammer. They become lead
jammer by legally passing all members of the
opposing team. You know the lead jammer
because her referee will be poinling al her,
She can end the jam eariy.

POINT SCORING

The next pass, and any pass after,
the jammers can score points by
passing the hips of opposing
players. The pack needs to help their
jammer through while preventing the
other team's jammer from passing
them.

JAM ENDING: FOUR SHORT WHISTLES PIVOT
Once the lead jammer taps her hips, the The player with a st
jam ends. If there is no lead, it'll end in 2 (p helmet is the pivot.

minules. You know a jam is over because
you'll hear four short whistles repeated by
all the referees.

act as quarterbacks
helping their teams ¢
on the fly. She also
special ability to relie
jammer during game

PENALTIES

Any player who commits a penalty earns a trip to the penalty box for 30 sec


https://cdn1.sportngin.com/attachments/document/fcd7-2921006/JRDA__Alternative_Track_Layout_Guide__Jan._2023___1_.pdf?_gl=1*oqcmif*_ga*NzY3NTE5NTgzLjE2ODc3MTQxMjk.*_ga_PQ25JN9PJ8*MTY5MDkyNDc5Ni4zLjEuMTY5MDkyNDkwMS4wLjAuMA..#_ga=2.181401966.871659251.1690924797-767519583.1687714129
https://cdn1.sportngin.com/attachments/document/0148/0200/20230101-The_Rules_of_Flat_Track_Roller_Derby_JRDA_Edition.pdf?_gl=1*rmd54w*_ga*NzY3NTE5NTgzLjE2ODc3MTQxMjk.*_ga_PQ25JN9PJ8*MTY5MDkyNDc5Ni4zLjEuMTY5MDkyNDg3OC4wLjAuMA..#_ga=2.121584577.871659251.1690924797-767519583.1687714129
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B Jammers wear a star on their helmets
L and are the scoring players for each

* E team. The Jammers attempt to pass ‘
E the opponents as many times as

= possible by sprinting around the track
— and lapping the pack.

The Blockers are simultaneously
oc focused on stopping the opposing
=~ Jammer from passing them and

assisting their Jammer to pass the
P— opposing team'’s Blockers. The pack is.

formed by the largest group of
fora) Blockers with players from each team
on the track.

The Pivot is the Blocker that wears
the stripe on their head. They are the

_= only Blocker that is allowed to accept
a star pass from the Jammer, thus

. becoming the new Jammer and
gaining the ability to score points.

Each team fields 4 Blockers and
1Jammer. Blockers start
anywhere between the Jammer
Line and the Pivot Line, 30 feet
(915 meters) away. Jammers
start behind the Jammer Line.
Play starts with a single whistle
blast.

AN

During the first pass, the first
Jammer to pass all skaters in
the pack legally is Lead
Jammer. Lead Jammer status is
signaled by the officials blowing
two short whistle blasts and
pointing at the Lead Jammer.

In subsequent passes,
Jammers earn 1 point for each
opposing player they pass
legally. The opposing Blockers
willtry to stop the Jammer,
while helping their own
Jammer through the pack

GENERAL

*A bout, or game, is 60 minutes divided by 2
periods
*A period is divided into multiple jams (scoring
races)
*Each jam can last up to 2 minutes
*Each team is allowed three 1-minute timeouts
per bout

CORING

*Only Jammers can score
*Points are earned when the jammer passes
each opposing skater
*Jammers can not score on the first pass
through the pack
*If a jammer completely laps the opposing
jammer, they earn 1 point

LEAD JAM

@ Tongue
The Padded part of the
boot that pul

@ Boot

to allow you to
Y your foot in.
part of the skate that
can be changed ) Laces

@® Plate

The plate is the

stn e of the roller
skate th lds on the
Trucks and wheels

® Mounting Kit
The nuts and bolts that
hold the plate ento the
boot

® Kingpin

The long bolt that the
truck and cushion
assembly sit on.

(®) Bushing/ Cushion
The soft rubber barrel
that allows your truck
to flex and your skates
to turn

(© Retainer /
Cushion Cup

The small metal dish
that sits outside the
cushions and holds
them in place.

@ Kingpin Nut
Alocking nut that
holds the truck and
cushion assembly on
This controls the
tension on the trucks
(® Pivot Cup

ubl

These keep your feet
in

@ Toe stop

A primary form of
stopping and control.
Coming in either
adjustable or bolt on
styles.

@ Grind/Slide
Block

An optional part that
allows you to slide
grind and perform
unique tricks.

ber cup that fits
A the pivot pin
on the truck and the
plate, allow flex

@ Truck
The piece that tilts to
allow the skate to turn.

Axle

The rod sticking out of
the Truck and that the
wheels sit on

(@ Wheel Nut
The nut that holds the
wheels on

that let the wheels
spin,

@) Wheels
These let you go fast
Wheels usually consist
of a hub (Often plastic)
for structure and a
urethane tyre for grip.
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