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This handbook documents how NSO positions are handled in Crime City Rollers.
We believe that well-trained, reliable and ambitious NSOs are essential to a good
roller derby league and hope that anyone reading this handbook finds it
inspirational as well as useful. A good NSO crew is every bit as important as a
good ref crew when running bouts, and as an NSO you should take just as much
pride in your performance as a Referee or skater does!
This guide is by no means a definitive guide to how things should be done – it
simply reflects what we have found to work well when officiating at home and
when going abroad to NSO for other leagues. If you find a way of doing things
which is better suited to your particular league, venue or NSO crew – then do
things your way. Part of being a good NSO crew is the ability to make adjustments
and be pragmatic.
While there are very few entirely universal truths regarding NSO work, one thing
needs to be emphasized: being an NSO is more about practice than theory. While
you should strive for the best possible theoretical knowledge of rules and
positions, the thing that teaches you NSO work more than anything is doing NSO
work – over and over. It is only through practice that you are able to find the
natural groove of any given position. Once you have enough experience of a
position, you will instinctively find yourself focusing on the relevant things during
a game and be able to understand the bigger picture of the game and how it
affects your role.
Another important thing is to never get too comfortable. If you feel that a
position is no longer challenging – try adding tasks! If you’re penalty tracking – try
also having sole responsibility for the inside whiteboard. Anything that improves
your ability to deal with stress and multitasking is good as an NSO and lets you
feel that you are still improving even after you have become comfortable in a
position.
This guide is continually updated and we appreciate feedback. Feel free to get in
touch at viktor.alander@gmail.com (Vickan) or offtrack5050@gmail.com (Off
Track).

The WFTDA is continually updating its Standardized Practices, which cover both
Skating and Non Skating Officials. While we naturally follow the WFTDA
Standardized Practices whenever required, we feel that there are some practices
(such as the big inside whiteboard positioned between the Pivot and Jammer line
on the inside of the track) that are not always the best solution. There are some
examples of alternate set-ups for certain positions in this guide, which may be of
interest. Where the practices described deviate from Standardized Practices, this
is noted in the text.
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JAM TIMER
Basic job description
As Jam Timer you are responsible for timing the two 30 minute periods of a bout,
ending a jam if it reaches the two minute mark, starting a new jam 30 seconds
after the last one ended, and timing Team Timeouts. Things can get hectic during
bouts and for things to function you must be able to remain calm and focused on
the task at hand while things happen around you.
Equipment
2 stopwatches
1 whistle
1 clipboard (optional)
2 pencils (one as a spare) (optional)
2 bout clock worksheets (optional)

Go over your equipment – make sure you know how to start, stop and reset your
stop watches. Check if the period clock and the scoreboard both count the same
way (up or down). If not, you will need to be able to do some on the fly
conversions to make sure the two are synchronized during the bout. Try out your
whistle and make sure you can do four short, distinct signals in quick succession
as well as a clear rolling whistle. Introduce yourself to the Head Referee and ask if
they have any special requests – you will be working closely with them during the
bout and it’s important that you communicate well with each other. For example,
it can be useful to go through how the Head Referee wants calls for Team
Timeouts handled, or if they want a heads-up at some point when the end of the
period is approaching. Agree with the Head NSO on which NSOs or Referees to
call on when you need help relaying information to the scoreboard. Agree on
hand signals for indicating time adjustments to the scoreboard (such as pointing
up or down, followed by fingers showing the number of seconds the timer should
be moved up or down).
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If using bout clock sheets, enter your name, the period number and the date. Also
fill in the names and numbers of each team’s captain and Designated Alternate. If
you are unsure, you can double check who’s got C and A respectively on their
arms during the equipment check before the game. You will use a separate sheet
for each period.

After both teams have completed their equipment checks and all Referees and
NSOs are ready, the Head Referee will signal you to start the bout and start the 30
seconds count down to the first jam of the game.
Starting jams: For the first jam of the game, wait for the Head Referee’s goahead. Position yourself between the Pivot and Jammer lines, ahead of all lined
up skaters, and in a loud, clear voice call out “Thirty seconds!” When five seconds
remain, raise your arm and call out “Five seconds!” When the time is up, blow a
short blast on your whistle and lower your arm to point at the track Pivot Line. As
soon as you have released the skaters, step back to make sure the Referees all
have a clear path past you along the inside of the track.
It can be a hassle to stop, reset and restart the jam clock at the start of each jam
while you are also pointing with one hand and blowing the whistle. Instead, you
can stop and reset the timer at the 25 second mark, when you give the teams
their five second warning, and count the last five seconds in your head or by
looking at the scoreboard. Alternatively, you can simply skip resetting the timer,
and let your jam clock run to 2:30. This makes jam starts a lot less complicated for
you, and lets you start timing each jam precisely on the whistle.
Ending jams: The jam clock is (naturally) used to time each jam, but also to time
30 seconds between jams and 60 seconds during Team Timeouts. You start the
clock on the first whistle of each jam. During the jams, position yourself on the
inside of the track, making sure not to get in the way of the Referees or the
Penalty Wrangler as they circle around you. Keep an eye on the jam clock
throughout the jam. If it reaches two minutes, blow four short blasts on the
whistle to signal the end of the jam, while doing the call-off hand signal (touching
your hands to your hips repeatedly). Repeat these four blasts two more times,
allowing the Referees to join in and signal that the jam is over. If a Jammer
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Referee calls off the jam, you should join in on the call-off whistles as the
Referees do them but do not do the call-off hand signal.
Between jams: Once the jam is over, immediately reset the jam clock. You will
now use it to time the 30 seconds until the next jam starts. As the time
approaches 25 seconds, look over to the Referees to make sure they are ready to
start the next jam. If time is running out and you see that the Officials are not
ready to start the next jam, you have the authority to call an Official Timeout
(more in this below). Assuming everything is ready to go, give the usual five
second warning and get ready to start the next jam.
The period clock: You use your period clock to keep track of when a period has
reached 30 minutes. The period clock will be started at the beginning of the first
jam of the period, and not stopped unless there is a timeout or Official Review.
Note that the final jam in a period can run past the 30 minute mark on the period
clock. Do not signal for the jam to end just because the period clock hits 30
minutes – the jam will end once the lead Jammer (or a Referee) calls it off or the
jam reaches 2 minutes, as normal.
Inevitably the time you have on your period timer and the time shown on the
scoreboard will differ. The best time to synchronize the two times is during
timeouts or other breaks in gameplay. However, during timeouts you will be stuck
on the Pivot Line signaling the timeout. As mentioned, you should agree before
the game begins on who can help you relay time adjustments to the scoreboard.
Timeouts: There are three types of timeouts: Official timeouts, Team Timeouts
and Official Reviews. Whenever a timeout starts, stop the period clock. The
period clock starts again at the start of the next jam.

Hand signals from the WFTDA official hand signals document: http://wftda.com/rules/wftda-official-hand-signals.pdf

3

Official Timeouts are normally called by the Head Referee between jams (or, in
special cases, during an ongoing jam). Official Timeouts are usually called when
there are issues that need to be sorted out before the next jam can start. The
Head Referee will let you know that an Official Timeout is required. Blow four
short blasts on your whistle, stop the period clock, and go over to stand on the
middle of the Pivot Line, facing the skaters on the track. Indicate that this is an
Official Timeout by touching your fingers to your shoulders, making an O on either
side of your head (see picture above). Remain on the Pivot Line and show the
Official Timeout signal until the Head Referee indicates that they are ready to
begin. Give a rolling whistle and then move back to the middle of the track. The
Head Referee will indicate whether or not they want a full 30 second count down
or (more commonly) just a five second count down. If they opt for five seconds,
give the usual five second warning to the teams and move into position to start
the next jam.
Each team has three Team Timeouts per game and the Inside Whiteboard
Operator will help you keep track of how many timeouts each team has left to
call. Team Timeouts are requested by Captains or Designated Alternates between
jams. Team Timeouts are 60 seconds long and should start as soon as they are
requested by a team captain or Designated Alternate (identified by a C or an A on
their arms, respectively). Some Head Referees want all requests for Team
Timeouts to be confirmed by them before they are called, others are ok with you
calling the timeout as soon as you see it – as long as you know that the team has
timeouts left. Check this before the game! Once the timeout is confirmed, blow
four short blasts on your whistle, stop the period click, start your jam clock to
time the 60 seconds and move to the Pivot Line. While on the line, alternate
between making a T with your hands to indicate a Team Timeout (see picture
above) and pointing to the bench of the team that called the timeout. When ten
seconds remain, call out “Ten seconds remaining of [color] Team Timeout!” Once
the time is up, give a rolling whistle and return to the inside of the track to start
the usual 30 second countdown. If both teams are in position to start the Head
Referee may signal for you to do a 5 second count down instead.
Official Reviews are also called by team captains or Designated Alternates. They
are used when a team wants to review or dispute a call made by a Referee. Note
that Official Reviews usually start with one team making a T-sign for a Team
Timeout, so keep an eye on proceedings. If the captains are approaching the Head
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Referee to discuss things, you can assume that what is actually happening is an
Official Review. As Jam Timer you treat this as an Official Timeout, standing on the
Pivot Line signaling an Official Timeout. You can alternate between touching your
shoulders to indicate an Official Timeout and pointing to the team bench which
requested the review. Official Reviews can go on for several minutes and are not
timed – play will proceed when the Head Referee signals for it to do so.
The bout clock sheet: The bout clock sheets allow you to keep track of how long
each jam goes and how many laps the pack makes. Enter the jam number in the
left hand column. During each jam, keep count of the number of laps the pack
makes. The pack has completed a lap when the last Blocker passes the Pivot Line.
At the end of each jam, quickly note what time the jam was called and then start
the 30 second countdown. Enter the jam time in the appropriate column. If the
jam was ended due to an injury, put INJ in the event column for the jam and enter
the number of the player who was injured. If a team requests a timeout or Official
Review, put T or R (respectively) in the event column and put the name of the
team which made the request in the appropriate column. If an Official Timeout is
called enter OFF in the event column. The two rightmost columns are used for
calculations when entering data after the bout, and are of no importance during
the bout. This sheet is not essential to the game but provides extra
information/statistics about the game.
The end of the game:
If, at the end of a jam, there is less than 30 seconds left on the period clock there
will not be another jam in the period (as the period clock would run out before
the normal 30 seconds between jams has elapsed). There are two exceptions to
this. If the score is even at the end of the game, an overtime jam will be played
(see Section 1.6 in the rules, Appendix III). A more common exception is when a
Team Timeout or Official Review is called with less than 30 (but more than 0)
seconds to go on the period clock. As the (potentially) final jam is called off you
should check to see if either team is calling for a Timeout or Official Review. If
they do, you should ensure that they still have a Timeout or Review left to call
before blowing the Timeout signal (four short whistles). Once the Timeout or
Official Review is over, a new jam will take place – do as you would after any
Timeout or Official Review.
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If neither team is signaling for a Timeout or Official Review, the period (or game)
is over. The common way to signal this is a rolling whistle (or double rolling
whistle), although it is not specified in the rules or Standardized Practices.

Hand over your equipment (and paperwork if you’ve used the bout clock sheet) to
the Head NSO. That’s it, you’re done!
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As Penalty Tracker you collect penalties from Referees and record them on the
penalty tracking worksheet. You communicate with Referees when skaters are in
danger of fouling out (i.e. getting their seventh penalty) and help keep the Inside
Whiteboard up to date with all collected penalties.
Equipment
1 clipboard
2 pencils (one as a spare)
2 penalty tracking worksheets

Before bout day, go through and learn the Referee hand signals. This will be
invaluable to you when picking up penalties, especially in venues with poor
acoustics. As Penalty Tracker you will be playing an integral role to the running of
the bout, and it is important that you can communicate with the other Referees
and NSOs in an efficient manner. Before the game starts you should introduce
yourself to the Head Referee (and/or other Referees) and discuss if there is
anything in particular you should be on the lookout for. For example, if they want
you to remind them whenever a player who is about to foul out lines up for a jam.
For bouts this is normally done during the officials’ meeting before the game.
Preparing the Penalty Tracker sheet: At the top of your Penalty Tracker sheet,
enter the names and colors of both teams, your name, and the date. You will use
a separate sheet for each period.
Each player will get their own line on the sheet, with their number in the left hand
columns marked “#”. The WFTDA-endorsed way of ordering skater numbers is to
sort numbers alphabetically, meaning that you first list all numbers starting with
0, then 1 etc. Players numbered 7, 12, 30 101 and 214 would in this system be
ordered 101, 12, 214, 30, 7. This can be fairly counter-intuitive at first but once
you get used to it, it can be helpful when Referees call out player numbers digit by
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digit. Make sure you and the Inside Whiteboard have the same numbers, listed in
the same order.
Player numbers can include numbers and letters but no other characters. Letters
that are more than 2 inches/5 cm in height are considered part of the player’s
number and should be included, while letters smaller than 2 inches/5cm in height
are omitted. Note that the case (UPPER/lower) of the letters has no bearing on
whether it is part of the player’s number. If in doubt, ask the Head NSO. Leave out
any special characters in player numbers – a player with number 2/3 becomes 23
and 49% becomes 49 on the sheet. Make sure that the number on the back of the
player matches the number on the player’s arm – a player must have easily
readable numbers both on her back and on her arms.
The best time to enter these numbers, if they are not pre-printed on the sheet, is
during the equipment check, as the players are all lined up for inspection. Pass
behind each team, noting player numbers in the margin of the sheet. Once you
have all the numbers you can copy them to the appropriate columns in order.
For bouts you may sometimes get sheets with pre-printed player numbers, or be
given team rosters ahead of time. You should still take the opportunity to doublecheck all the numbers during the equipment check, and report any problems
(numbers not matching the paperwork) to the Head Referee.

Picking up penalties: Penalty tracking can be hectic and requires you to work well
under pressure, but if you do your job well you are an invaluable asset to the
officiating of a bout. You will be positioned on the inside of the track during the
bout, along with the Jam Timer, the inside whiteboard and possibly a Penalty
Wrangler. Referees will be calling out penalties throughout the bout, and it is your
job to make sure all called penalties are registered. The Referees call out penalties
as (whistle) [Color], [number], [penalty]!
The Referees will also use hand signals for each penalty that should be clearly
visible to everyone. Learning these signals is essential in order to be a good
Penalty Tracker, as bouts can get very loud and it might be hard to hear the
Referees. You can find an up to date list of Referee hand signals at
http://wftda.com/officiating, or in Appendix II: Referee Hand Signals below.
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Confirming calls: When you receive a penalty, repeat it out loud and confirm that
you have picked it up. For example “Blue 99, cutting, got it!” If the penalty is the
only one being called at the moment you might not need to repeat it back in its
entirety – a “got it!” might be enough as long as there is no doubt as to what
penalty you’re confirming. Remember not to confirm penalties unless you are in
the process of (or just about to) writing them down in the Penalty Tracker sheet.
It can be tempting to confirm several penalties that you have heard but with the
large number of player numbers, colors and penalty calls being shouted it is easy
to get them mixed up before you have time to put pen to paper.
When receiving penalties from Outside Pack Referees, communication can be
difficult as noise, skaters and Referees make it hard to hear or see each other
clearly. If you pick up a penalty from the Outside Pack Referees, try to do a clear
thumbs-up to them when confirming the penalty, to help them be sure that you
have heard them.
If you need a Referee to repeat a penalty they have called, get their attention
(chase them down if needed) and ask them to repeat the call. If there is a Penalty
Wrangler, they will help you do this. Sooner is always better than later – if you
can catch them straight away then do so. At the latest, catch up with them once
the jam has ended and sort out any questions before the next jam starts.
Likewise, if two Referees (for example, an Outside Pack Referee and an Inside
Pack Referee) make the same call in quick succession, you might need to check
with them to be sure if they both called the same penalty, or if the player
committed the penalty twice. Do not be afraid to ask for an Official Timeout if
there are still problems and the next jam start is approaching – it is important that
all penalties are handled correctly.
Penalty Tracker positioning: If you use a Penalty Wrangler, the Wrangler and
Tracker can decide beforehand that each will try to cover one of the Inside Pack
Refs when listening for calls. This allows for good coverage of calls on the inside
and allows the Tracker and Wrangler to assist each other well with picking up
calls. If you do not have a Penalty Wrangler, the Penalty Tracker should try to
position themselves equidistant from the two Inside Pack Refs during the jam.
The Inside Whiteboard: There will also be a whiteboard (or two whiteboards, one
for each team) in the center of the track with you. The whiteboard is intended to
mirror much of the information that you collect on your penalty tracking sheet,
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allowing team teams to keep track of what penalties they have received, as well
as their number of timeouts and Official Reviews. When you have picked up and
confirmed penalties, you also help the Inside Whiteboard Operator by dropping
off the penalties with them. Between the jams you can double check the penalties
on the board. For an example of what the inside whiteboard can look like during
the game, and more on how the Inside Whiteboard functions, see the Inside
Whiteboard Operator section.
Recording penalties: Each penalty is recorded by filling out two boxes on the
sheet. In the top box the type of penalty is recorded, while the jam number in
which the penalty was called goes in the bottom box. You can find a list of letters
used for penalties on the right hand side of the sheet for reference. The boxes are
filled in from left to right. For example, if a Referee calls “Blue 2, out of play
block!” during the fifth jam you will record this as shown below.

If a player is sent to the box between jams then the jam number of the jam in
which the skater was participating should be used. For example, a late Blocker hit
would be recorded in the previous jam, while an Illegal Engagement while lining
up for a jam would be reported for the upcoming jam. If a player is penalized for
Delay of Game (for example, by not being on track for a jam while she is still in
queue for the Penalty Box), the penalty is recorded for the upcoming jam.
Sometimes you might see a player skating to the box when you haven’t heard
them receive a penalty. In these cases, check which Referee made the call and get
them to clarify what the penalty was. If you didn't see which Referee called the
penalty, ask once the jam ends. Again, do not be afraid of asking for an Official
Timeout if needed. Sometimes a skater will send herself to the Penalty Box by
mistake (for example, thinking she was given a penalty that actually went to a
teammate). As long as you are sure that the player did not receive a penalty, it is
not your job to get the player out of the box – but it’s always good to note when
this happens, to help clear out any confusion that might arise from the situation.
Once a skater has six penalties, inform the Head Referee/Inside Pack Referees
between jams, so that they are aware that one more trip to the box means
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expulsion from the game. Some Head Referees prefer to have the Penalty Tracker
remind them before each jam in which a player on six penalties is lined up, others
only want to know it once, when the player reaches six. The Penalty Box staff and
Head Referee should be aware of when a player gets their seventh penalty, but
make sure to point it out when recording the penalty – “Blue 2, seventh penalty!”

In the FO/EXP (Foul Out/Expulsion) column, enter FO as the reason and note the
jam in which the player fouled out.
In some cases a player may pick up more than seven penalties, either by being
assessed several penalties in a very short time span or, for example, being the
only Blocker left on track and thereby having time to pick up several penalties
without being allowed to exit the track. There is room on the sheet for these extra
penalties. In the example below the player was given her seventh penalty plus an
insubordination for not leaving the track when told to do so.

Expulsions: If a skater is expelled from the game rather than Fouling Out, you
record the penalty that got them expelled as normal in the sheet and copy the
penalty/jam to the FO/EXP column. You can also draw a line through the skater’s
number as she won't be coming back.

Keeping track of jams: There is a list of numbers running down the middle of the
sheet. At the end of a jam, cross out the corresponding number. This lets you
keep track of what jam number you are currently on when recording penalties. If
you lose track of the jam number you can ask the Scorekeepers or Lineup Trackers
between jams, as they should always have the correct jam number, or look at the
scoreboard if it has jam numbers on display (keep in mind that most scoreboards
only update the jam number when the jam starts, so between jams you will most
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likely be seeing the previous jam number). To avoid confusion when checking the
jam number, make a habit of always requesting what jam you are going into,
rather than what jam just ended. To save you having to run to the outside of the
track, you can talk to the Scorekeepers or Lineup Trackers ahead of time and
agree on a hand signal (our standard signal is pointing to your ear with your index
finger) which means that you want the upcoming jam number, and they can then
show the number using their fingers.
Between jams: As a Penalty Tracker, you can spend time between jams helping
ensure that the inside white board is up to date and correctly filled out. You
should also make sure that you know the upcoming jam number, and you can –
time permitting – clean up any messy writing in your paperwork, assuming you’re
using a pencil.

Meet with the Penalty Box Timers and make sure that you have the same
penalties written down. Our preferred method is to have the Penalty Box Timer
read out the penalties and the Penalty Tracker tick them off on their sheet: “I
have player 2 in the fifth jam, player 99 in the eight jam…” Chances are you might
disagree about some jam numbers. Oftentimes times a player will be sent off late
in a jam and arrive in the box once the jam is over, meaning you have them
recorded in the previous jam while the Penalty Box Timer has them as serving
time beginning in the next jam, or she might have had two penalties to serve,
meaning that she has two entries on your sheet but only a single entry on the
Penalty Box Timer’s sheet. This is ok. Just make sure the players have the correct
number of penalties served in the box. If there are discrepancies – for example
you might have a penalty noted on Blue 2 in the fifth jam but the Penalty Box
Timer doesn’t have a record of her having served time in the box – notify your
Head NSO. You can also check with the Lineup Trackers or the Inside Whiteboard
Operator as they should also have box trips recorded.
Count up the number of penalties each player has and enter the number in the
“Total” column on the right hand side. Add up the penalties and enter each
team’s total in the bottom box, marked “Total penalties for period”.
Penalties roll over to the second period. This means that you need to transfer the
number of penalties each skater has received over to the second period sheet.
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However, you do not need to copy each penalty over in full – all you need to
know for the next half is how many penalties a player has. For each penalty,
shade the appropriate number of boxes. In the example below, a player had two
penalties in the first period and has been given an elbows penalty in the first jam
of the second period:

Compare your penalties with those of the Penalty Box Timers just like you did
during half time. Assuming everything is correct, hand in your papers, clipboards
and pencils to the Head NSO and you’re done!
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Penalty codes and verbal cues:
Blocking to the Back (B)
“Back Block”
Blocking to the Head/High Blocking (A)
“High Block”
Low Blocking (L)
“Low Block”
Use of Elbows (E)
“Elbows”
Use of Forearms and Hands (F)
“Forearms”
Blocking with the Head (H)
“Blocking with the Head”
Multiple-Player Blocks (M)
“Multi-Player Block”
Out of Bounds Penalties (O)
“Out of Bounds Assist”
“Out of Bounds Block”
Direction of Game Play Penalties (C)
“Clockwise Block”
“Stopped Block”
“Clockwise Assist”
“Stopped Assist”
Out of play penalties (P)
“Failure to Return”
“Failure to Reform”
“Out of Play Block”
“Illegal Return”
“Out of Play Assist”
“Destroying the Pack”
Cutting the Track (X)
“Cutting”
Skating Out of Bounds (S)
“Skating Out of Bounds”
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Illegal procedures (I)
“Failure to Yield”
“Too Many Skaters”
“Illegal Call-off”
“Illegal Re-entry”
“Illegal Engaging”
“Penalty Box Violation”
“Uniform Violation”
“Star Pass Violation”
“Bench Staff Violation”
“Equipment Violation”
“Interference”
“Stalling”
“Illegal Positioning”
Insubordination (N)
“Insubordination”
Delay of Game (Z)
“Delay of Game”
Misconduct (G)
“Misconduct / Gross Misconduct”
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As Penalty Wrangler you help ensure penalties are picked up by acting as a relay
between Referees and the Penalty Tracker. While it is possible to Penalty Track
without a Penalty Wrangler, it is often incredibly valuable to have on, especially in
venues with difficult light or noise levels or if you have an inexperienced Penalty
Tracker.
Equipment
1 clipboard
2 pencils (one as a spare)
blank paper or
1 small whiteboard, marker and eraser

Before bout day, go through and learn the Referee hand signals. This will be
invaluable to you when picking up penalties, especially in venues with poor
acoustics. Also try to memorize the corresponding letters for each penalty so you
can write them down during the game if needed. Before the bout, get your
papers. Draw a line to divide your papers or whiteboard into two halves, one for
each team. Write the team colors at the top of their respective sides, making sure
you have the teams arranged in the same way as the inside and outside
whiteboards. Make sure the Penalty Tracker has seen the paper or whiteboard
beforehand and knows how to read it. Also, discuss with the Head NSO, Penalty
Tracker, Jam Timer and Inside Whiteboard Operator (if any) how you want each
other positioned during jams. For example, should the Penalty Tracker be
stationary or follow the Inside Pack Referees alongside you? Should you and the
Penalty Tracker each focus on one Inside Pack Referee? Is anyone in particular
responsible for monitoring the Penalty Box for incoming Penalty Box violation
calls? How do you best keep an eye on Jammer Referees for penalties?
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As wrangler you follow the Inside Pack Referees around the inside of the track
and gather penalties called by the Referees. If you are using a stationary Penalty
Tracker, you are best off positioned midway between the two Inside Pack Refs,
keeping an equal distance to both of them. You should stay close enough to the
Referees to hear/see calls without getting in their way.
As you collect a call, repeat it to the Referee followed by 'got it!', or ask them
immediately to repeat the call if you missed part of it. Run after them until you
get it right. Write down the number of the player and the penalty in the
appropriate column on your paper. For example: White 42 gets a cutting penalty.
Write 42 on the white side on your paper and put an X beneath it (to avoid
confusion with any player with number 42X). Circle the penalty to keep it
separate from any other penalties on the paper.
All penalties should immediately be relayed to the Penalty Tracker. Make sure you
always get confirmation from the Penalty Tracker when dropping off penalties, or
you won’t know for sure that the penalty is recorded. Keep in mind that your job
as a Wrangler is to make sure that information flows between Referees and the
Penalty Tracker. Penalties do not have to pass through you – if a Penalty Tracker
confirms picking up a penalty directly from a Referee (and the Referee hears the
confirmation), there is no need for you to step into the process. If you are unsure
about whether or not the Penalty Tracker picked up a particular call, write it down
on your paper and check with them between jams.
To help the Penalty Tracker when many penalties are called at once (or if the
venue is very loud), you can hold up your paper/whiteboard and let them read
from it rather than telling them the penalty. Just make sure you get a
confirmation that they got all the information! This also lets you listen for new
calls from the Referees at the same time, without having to divert your attention.
Between jams: Make sure the Penalty Tracker got all the penalties down correctly
and sort out any problems. Ask the Referees if you are unsure of their calls.

Hand over your equipment to the Head NSO. You’re done!
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As Inside Whiteboard Operator you work with the Penalty Tracker, keeping a
running record of each player’s penalty and if they have been served or not. You
also help keep track of how many Team Timeouts and Official Reviews a team has
remaining. You will also be an extra set of eyes and ears to help out with catching
penalties, timeout requests or messages from the Penalty Box.
Equipment
Whiteboard, able to stand
independently and securely
Whiteboard marker and eraser

You will be provided a large whiteboard which will face the two team benches.
The whiteboard will have a grid on it, with room for each player in the game to
have their own row, and 8 columns (one for the player number, the remaining
seven for penalties). If there is no prepared whiteboard, you will need to prepare
one yourself. See the picture on the next page for an example of what the
whiteboard grid should look like. Take care to get clean and straight lines to make
the whiteboard as legible as possible.
The WFTDA-endorsed way of ordering skater numbers is to sort numbers
alphabetically, meaning that you first list all numbers starting with 0, then 1 etc.
Players numbered 7, 12, 30 101 and 214 would in this system be ordered 101, 12,
214, 30, 7. This can be fairly counter-intuitive at first but once you get used to it, it
can be helpful when Referees call out player numbers digit by digit. Make sure
you and the Penalty Tracker have the same numbers, listed in the same order.
At the top of the board are Ts representing Team Timeouts and Os representing
Official Reviews. The teams can have up to 3 Team Timeouts each during the
entire bout, and one Official Review per period.
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During the game you will communicate with the Penalty Tracker to keep the
whiteboard up to date with the penalties being called in the game. Usually, the
Penalty Tracker (and Penalty Wrangler if you have one) will drop off penalties to
you once they have been recorded in the Penalty Tracker Sheet. While action can
be hectic during jams, you can check with the Penalty Tracker between jams to
ensure that you have the same penalties recorded.
As Inside Whiteboard Operator you should actively try to spot penalties as they
are called. The Penalty Tracker (and Wrangler if you have one) will help you out,
but a good inside whiteboard should try to stay aware of what happens on the
track and keep up with penalties to the best of their abilities.
This is what an inside whiteboard may look like during the game. As you can see
there is a lot of information on display. As well as keeping track of what penalties
their players have, the teams can see their remaining timeouts and Official
Reviews. In this case, the white team has used a Team Timeout and their Official
Review for the period.
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When the teams use one of their timeouts or Official Reviews, cross out the letter
so that the teams know how many timeouts they have left. Avoid erasing them
altogether, as it may make it unclear whether, for example, two Ts on the board
means two timeouts remaining or two timeouts used. Note that teams that “win”
an Official Review are allowed a second Official Review in the same period, so it is
important that you check with the Head Referee after an Official Review if the
Review is used up or not. One way to keep track of if a team has won their first
Official Review and now may use their second one is to simply but a dot next to
the O on the board. This way you know to cross out the O even if they win their
next Official Review as well.
The penalty queue: There are times when players are sent to a full Penalty Box
and are thus placed in queue, waiting for a spot to open. The Inside Whiteboard
Operator helps keep track of queued players by recording whether a player has
actually served their time in the box. You do this by adding a dot to each penalty’s
box on the whiteboard once the player has started serving the particular penalty.
In the picture above you can see that White 28 has been given a Low Block
penalty but has not yet begun serving her time in the box. When a player stands
up in the box, her seat is considered free and the next player in the queue should
be directed to the box immediately. The Penalty Box Manager will hold up a
whiteboard with the player’s number. If you notice this before a Referee does, get
the attention of an Inside Pack Referee and let them know that the queued player
should go to the box – “White 28, to the box!” When the player has sat down in
the box and started serving her time, put a dot in the appropriate box on the
whiteboard.

Having a large whiteboard on the inside of the track has certain drawbacks, such
as blocking the audience’s view of jam starts and generally being in the way. In
Crime City we have experimented with a few different solutions to this problem.
Note that these deviate from the current WFTDA Standardized Practices. One
solution is to simply have two smaller whiteboards set up on the inside of the
track, each angled towards their respective team’s bench. This still adds clutter to
the inside of the track, but does not block the view as badly as a single large
whiteboard positioned between the Pivot and Jammer line. Another solution is to
have the whiteboard(s) set up at the Penalty Box. If the Penalty Box is located
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between the two team benches, this allows both teams a good view of the
whiteboards, without any clutter on the inside of the track. This set-up requires
either an experienced NSO who (with the aid of the Penalty Wrangler) can catch
calls as they happen on the track, having the Penalty Tracker by the Penalty Box
(for more on this, see the Penalty Tracker section) or having the Penalty Tracker
go to the Box between jams to synchronize the whiteboard with the paperwork.

Take the time to double check that all numbers on the whiteboard are correct.
Inform the Head Referee about any players who are still queued up for the
Penalty Box. The Referees will make sure these players are in the first jam of the
next period so that they can go to the box when there is room. If any team has
used up their Official Review during the period, put it back for the next period.

You’re pretty much done! Hand in your equipment to the Head NSO.
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As Penalty Box staff you ensure that players serve their penalties in an orderly
fashion. You make sure players enter and exit the box correctly and that they are
released when they should be.
Penalty Box Timer: You time Blocker penalties and make sure players enter and
exit the box correctly. You also keep a record of all players of your team coming to
the box, including Jammers. These records allow the Penalty Tracker to ensure
that penalties have been served.
Penalty Box Manager: You are responsible for the timing of Jammer penalties.
These do not happen as frequently as Blocker penalties but have special rules that
require you to be on top of things once they do happen.

Box equipment
6 chairs (or benches with room for 6 players)
2 Jammer seat labels (optional)
4 Blocker seat labels (optional)
Timer equipment (per person)
1 stopwatch
1 clipboard
2 Penalty Box Timer worksheets
2 pencils (one as a spare)
Manager equipment
2 stopwatches
1 whiteboard, marker and eraser
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Make sure you know how to stop, start, and reset your stopwatch. Ensure that
the Penalty Box is clearly marked on the floor so players know where they can
stand when waiting to leave the box. Make sure that the point of no return, which
runs along the right hand side of the box and connects to the track, is clearly
visible. If the box is not positioned in one of the curves of the track, the point of
no return can often be aligned to be an extension of Pivot Line. Ensure that any
markings (such as Js for Jammers) on the penalty seats are fastened securely and
won’t get torn off during the bout. As Penalty Box Timer, enter your name, the
date, and the color of the team that you are timing on the Penalty Box sheet. If
the information is not pre-printed on your sheet, you should also take time during
the equipment check as teams are lined up to enter the numbers of all the players
on the team you are timing in the right hand column marked “Box trips”, in
numerical order.
You should also check with the Head Referee how they want foul outs handled.
After a player serves their seventh penalty in the box they are not allowed back
on the track, but different Head Referees have different preferences when it
comes to how this should be handled mid-jam. For example, should the player be
forced to vacate the Penalty Box to make room for another skater once their
seventh penalty has been served, or should they remain seated for the duration
of the jam?

General penalty timing guidelines: A penalty is thirty seconds long and begins
when the player is sitting down on her designated seat.
You can help each other out in the box by warning each other if you see a player
being sent off, so that you are ready to point them to the right seat and start
timing.
The penalty timing is stopped on the fourth jam-ending whistle and resumed on
the starting whistle of the next jam. When you hear the five second warning from
the Jam Timer, stop whatever paperwork you may be doing and be ready with
your stopwatch.
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Ten seconds before the end of a player’s penalty, loudly say “[color], [number],
stand”; for example, “Black, 42, stand”. Time it so that “stand” is said at the ten
second mark. A good rule of thumb is to start speaking two seconds before the
mark you’re trying to hit. If possible, it is always good to read out the instruction
you’re about to give in your head first, to make sure it comes out correctly.
Note that skaters cannot hover over their seat when told to stand at 10 seconds.
Some players will try lifting their rears an inch of the seat, so as not to alert the
other team that they are about to be released. This is not enough – the player
must be standing up properly, in a way which leaves the seat free for another
skater should they need it. Use your judgment to determine what is acceptable,
but err on the side of caution – i.e. in borderline cases, tell the player to
straighten up. If a player is hovering over their seat instead of standing up, tell
them “Timing Stopped for [Color], [Number]” and stop their time until they stand
up properly. If you have more than one player being timed you cannot actually
stop the penalty clock, but instead add seconds in your head to the penalty. This
can be stressful, but thankfully it does not happen often. A skater is allowed to
stand anywhere within the boundaries of the Penalty Box once she is told to
stand.
When her time is up, loudly say “[color], [number], done”; for example, “Black,
42, done.” Time it so “done” is said at the 0 second mark. Try not to begin
speaking too early, as it may force you to leave a long gap between the player
number and the release. An eager skater might be tripping over the line in
anticipation of the go-ahead from you. Again, a good rule of thumb is to start
speaking two seconds before the player is to be released.
Be sure the skater does not leave the Penalty Box area early. Assuming your
timing is correct, she should never touch outside the box before you say “done”.
If she does leave early (for example, as you are saying her color and number),
notify the Penalty Box Manager. The player will be given a penalty and be
returned to the box.
Players in the box are allowed to communicate with their team. Members of their
team/bench staff may enter the box to give them things (such as a water bottle or
skate tool), but they are not allowed to communicate with the penalized skater
while inside the box. If they wish to speak to the skater, they must do so from
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outside of the box boundaries. If a person enters the box to communicate with a
penalized skater, alert the Penalty Box Manager and a penalty will be handed out.
While in the box, the player may also adjust her equipment as long as she does
not loosen any straps for a prolonged period of time or remove any piece of
equipment with the exception of the mouth guard. If a player, for example,
removes an elbow pad to check for a possible injury or takes off her helmet while
sitting in the box – alert the Penalty Box Manager. The player is given a further
penalty which is communicated to the Referees and Penalty Tracker.
Penalty Box Timer: As a Penalty Box Timer time Blockers’ penalties in the box.
You also keep track of the player numbers and positions when they arrive in the
box, and note the time when they will be asked to stand and when they are
released.
When a Blocker from your designated team is approaching the box, clearly point
her to her seat. If both Blocker seats are free, direct her to the rightmost one to
avoid a second incoming Blocker having to go around the first one to sit down. If
she sits in the left seat, start timing the penalty but ask her to move over to the
right seat if an opportunity presents itself. If she sits down in a seat which is
designated for Jammers or for the other team, ask her to move before you begin
timing her penalty. If you prefer, you can agree beforehand to have the Penalty
Box Manager direct incoming players to the correct seat, giving you more time to
prepare the clock and paperwork.
As there are only seats in in the box for two Blockers from each team, any
additional players sent to the box must return to the track and await a free seat. If
a player approaches while the box is full, wait for them to enter the box before
calmly and clearly telling them “[Color], [number], you’re in the queue!” and
signaling by holding your hand across your chest, palm outward and pushing it
away from you. Ask the Penalty Box Manager to note the player’s number so that
you and the Referees know that the player is in queue for the Penalty Box. As
soon as a player is ordered to stand, her seat is free and can be given to a new
player. Once this happens the Penalty Box Manager will signal for the queued
player to be brought to the box. This means that for up to ten seconds, there can
theoretically be three Blockers from one team in the Penalty Box. If two players
sit down at the same time, you can instruct them that you will tell them to stand
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and release them at the same time, simply using “Blockers, stand!” and “Blockers,
done!” rather than the full verbal cue for each player.
A player cannot enter the box from a clockwise direction. This means that you
also need to keep an eye on the right hand edge of the Penalty Box (the point of
no return). Sometimes, players may enter from the left side (i.e. in a counter
clockwise direction) but slide over the edge of the box. If this happens, the player
must skate another lap around the track and enter the Penalty Box again. This can
happen more often than you’d think as players are frustrated or in a hurry to get
their penalty over with. If a player passes the point of no return, with no part of
their body still on the correct side of the line, use your index finger to signal a
counter-clockwise lap (see picture below) and instruct the player “[Color],
[Number], skate around!” Their penalty time will not start until they have entered
the box correctly and are sitting down. Also remember that the point of no return
extends across the track as well. A player may be given a penalty on the track and
try to skate backwards on the track for a short distance and then enter the box,
but if she had passed the point of no return while on the track she must still skate
around.

Hand signals from the WFTDA official hand signals document: http://wftda.com/rules/wftda-official-hand-signals.pdf

At the end of the first half, note the numbers of any players in the box and the
number of seconds remaining on their penalties. They will start the next half in
the box and complete their penalty time.
The Penalty Box Sheet: The preferred method of timing Blocker penalties in the
box involves using a single stopwatch, even when there are two or more players
in the box at the same time.
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The Penalty Box sheet allows you as Penalty Box Timer to keep track of every
penalty served in the box, as well as the time cues for when a player should stand
and be released from the box. The basics of the one stopwatch system is to start
the stopwatch from zero when a player arrives in an empty box, and to note on
the Penalty Box Sheet when she should be told to stand (0:20) and released
(0:30). If another player arrives in the box while the stopwatch is running, the
time when they sit down should also be noted on the sheet. If she arrives with the
stopwatch showing 0:23, she will be told to stand at 0:43 and released on 0:53. It
is usually best to first note the release time – add thirty seconds to the current
stopwatch – and then subtract ten seconds for the stand time. When the final
player leaves the box you can reset the stopwatch again and await the next
person coming in.
When a player from the team you are tracking sits down in the box, fill in the jam
number on the left hand side of the sheet. You can leave the team column empty,
or simply use the first letter of the team’s color (such as W for white). Enter the
player number and their position – B for Blocker, P for Pivot and J for Jammer.
Note her “done” time (add thirty seconds to her “in” time) and “stand” time
(subtract ten seconds from the “done” time). Also, add a notch to her box in “Box
trips column” on the right. This will allow you to quickly notice if a player is on her
sixth or seventh box trip, meaning you should be prepared for a foul out. If the
jam ends with players in the box, stop the stopwatch and then note the time in
the “Stopwatch at end of Jam” column. There are additional boxes if the player
ends up sitting in the box across more than two jams. Note that you should enter
the stopwatch at end of jam times for Jammers as well, even though you are not
personally timing them. Ask the Penalty Box Manager to show you their
stopwatch if there is a Jammer in the box between jams, so that you can record
what it is showing.
In the example below, White 214 (Blocker) comes to the box in jam 3. There are
no other white Blockers in the box, so the stopwatch starts at 0:00. 7 seconds
after she sits down, the jam ends.
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She also gets a mark in the box column on the right.

The next jam starts, and so the stopwatch starts counting up from 0:07. After 10
seconds, i.e. when the stopwatch shows 0:17, White 30 (Pivot) sits down in the
box. Three seconds later White 214 is asked to stand, and is subsequently
released. In our example, jam 4 goes on long enough for White 30 to get released
after serving her thirty seconds. As she leaves the box, the Penalty Box Timer
resets the stopwatch.

Any players who sit down in the box between jams are recorded as beginning to
serve their time in the upcoming jam. In the example below, White 28 arrives in
the box as a Jammer after jam 4 has been called off. Put an X in the “Btwn Jams”
box and record her as starting to serve her penalty in the upcoming jam.

Penalty Box Manager: As Penalty Box Manager, you are responsible for timing
the penalty time for Jammers from both teams.
Usually you will have far fewer penalties to keep track of, but unlike Blocker
timing which is pretty straight forward, there are some special rules concerning
Jammer penalty timing. For the most part, the instructions above for Blocker
timing apply to Jammer timing as well, with the biggest difference being the
following:
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If one Jammer is in the box and the opposing Jammer is sent off, the first Jammer
will be sent back out. When you have a Jammer in the box and you see the other
Jammer get sent off – be alert. This is what will happen:
Jammer #1 is sitting in the box, with her time running.
Jammer #2 comes to the box.
As soon as Jammer #2 sits down, Jammer #1 gets released. “White, 7, done!” Stop
Jammer #1’s clock and check how long she sat in the box.
Jammer #2 must now serve the exact amount of time that Jammer #1 served. If
her total time is less than 10 seconds, instruct her to stand as soon as she has sat
down. If there is no time to ask her to stand before her time is up (she might have
only a few seconds to serve, if the Jammers arrived in quick succession) you can
release her (“Blue, 35, done!”) without ordering the stand-up first.
If the Jammers come in at the exact same time they both serve 10 seconds and
then get sent back on the track at the same time. This can happen during
gameplay, or if both are sent to the box after a jam has ended. Immediately ask
them to stand once they have sat down (“Jammers, stand!”), and release them
once the 10 seconds are up (or 10 seconds after the starting whistle, in case they
came in between jams).
Things can get even more convoluted. Let’s say Jammer #1 is in the box. Jammer
#2 is then sent off and Jammer #1 is released. Jammer #1 then gets back on the
track and immediately gets a new penalty while Jammer #2 is still in the box. In
this situation, Jammer #2 sits out the same amount of seconds that Jammer #1 sat
in her first trip to the box before being released, while Jammer #1 stays in the box
for her full 30 seconds. For example:
Jammer #1 is sent to the box.
After Jammer #1 has served 14 seconds, Jammer #2 arrives in the box and sits
down. Jammer #2 now has 14 seconds to serve.
Jammer #1 gets released but is immediately sent off for another penalty.
Jammer #1 returns to the box. She must now serve her full 30 seconds.
Jammer #2 does not immediately leave the box this time. She is asked to stand
when she has ten seconds remaining and is released once her original 14 seconds
are up, as normal.
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It is worth noting that as soon as there are no Jammers in the Penalty Box, the
situation “resets”, as in the example below:
Jammer #1 arrives in the box.
Jammer #2 arrives in the box, releasing Jammer #1.
Jammer #2 serves her time and is released. At this point both have served equal
time in the box.
Jammer #1 arrives in the box again and starts serving a 30 seconds as usual
Jammer #2 arrives in the box, releasing Jammer #1.
Jammer #2 serves her time and is released. At this point both have served equal
time in the box.
In the situation above, the Jammers will still serve equal time, even if they are
sent off multiple times in a single jam.
If one Jammer is serving time for more than one penalty in the box, she may have
more than 30 seconds left to serve when the opposing Jammer arrives. In these
cases the arriving Jammer will immediately be released back on track (after sitting
down) and the first Jammer will get 30 seconds subtracted from her time:
Jammer #1 arrives in the box. A Referee signals to the box that she has two
penalties (i.e. 60 seconds) to serve.
Jammer #2 arrives in the box when Jammer #1 has 35 seconds left to serve. She is
released as soon as she sits down.
Jammer #1 has 30 seconds subtracted from her penalty time. Since she has less
than 10 seconds left to serve, she is told to stand.
Jammer #1 is released once her remaining time is up.
You are also responsible for communicating with other Officials, such as Referees
or the Penalty Tracker, concerning players committing Penalty Box violations or
being queued for the Penalty Box. When you do not have any Jammers in the box,
you keep an eye on the Penalty Box Timers and ensure that they are doing their
job correctly – making sure their watches are started and stopped when they
should be and so on. You also help by warning the Penalty Box Timers ahead of
time about players from their respective teams being sent off, so that they are
prepared and able to point the players to their seats. If the Penalty Box Timers
prefer it, you can also point incoming players to the correct seat.
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You have a whiteboard split down the middle. The halves should be marked with
each respective team’s color. If there is no room in the box when a Blocker
approaches, the Penalty Box Timer (or you, if you have agreed to it before the
game) will instruct them to return to the track. You then note their number on
the appropriate side of the whiteboard. Once there is room in the box, you hold
up the board, so that the Referees can order the skater back to the box. If the jam
ends before the player has had a chance to return to the box, hold up the
whiteboard between jams so that the Referees can ensure that she is on track to
be sent off once there is room. If she does not line up for the next jam, she will be
given another penalty for delaying the game.
If a skater leaves the box early, removes any equipment apart from their mouth
guard while seated in the box, or is abusive towards the box staff, note their
number on your whiteboard and put a circle around it. Hold up the whiteboard so
the Referees and Penalty Tracker can see it. The player will be issued a penalty
and, if they left the box early, be ordered back to the box to sit out whatever time
they had left when they exited the box, with 30 seconds added for the Penalty
Box violation. If a player crashes into the box in a way which causes the chairs or
benches to make forceful impact with you or another Penalty Box Official, this can
be grounds for expulsion. Write their number on the board, circle it and draw an X
through it. The Head Referee will come over to assess the situation at the end of
the jam (or during the jam, although it is unlikely that an expulsion will be
assessed mid-jam). At the end of the jam you should approach the Head Referee
to quickly explain what the cause of the penalty was.
A player who is queued for the Penalty Box when the jam (or period) ends is
responsible for being on the track when the next jam ends, in order to serve her
time at the first opportunity. If you have players queued for the box, put their
number on your whiteboard and hold it up during the 30 seconds between jams.
The Referees are responsible for ensuring that, should the player fail to be on
track for the next jam, the jam is not started. Instead the Jam Timer will call an
Official Timeout and the Referees will give the player an additional penalty for
delay of gameplay. Before the first jam of the second period, inform the Head
Referee of any players who are supposed to be in the box or queued on track.
Most Head Referees will direct the appropriate players to the Penalty Box.
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Communicating with skaters in the box: Different Head Referees have different
opinions about how the Penalty Box staff should communicate with players. Some
prefer the Penalty Box Officials to tap the players on the shoulder to get their
attention when telling them to stand or telling them they’re done. Others prefer
signaling to players without touching them. The Head Referee decides what
method is used for their particular bout, but our preferred method is using strictly
verbal communication if the venue is suited for it. If you are concerned that
players might not be able to hear you, you can also use hand signals to give them
their prompts. When instructing a player to stand, hold your hand out next to
their head so that they can see it, and make an upward thumbs-up motion. When
their time is up, hold your fist out and open it so that your hand is pointing
toward the track. If there are any hearing-impaired players in the particular bout,
the head NSO should inform the box about this beforehand so that they are
aware of such issues and can compensate accordingly.
Multiple penalties: Sometimes, a skater will wind up with two or more penalties
to be served at once. If this happens, a Referee will signal you by tapping their
forearm and flashing you the number of penalties (See WFTDA hand signals in
Appendix II). As Penalty Box Timer, you can make a note on the appropriate entry
on your sheet to remind yourself that the player had two penalties to serve in the
box, and making it easier to match up penalties with the Penalty Tracker at the
end of the period, as described below.
Foul outs and Expulsions: A player can be sent to the locker room either for
fouling out (reaching seven penalties) or earning an expulsion for a particularly
bad penalty. If a player fouls out or is given an expulsion during an ongoing jam,
she will enter the box as normal and start serving her time. If she is fouling out,
you should be able to know this by looking at the “Box trips” column in the
Penalty Box sheet. The player should not be allowed back on track if she serves
her seventh penalty and the jam is still going on. Instead, keep the player in the
box and wait for the jam to end so that the Head Referee may formally tell the
player that she has fouled out. Some Head Referees feel comfortable doing this
mid-jam, but many will ask you to instead direct players who have fouled out to
remain next to the Penalty Box once they are released, so that they can be
addressed by the Head Referee after the jam ends. Keep in mind that if a Head
Referee removed a fouled-out a player from the box mid-jam, her place in the box
is still not open until her time has run out. You will essentially be timing an empty
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chair, but treating it as if it was full. This means that you may have to direct
players back on to the track when they come to the box, even if the seat is
apparently free. You can have an object such as a cone or similar placeholder to
fill the seat while the player is still supposedly sitting.
If the jam ends while the fouled out skater is in the box, she will be removed from
the game and a substitute will serve the rest of her penalty time. If the player was
a Pivot, the substitute is a Pivot; if she was a Jammer, the substitute is a Jammer.

Make note of any players left in the box and how much time they have left to
serve. Inform the Referees before the next period of any players who should start
in the box. As Penalty Box Manager, meet with the Penalty Tracker and make sure
that you have the same penalties written down. The Penalty Tracker will go
through their sheets player by player. For example “I got blue 2 in jam number 10,
12 and 18”. Chances are you might disagree about some jam numbers. Often a
player will have be sent off late in a jam and arrived once the jam is over, meaning
that she is recorded by the Penalty Tracker as being sent off in the previous jam
but on your paper as serving time starting in the next jam. A player might have
been given two penalties to serve in the box which you record as a single stay in
the box, while the Penalty Tracker has her down for two penalties. This is ok. Just
make sure the players have the correct number of penalties served in the box. If
there are discrepancies – for example a Penalty Tracker might have a penalty
recorded on Blue 2 in the fifth jam but the Penalty Box Timer doesn’t have a
record of her having served time in the box – notify your Head NSO. You can also
check with the Lineup Trackers or the Inside Whiteboard Operator as they should
also have box trips recorded.

As Penalty Box Timer you will again cross reference the penalties you have with
those of the Penalty Tracker, just like you did at half time. Again, bring any
discrepancies to the Head NSO. Then hand over your paperwork and equipment
to the Head NSO. As Penalty Box Manager all you need to do once the game is
done is hand over your equipment to the Head NSO.
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As Scorekeeper you will be working with a Jammer Referee to keep track of points
scored by one team’s Jammers and continually communicate with the Scoreboard
Operator to ensure that the correct scores are displayed for the teams and
audience.
Equipment (per person)
1 clipboard
2 pencils (one as a spare)
2 Scorekeeper worksheets

You will be working closely with one of the Jammer Referees. Be sure to introduce
yourself and make sure that you agree on how the hand signal for each number
should look, as well as any other preferences the Jammer Referee might have. For
example, some Referees prefer to have Scorekeepers give a thumbs-up in
addition to mirroring the received score, while others just want to see the correct
numbers of fingers displayed back. If visibility is an issue at the venue, you can
both put brightly colored tape around your fingers to make sure they stand out
clearly when communicating. When signaling to you at the end of the jam, some
Jammer Referees will also signal that their Jammer did not make an initial pass if
this was the case. The way Jammer Referees signal this can vary, so remember to
check this with them before the game. Also make sure that you know what
common Jammer Referee hand signals such as Lead/Not Lead, No Pass/No
Penalty and Jammer Lap Point look like, as this will help you understand and
follow the scoring as it takes place. (See Appendix II).
At the top of your Scorekeeper sheet, enter the team you're keeping score for,
your name, the Jammer Referee's name and the date. You'll use a separate sheet
for each period.
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The Scorekeeper sheet: Your Scorekeeper sheet is divided into rows, each
representing one jam. You fill it out as follows:
As the teams line up for a jam, enter the jam number and Jammer’s number in
the corresponding column. Player numbers can include numbers and letters but
no other characters. Letters that are more than 2 inches/5 cm in height are
considered part of the player’s number and should be included, while letters
smaller than 2 inches/5cm in height are omitted. Note that the case
(UPPER/lower) of the letters has no bearing on whether it is part of the player’s
number. If in doubt, ask the Head NSO. Leave out any special characters in player
numbers – a player with number 2/3 becomes 23 and 49% becomes 49 on the
sheet.

If your Jammer is first through the pack on her initial pass, you will tick either the
“LEAD” or “LOST” box. Tick “LEAD” if she is awarded lead Jammer status. Tick
“LOST” if she is the first through the pack but is not given lead Jammer status. This
can happen if the Jammer passes a Blocker in a way that is not a legal pass but
which also does not constitute a penalty, such as the Blocker and Jammer both
going out of bounds and the Jammer entering the track ahead of the Blocker.
Note that the Jammer is able to go back and re-pass any Blockers that she did not
pass legally (and get lead status), as long as she does not leave the engagement
zone at the front of the pack.
If a Jammer is sent to the Penalty Box, either after having earned lead Jammer
status or before lead/not lead status has been assigned for the current jam, tick
the “LOST” box as she has lost her lead Jammer status or the ability to gain lead
Jammer status. Note that you do not tick “LOST” if the opposing Jammer gets
through the pack first and gets lead – you only tick “LOST” if your Jammer does
something to either lose her ability to be lead Jammer while lead is still open or
lose her lead Jammer status after gaining it.
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After their initial pass the Jammers can start scoring. The Jammer Referee will
continue signaling either lead Jammer status (pointing to the Jammer and holding
up an L with their left hand) or not-lead status (making a sweeping motion with
both hands in front of their chest) until their Jammer catches up to the pack again
and enters the engagement zone to start scoring.
For each opposing player that the Jammer passes, they gain one point, for a
maximum of 5 in a single scoring pass if they lap the opposing Jammer as well (it
is theoretically possible to score six points on a scoring pass but this is exceedingly
rare and requires some very special circumstances). The Jammer Referee will
signal the number of points a Jammer gets at the end of a scoring pass. Note that
if there are players in (or on the way to/from) the Penalty Box, the Jammer will
get points for them as soon as they pass the first opposing Blocker on the track in
their current scoring pass. So if there are two Blockers in the box and two on the
track, the Jammer will gain 3 points when passing the first Blocker, and an
additional point when passing the second Blocker. Jammer Referees can
sometimes miss players in the box when awarding points. If your Jammer Referee
appears to have missed awarding points for players in (or on the way to) the box,
signal the correct number of points back to them and point to the Penalty Box.
However, the Jammer Referee is still the ultimate authority on scoring and if you
and your Jammer Referee do not agree on the score for a particular pass, they
have the final say.
As the jam ends, tick the “CALL” box if it ended due to your Jammer calling the
jam. Do this even if your Jammer was not lead and thus made an illegal call off, as
long as the Jammer Referee calls off the jam on her behalf. If the jam is called off
due to a player – any player, not just your Jammer – getting injured, tick the “INJ”
box. If the Jammer did not get through the pack at all during the jam, or got
through the pack but did not manage to leave the engagement zone at the front
of the pack before the jam ended, tick the “NP” (no pass) box. You can tell when a
player has cleared the engagement zone and has begun her first scoring pass, as
the Jammer Referee will signal either lead or no lead.
If the Jammer got through the pack for her initial pass, but did not manage to
score any points before the jam was called off, do not tick the “NP” box. Instead
simply put the score for pass 2 down as 0.
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Jammer Referees should always signal points at the end of the jam, even if their
Jammer did not score points, or even if she was in no position to score points (in
the box, half a lap behind the pack, etc.). If they do not give you the points for the
last pass, get their attention and ask them to signal the points to you. If necessary,
you can run to the inside of the track to ask them.
Below is an example of a completed entry for a jam. The Jammer became lead
Jammer, made 2 scoring passes for a total of 8 points and then called the jam.

At the end of the jam, total up the points from all the scoring passes and enter the
number in the Jam Total column on the right. Add this to the Game Total column.
In the example below, the Jammer scored 4 points in the first jam and 8 points in
the second jam, bringing the total up to 12 points.

As Scorekeepers, you can help each other out by communicating during jams.
Useful cues to give each other include “I've got lead”, “Lead is still open”, “My
Jammer’s in the box”, “You just lapped my Jammer”, “My Jammer just did a star
pass”. Communication which helps both of you keep track of what is happening
on track is always a good thing. Just remember to keep focused on your Jammer
Referee.
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Hand signals: These are the hand signals we advocate using, as they are clear and
easily visible. The Jammer Referee still has the final say if they prefer some other
way of signaling the points and want you to mirror them. Another thing that can
help visibility is to signal with your hand in front of your clipboard. This can add a
bit of extra contrast if visibility is a concern.

Star passes: A star pass occurs when a Jammer passes her Jammer panty to her
team’s Pivot during a jam. This means there is a new Jammer – so you need to
make a new line on the sheet. If your Jammer had lead Jammer status, she will
lose it when doing the star pass, so tick the appropriate box on your sheet. On the
new line, enter “SP” as the jam number on the left and the number of the new
Jammer. The Jammer Referee will not drop off any points until the current scoring
pass has ended. This means that, for example, the old Jammer may pass two
Blockers, hand over the panty, and the new Jammer passes the remaining two
Blockers, but the Jammer Referee will still just signal four points. In your
paperwork, these are all recorded on the new line (i.e. as points scored by the
new Jammer).

If the opposing team makes a star pass, you should also note this by putting “SP”
in the row below the current jam. Keep recording points and events (call, lost,
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injury etc.) on the line you were on. If your team subsequently makes a star pass
in the same jam as the opposing team, you go down to the already prepared SP
row (as in the picture above). However, if your team does not make a star pass of
its own, you leave the SP row blank, only adding an asterisk (*) to the SP. It is
important that you and your fellow Scorekeeper communicate well and inform
each other of star passes as they happen so that your paperwork matches.

Your Jammer Referee will sign off on your score sheet at the end of each period.
Be sure to take the time to double-check your numbers. Transfer the total score
from the bottom of the first period sheet to the top of the second period sheet.
The jam numbers reset at half time so the first jam on the second period sheet
will be number 1. If you have the time you can swap sheets with the other
Scorekeeper to check each other’s’ numbers. For the next period both
Scorekeepers and Jammer Referees will switch team, meaning you will keep
working with the same Jammer Referee.

At the end of the second period, double-check your numbers again and have the
Jammer Referee sign off on your paperwork. Hand in your paperwork to the Head
NSO.
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As Scoreboard Operator you make sure that the information on the scoreboard is
correct at all times. Depending on the type of scoreboard hardware and software
that you use this position can vary a lot in scope. Regardless what type of
scoreboard you use, you are the most direct link between the audience and the
NSO team.

The scoreboard setup can vary greatly from league to league and from venue to
venue. It can be anything from the sport hall’s own basic LED board, to a projector
hooked up to a laptop with specialized software for showing team logos, jam
number, individual player statistics etc. Needless to say it is extremely important
for the Scoreboard Operator to familiarize themselves with the hardware and
software they are to work with. Ideally there is a chance to test the equipment
long before a bout, but at the very least all scoreboard technology should be
tested and tried an hour before show time. Scoreboard malfunctions can hold up
games for long periods and should be avoided at all costs.
In Crime City, our scoreboard software of choice is the Carolina Rollergirls
Scoreboard. It is fairly user friendly, able to display all needed information (period
and jam clock, jam number, Jammer numbers/names, timeouts etc.). For more
information about the CRG scoreboard, visit
http://sourceforge.net/projects/derbyscoreboard/
Other available scoreboard software includes Jamtracker
(http://www.rollerderbyproductions.com) and Poäng (http://poang.gg/). Feel free
to check them out and decide which one suits your needs best.
Before the bout you and the Jam Timer should meet to decide who on the inside
is responsible for informing the scoreboard about adjustments to the period
clock. These adjustments can be made during timeouts or other breaks in the
gameplay. The Jam Timer is usually busy standing on the Pivot Line during
timeouts, but for example the Penalty Wrangler, Scorekeepers or Outside Pack
Referees can all be used for this task.
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If the Scoreboard Operator and Scorekeepers are positioned behind the Jammer
Line, the Scorekeepers can inform the Scoreboard Operator of Jammer numbers
before the jam starts. If not, it can be helpful to ask the announcers to always
mention the Jammers lining up for each jam so that they can be entered before
the jam actually starts.

The Scoreboard Operator works closely with the two Scorekeepers, who provide
information to the scoreboard during the game. It’s usually best to have the
Scorekeepers positioned to either side of you, corresponding to the side their
teams are on in the scoreboard, to ensure that you know which team they are
dropping off points for. The score should be updated for every scoring pass, as
soon as the Scorekeeper and Jammer Referee have confirmed the score for the
pass. Remember that you and the Scorekeepers are part of a team, and that it is
important that you communicate closely with each other. If you are unsure about
a score that was given to you, or have other questions for the Scorekeepers, do
not hesitate to as them.
When a timeout is called it is important that there is a line of sight from the
Scoreboard Operator to the Jam Timer. If the timeout is a Team Timeout you
need to know this so that you can display the one minute countdown on the
scoreboard (if possible). If it’s an Official Timeout no such countdown is necessary
as Official Timeouts go on as long as is required. Just make sure that you are ready
to start the time again when the next jam starts.

If you are using a scoreboard software that differentiates between unofficial and
official final score (such as the Carolina Roller Derby Scoreboard), wait until the
final score is confirmed by the Jam Referees, confirm that score as official (under
the End of Game Controls tab, if you are using Carolina) and you’re free to go!
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As Lineup Tracker you record which players are on the track for each jam and
when they enter and leave the Penalty Box. This helps corroborate the Penalty
Tracker and Penalty Box paperwork and is needed to get complete stats for the
stat book.
Equipment (per person)
1 clipboard
2 pencils (one as a spare)
2 Lineup Tracker worksheets

You and your fellow Lineup Tracker will be assigned a team each. You will be
positioned on the outside of the track, preferably behind the Jammer Line and
with a clear view of the Penalty Box. At the top of your Lineup Tracker sheet,
enter the team you're tracking, your name, the period number and the date,
unless this info is pre-printed. You will use a separate sheet for each period. As
the teams are doing their equipment check, go over and note the player numbers
for the team you are tracking. Write them in numerical order in the right hand
side column marked “Team Roster” for easy reference. If this information is preprinted, take time to check that all the numbers are correct. Player numbers can
include numbers and letters but no other characters. Letters that are more than 2
inches/5 cm in height are considered part of the player’s number and should be
included, while letters smaller than 2 inches/5cm in height are omitted. Note that
the case (UPPER/lower) of the letters has no bearing on whether it is part of the
player’s number. If in doubt, ask the Head NSO. Leave out any special characters
in player numbers – a player with number 2/3 becomes 23 and 49% becomes 49
on the sheet.
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The Lineup Tracker sheet is divided into rows, with each row representing a jam.
As each jam is starting, fill in the number in the jam column on the left. Do not fill
in thee jam numbers in advance as there may be star passes (more on this below).
When your team is lining up for the jam, write the player numbers in the
corresponding boxes on the sheet. It is often a good idea to start with the
Blockers as they are harder to pick out in a pack later on if you don’t get the full
lineup recorded before the jam starts. The Pivot and Jammer are easier to identify
by their helmet panties (stripe and star, respectively). If the team for some reason
doesn’t field a Pivot (make sure to check there isn’t one in the Penalty Box!), tick
the “noPivot” box and enter use the Pivot box for one of the Blockers instead. An
example of a filled out line up for the first jam can be seen below.

Penalties: When a player sits down in the box, you put a slash in the first box next
to that player’s number. Note that you only do this once they have been allowed
to sit in the box – not when the penalty is handed out, and not if they go to the
box but are waved back to the track due to the box being full.
Below you can see that player #30 goes to the box during a jam.

When that player exits the Penalty Box, add a backslash to make an X. Below, #30
comes out of the Penalty Box on the same jam as she was sent there.

If the player goes back into the Penalty Box during the same jam, repeat the
process in the next box. Below, #30 is sent off for a new penalty in the same jam.
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Below, #30 is in the box when the jam ends. When this happens, write down her
number in the same column for the next jam and put an S in the box, to indicate
that she starts in the Penalty Box.

Note that if a player is sent to the box between jams, you record her as starting
the next jam in the box, but do not record an entry in the previous jam.
When the player exits the box, draw a line through the S to form a $, as below.

If a player fouls out (accumulates seven penalties) and has time left to serve in the
box when the jam ends, she will be instructed to leave the Penalty Box and will be
replaced by another player from her team. You can make a note of this in the
margin of your sheet, to explain why one player number enters the Penalty Box
while another number leaves in the next jam.
Star passes: A star pass occurs when a Jammer passes her Jammer panty to her
team’s Pivot during a jam. This means there is a new line up on the track – so you
need to make a new line on the sheet. Enter “SP” as the jam number on the left
and switch places of the Jammer and Pivot. As the Pivot is now the Jammer, but
the old Jammer does not become the Pivot, tick the “noPivot” box. If a player has
gone to the box before the star pass, put an S in their box on the new line as they
are in the box when the new lineup is established (even though it’s not really a
new jam). In the example below, 214 goes to the box before the star pass and is
still in the box when the jam ends. It can be easy to miss a star pass so make sure
you and your fellow Lineup Tracker communicate well and point out when one
happens.
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When the opposing team makes a star pass, you will also need to make a note of
this to ensure that the paperwork matches up. If your team also makes a star pass
during the jam you simply go through the steps described above – new line, SP as
jam number, switch Jammer and Pivot etc. If, at the end of the jam in which the
opposing team did a star pass, your team has not done a star pass, you should
add a row that is blank except for an “SP” in the Jams column and leave the rest
of the line blank. Any entries/exits from the Penalty Box still go on the original
line. In the example below skater #12 entered and exited the box during jam
number 1 (recorded on the first line even if the entry and/or exit happened after
the opposing team’s star pass) while #214 was in the box at the end of the jam
and was released in jam number 2.

Most Head Referees and Head NSOs don’t mind if Lineup Trackers keep tracking
for the same team throughout both periods of a bout. This is usually easier for the
trackers as they do not have to learn a whole new set of player numbers for the
second period. Copy the player numbers from the first period sheet’s right hand
side column to the new sheet, if the information isn’t pre-printed.

Hand in your paperwork to the Head NSO. You’re done!
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Color
Period

Jam #

Team

Skater #

Pos

In

Stand

Done

Date
Penalty Box Timer
Stopwatch at End of Jam
Jam #
1

1

2

2

3

3

4

4

5

5

6

6

7

7

8

8

9

9

Box Trips

10 10
11 11
12 12
13 13
14 14
15 15
16 16
17 17
18 18
19 19
20 20
21 21
22 22
23 23
24 24
25 25
26 26
27 27
28 28
29 29
30 30
31 31
32 32
33 33
34 34
35 35
36 36
37 37
38 38

Note the peri od, ja m number, tea m col or, s ka ter number, a nd pos i ti on (P, B, J). "In" i s the ti me on the s topwa tch when the s ka ter s i ts . "Sta nd"
a nd "Done" a re the ti mes the s ka ter s houl d s ta nd a nd i s done wi th the pena l ty. "Stopwa tch a t End of Ja m" i s the ti me on the wa tch when the
ja m(s ) ends . Cros s off the Ja m # (one col umn per peri od) a t the end of the ja m. In the Box Tri ps col umn put a ta l l y l i ne undernea th the s ka ter
number for ea ch pena l ty mi nute s erved.

Photos are from the WFTDA official hand signals document.
http://wftda.com/rules/wftda-official-hand-signals.pdf

These are examples of rules sections especially important to the various NSO
positions. Naturally, there is plenty of overlap between positions and these
examples are by no means exhaustive. It’s always a big advantage to know the
rules – not just the sections that apply to your position – as an NSO.

1.3 Structure
1.3.1 A game is composed of 60 minutes of play divided into two periods of 30
minutes played between two teams
1.3.2 The team with the most points at the end of the game wins.

1.4 Periods
1.4.1 The period begins when the designated Official blows the jam-starting
whistle. The signal will be one short whistle blast.
1.4.2 The period ends when the last jam reaches its natural conclusion (see
Section 1.5). This may extend past the point when the period clock reaches
0:00.
1.4.3 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 or Official
Review is called by one of the teams (see Section 1.7 - Timeouts).
1.4.3.1 If an Official Timeout is taken with 30 seconds or fewer remaining on
the period clock, the period and lineup clocks will begin running once again
when the designated Official indicates that the Official Timeout is complete.

1.5 Jams
1.5.1 A period is divided into multiple jams. There is no limit to the number of
jams allowed in each period.
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1.5.2 A jam may last up to two minutes. Jams begin at the jam-starting whistle
and end on the fourth whistle of the jam-ending signal (see Section 1.10 Whistles).
1.5.3 There are 30 seconds between jams.
1.5.6 The jam is over when an Official calls it off with four short whistle blasts.
The jam ends on the fourth whistle, whether or not the whistles were
inadvertent or incorrect.

1.6 Overtime
1.6.1 A game may never end in a tie score. If the score is tied at the end of a
game, an overtime jam will determine the winner. After one minute, the teams
will skate a full two-minute jam. This jam will have no Lead Jammer. Penalties
will be called. Jammers will begin scoring points on their initial pass. The team
with the most points at the end of the overtime jam is the winner. If the score
remains tied, additional overtime jams will be played until the tie is broken.
Additional overtime jams will begin one minute after the end of the previous
jam.
1.6.1.1 If an overtime jam ends before two minutes for any reason, the game
ends immediately and the score stands. Additional overtime jams will only
be played if the score remains tied (with the exception in Section 8.2.6.3).
1.6.2 Overtime is not a new period. Overtime is an extension of the final
period.

1.7 Timeouts
1.7.1 Each team is allowed three one-minute timeouts per game.
1.7.2 To take a timeout, the Captain or Designated Alternate will signal the
Officials to request a timeout. Officials will signal for the clock to stop.
1.7.3 Teams may take timeouts only between jams.
1.7.3.1 The designated Official will signal the end of the timeout at its
conclusion. At this signal, skaters will return to the track so as to start the
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next jam as soon as possible. The next jam can start as soon as skaters are
lined up, but no more than 30 seconds should elapse after a timeout.
1.7.4 Officials 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 (see Section 1.9.2.2).
1.7.4.1 If the Officials call a timeout during a jam in progress, the jam will
end and a new jam will be run if there is time remaining on the official
period clock (see Sections 1.4.3 and 8.2.6.3).
1.7.5 After a timeout, the period clock does not resume until the next jam
starts, except as specified in Section 1.4.3.1.

1.9 Clocks
1.9.1 Each game will have separate penalty clocks, jam clocks, and period
clocks.
1.9.2 Official Period Clock
1.9.2.1 The official period clock starts on the jam-starting whistle of the first
jam.
1.9.2.2 The official period clock does not stop between jams unless a
timeout is called. The period clock stops during a timeout.
1.9.2.3 Officials must stop the official period clock between jams when time
exceeds 30 seconds.
1.9.2.4 The official period clock must be one that is highly visible to referees,
teams, and fans.
1.9.2.5 In the event of a malfunction or discrepancy, the official period clock
may be updated during a timeout in between jams, based on a backup clock.
1.9.3 Official Jam Clock
1.9.3.1 The official jam clock starts on the jam-starting whistle.
1.9.3.2 The official jam clock stops at the end of each jam (on the fourth jamending whistle).
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1.9.3.3 The official jam clock must be one that is highly visible to referees,
teams, and fans.
1.9.4 Penalty Clocks
1.9.4.1 All penalty clocks stop between jams (see Section 6.2.4 for
procedure).
1.9.4.2 Penalty clocks are not required to be visible to referees, teams, or
fans. While in the Penalty Box, skaters may request knowledge of how much
penalty time they have remaining.

1.10 Whistles
Description

Whistle Signal

Jam-Starting Whistle

One short

Lead Jammer

Two rapid

Penalty

One long

Jam Called Off/Ended

Four rapid

1.1 Teams
1.1.1 At most, 14 skaters may be on the roster for a specific game.
1.5 Jams
1.5.4 Any skaters who are not completely in bounds at the jam-starting whistle
will not be permitted to join the jam in progress. No penalty will be issued.
1.5.5 Jammers and Pivots are permitted to put on their helmet covers after the
jam has started. They must, however, have their helmet cover on their head or
in hand before the jam-starting whistle. A helmet cover cannot enter a jam in
progress.
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1.5.6 The jam is over when an Official calls it off with four short whistle blasts.
The jam ends on the fourth whistle, whether or not the whistles were
inadvertent or incorrect.

6.4 Expulsion and Fouling Out
6.4.1 Fouling Out: A skater fouls out from the game when seven penalties have
been assessed to that skater.
6.4.1.1 This includes penalties assessed to the Pivot or Captain for actions
that other people committed (see Sections 6.1.4–6.1.5)
6.4.1.1.1 This does not include time served without a penalty being
recorded (see Section 6.4.2.3.1).
6.4.1.2 When a skater fouls out of a game, that skater must immediately
leave the track and may not remain on the team’s bench. The fouled-out
skater is not allowed to participate in the remainder of the game in any way.
Another skater from that skater’s team must serve any applicable penalty
time; this substitute must serve in the same position (Pivot, Blocker, or
Jammer) as the skater who has fouled out. Substitutions for skaters who
have fouled out cannot happen during an in-progress jam. The fouled-out
skater is not permitted to return to play and their team must skate a skater
short for the remainder of the jam (see Section 6.2.1.1).
6.4.1.2.1 If a skater who has fouled out interferes with game play, their
team will be penalized according to Section 5.13.28. Additionally, that
skater may no longer remain on the floor and must return to the locker
room or staging area. The skater may not remain on the floor with their
team or in an area where the fouled-out skater can interfere with skaters
on the track
6.4.2 Expulsion
6.4.2.1 A skater may be expelled from the game at the Head Referee’s
discretion for serious physical violence or any action deemed by the Officials
to cause an extraordinary physical threat to others. Only the Head Referee
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may expel a skater, coach, or manager. The Head Referee’s decision is
binding.
6.4.2.2 Referees may not downgrade an expulsion. Any behavior not
warranting expulsion must be penalized according to guidelines set forth in
Section 5 - Penalties.
6.4.2.3 Expulsions are a special class of penalty; as such, the team an
expelled skater was on must play down one skater for at least 30 seconds
(except where shortened per Section 6.3), as if a penalty had been issued.
6.4.2.3.1 Coaches and managers are held to the same standard of sporting
behavior as skaters. If a coach or manager is expelled (see Section 6.4.2.1),
that team’s Captain will serve this time, but no penalty will be recorded for
the Captain.
6.4.3 The Head Referee does not need to meet with either Captain prior to
expelling a skater from the game.
6.4.4 The expelled skater must immediately leave the track and return to the
locker room or staging area. The expelled skater may not remain on the floor
with their team or in an area where the expelled skater can interfere with
skaters on the track. The expelled skater is not allowed to participate in the
remainder of the game in any way.

1.8 Penalty Box
1.8.1 The Penalty Box Area is the designated area where penalty time will be
served. Benches or seats must be provided as part of the “Penalty Box.” The
benches or seats must be capable of accommodating a total of six skaters
(three from each team).
1.8.1.1 Teams may use separate Penalty Boxes
1.8.2 The Penalty Box Area must be situated in an easily accessible, neutral
area close to the track.
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1.9.4 Penalty Clocks
1.9.4.1 All penalty clocks stop between jams (see Section 6.2.4 for procedure).
1.9.4.2 Penalty clocks are not required to be visible to referees, teams, or fans.
While in the Penalty Box, skaters may request knowledge of how much penalty
time they have remaining.

6.2.3 Penalty Box Procedures, Rights, and Restrictions: When a skater is sent to
the Penalty Box, the skater must immediately exit the track to the appropriate
direction (outfield or infield, corresponding to the location of the Penalty Box; see
Section 5.14.2). The skater must then skate to the Penalty Box in the counterclockwise direction without returning to the track. The Penalty Box boundary is
considered to be part of the Penalty Box (see also Section 1.2.7).
6.2.3.1 Penalty timing will not begin until the penalized skater legally enters the
Penalty Box from the appropriate counter-clockwise direction and is seated.
6.2.3.1.1 If, after being sent to the Penalty Box, all parts of a penalized skater
have passed beyond Point of No Return (see Glossary), the skater must skate
all the way around the track in order to enter the box from the appropriate
counter-clockwise direction.
6.2.3.2 No team may have more than two Blockers and one Jammer seated in
the Penalty Box at a time. If a team has more than two penalized Blockers, the
penalties will be served consecutively (i.e., the third Blocker will sit out once
the first Blocker has served their penalty). This may require the third Blocker to
serve their penalty in the next jam, in which case the third penalized Blocker
will be asked to return to the jam (see Section 6.2.3.3).
6.2.3.2.1 If the skater fails to remain on the track in the next jam while in the
Penalty Box queue, the skater will be penalized according to Section 5.15.4.
6.2.3.2.2 The moment the penalized skater is directed off the track, the
skater is considered “in the box” for scoring, Lead Jammer, Passing the Star,
and Cutting the Track rule purposes, and is no longer considered part of the
pack for purposes of pack definition. However, penalty time will not start
until the skater is seated in the box.
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6.2.3.2.3 In order to form a pack, a team must have at least one Blocker on
the track at all times. If there is only one Blocker from a given team, that
skater will not be sent to the Penalty Box, even if the Penalty Box cap has not
been reached, until another Blocker returns to the track and has joined the
pack
6.2.3.2.3.1 The penalized skater will be sent to the Penalty Box as soon as
there is room in the box, provided another Blocker from the skater’s team
is on the track and has joined the pack.
6.2.4.3 If there are already two Blockers seated in the box from the penalized
Blocker’s team, the third Blocker will be waved off by the Penalty Timer. If
there is an empty seat (e.g., because there are fewer than 10 seconds left on
penalties currently being served, resulting in a Blocker vacating a seat), the
third Blocker may be seated as normal. If a Blocker is waved off, they must
return to the track as described in Section 6.2.8. A Jammer can never be waved
off from the Penalty Box.
6.2.4 The penalty clock starts when the skater is seated in the Penalty Box (with
exceptions noted in Section 6.2.3.3). The penalty clock only runs when the jam
clock is running. If a penalty spans multiple jams, the penalty clock will stop
between jams. If a skater is seated between jams, the penalty clock starts when
the next jam begins.
6.2.4.1 When there are 10 seconds remaining on the penalty clock of a
penalized skater, that skater will be instructed by the Penalty Timer to stand.
The skater must stand upright.
6.2.4.1.1 If a skater has 10 or fewer seconds remaining on their penalty
when they are seated (for example, per Section 6.3 – Both Jammers
Penalized/Both Jammers Off the Track, or because they were incorrectly
instructed to leave the box early by an Official per Section 5.13.2), they will
be immediately instructed to stand.
6.2.4.1.2 If a skater does not stand when instructed, the Penalty Timer will
stop the penalty clock until the skater stands.
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6.2.4.2 If a skater stands before there are 10 seconds remaining on the penalty
clock, the Penalty Timer will stop the penalty clock until the skater is seated.
6.2.5 Penalized skaters may not leave the designated Penalty Box Area during
either a team or Official Timeout (see Section 5.13.11).
6.2.5.1 A penalized skater’s teammates, managers, and coaches may not
physically enter the designated Penalty Box Area to communicate with the
penalized skater at any time (see Sections 5.13.12 and 5.13.13).
6.2.6 Penalized Captains and penalized Designated Alternates may not call a
timeout from the Penalty Box. A request for a timeout or Official Review signaled
to the referees from a penalized Captain or a penalized Designated Alternate shall
not be granted.
6.2.7 Penalized skaters may remove only their mouth guard once they are seated
in the Penalty Box. No other equipment may be removed while a skater is in the
designated Penalty Box Area (see Section 5.13.14).
6.2.8 After being released from the Penalty Box, a penalized skater may return to
the track. A skater may skate clockwise in the clearance around the outside of the
track when exiting the Penalty Box. When returning to play, the skater must
return behind the rearmost pack skater (see Section 5.13.20).
6.2.8.3 A skater may return to the track in front of opponents who are out of
play. If a Jammer is eligible to score (having completed their initial pass prior to
being sent to the Penalty Box), the Jammer will immediately earn points for
passing Blockers who are outside of the Engagement Zone, behind the Jammer,
upon re-entry (see Section 7.2.6.2).
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6.3 Both Jammers Penalized/Both Jammers 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 time, is released back into play by the
Penalty Box Official. The exact amount of time the first Jammer served before
release will be the exact amount of time the second Jammer will serve before the
second Jammer is released back into play (Section 6.3.4 is still applicable).
Example: Jammer A has served 17 seconds when Jammer B is seated in the
Penalty Box. Jammer A is released from the Penalty Box and Jammer B begins to
serve 17 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.
6.3.1 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 their
required time, the game will continue without a Jammer on the track for the
duration of any penalty time that is required to be served.
6.3.1.1 If the jam clock expires with both Jammers in the box serving their
required time, a new jam will begin without Jammers on the Jammer Line.
Both Jammers will return to play following completion of any required
penalty time.
6.3.2 If both Jammers are seated in the box at the same exact moment, both
Jammers will serve 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.
6.3.3 If any jam ends with one Jammer in the box and the second Jammer
skating toward the box after being sent off the track, the penalty time for the
Jammer who is already in the box will end with the fourth jam-ending whistle.
That Jammer will start the new jam from the Penalty Box as their team’s
Jammer, and will be allowed to return to play behind the rearmost pack skater
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after the jam-starting whistle in the new jam. The second Jammer will begin
the new jam in the box to serve their required time.
6.3.3.1 A team may not make a substitution for either Jammer.
6.3.4 If a penalized Jammer exits the Penalty Box before being officially
dismissed by an Official, that Jammer will be required to return to the box and
serve any unserved time, no matter how small. Per Section 5.13.23, that
Jammer will also be assessed a penalty.
6.3.4.1 If the other Jammer is seated in the box before the first Jammer has
returned to the box to serve their time, the second Jammer will remain in
the box until their penalty is complete, or until the first Jammer is once again
seated, whichever comes first. When the original Jammer is once again
seated, they will serve the remainder of their first penalty, plus the amount
of time served by the second Jammer. This combined penalty time will be
served by the original Jammer regardless of the other Jammer’s actions from
this point forward.
6.3.5 If a penalized Jammer is incorrectly dismissed early from the Penalty Box
by an Official, that Jammer will be required to return to the box and serve any
unserved time, no matter how small. This Jammer will not be assessed a
penalty.
6.3.5.1 If the other Jammer is seated in the box before the first Jammer has
returned to the box, they will serve as many seconds as the original Jammer
had served. The original Jammer is thereby excused from their unserved
time, and is no longer required to return to the box. If they report to the box
anyway, they will be instructed to return to the track.
6.3.6 If one team’s Jammer does not make it onto the track in time to
participate in the jam and during the course of that jam the opposing team’s
Jammer is sent off for a penalty, the jam will be whistled dead when the
penalized Jammer is seated in the Penalty Box. The Jammer 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.
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6.3.6.1 In the new jam, skater substitutions from the bench are allowed,
with the exception of the penalized Jammer.
6.3.7 With one Jammer already in the box or if a team fails to field a Jammer, if
the opposing team’s Jammer leaves the jam due to equipment failure or
malfunction, the jam will not be called off. The jam will continue without a
Jammer on the track until the Jammer who left returns to play after the
equipment issue has been addressed, or until the penalized Jammer’s penalty
time has expired, whichever comes first.
6.3.8 With one Jammer already in the box or if a team fails to field a Jammer, if
the opposing team’s Jammer leaves the jam due to an injury, the jam will be
whistled dead after it has been determined by the referee that the Jammer will
not be returning to play. A new jam will be started with the penalized Jammer
still in the box serving the remainder of the required penalty time and the
opposing team fielding a new Jammer.
6.3.9 With one Jammer already in the box, if the opposing team’s Jammer
leaves the jam because of a decision to quit playing (e.g., sits on their team’s
bench mid-jam, leaves the track area mid-jam), the jam will be whistled dead
after it has been determined by the referee that the Jammer will not be
returning to play (Sections 6.3.7 and 6.3.8 do not apply). A new jam will be
started with the penalized Jammer still in the box serving the remainder of the
required penalty time, and the opposing team fielding a new Jammer. The
Jammer who ends a jam by quitting is to be considered as having quit the
game. That Jammer is not permitted to return to play for the remainder of the
game.

6.3.10 If the first penalized Jammer has fouled out of or has been expelled from
the game, when the second penalized Jammer is seated in the box the jam will
be whistled dead. The first penalized Jammer’s team will field a new Jammer in
the new jam. The substitute Jammer will start the new jam in the Penalty Box,
and will be released upon the jam-starting whistle. The second Jammer will
remain in the box at the start of the new jam and will serve an amount of time
equal to the first Jammer (see Section 6.4.5).
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6.3.11 When a penalized Jammer is serving more than one consecutive penalty
in the Penalty Box and the opposing Jammer arrives in the Penalty Box when
the first penalized Jammer has more than 30 seconds of penalty time
remaining to serve, the arriving Jammer will be released back into play by the
Penalty Box Official immediately after taking their seat in the Penalty Box. The
remaining penalty time of the first Jammer is reduced by 30 seconds
6.3.11.1 If the opposing Jammer arrives during the timing of the first
penalized Jammer’s final penalty, normal rules apply to the second penalized
Jammer (see Section 6.3 - Both Jammers Penalized/Both Jammers Off the
Track).

6.4.5 Timing a Fouled Out/Expelled Skater’s Penalty
The team of a skater who is ejected from a game, either due to an expulsion or
fouling out, must play down a skater in the ejected skater’s position, as if a
penalty had been assessed. If the jam ends before the penalty time is complete,
the remainder of the penalty time will be served by a substitute in the following
jam.
6.4.5.1 Timing of the penalty for an ejected skater begins as soon as they are
seated, per Section 6.2.3.1. If they are not seated, their timing begins after a
referee:
6.4.5.1.1 Has made sure the ejected skater has immediately left the track
(ejected skaters must also return to the locker room or staging area per
Sections 6.4.1.2 and 6.4.4), and
6.4.5.1.2 Has instructed the Penalty Box Official to begin timing the penalty
for the ejected skater, or
6.4.5.1.3 Has provided that the substitute is seated at the beginning of the
next jam.
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Only skaters wearing the designated Jammer helmet cover with visible stars
are eligible to score points.
7 Scoring
(See Glossary for Pass (noun) and Pass (verb) for definitions of when passes begin
and end.)
7.1.1 A Jammer does not score points on opposing Blockers on their first pass
through the pack. This “initial pass” is to determine Lead Jammer status (see
Section 2.4 - Lead Jammer).
7.1.1.1 During an overtime jam, an exception is made: The initial pass is
considered to be a scoring pass, and there is no Lead Jammer (see Section 1.6 Overtime).
7.1.2 A Jammer may score a Jammer lap point on their initial pass.
7.1.3 After completing their initial pass, a Jammer scores points by passing
opponents on their second and subsequent passes. These are considered “scoring
passes.” A Jammer can score a maximum of one point per opposing Blocker per
scoring pass. Jammer lap points are independent of scoring passes. In order to
receive a point for passing an opponent, the Jammer must:
7.1.3.1 Pass the opponents’ hips while in bounds and upright, legally, while
wearing the Jammer helmet cover with the stars visible, without committing
penalties.
7.1.3.2 Any legal pass counts. If a Jammer becomes ineligible for a point by
committing an illegal action or passing while out of bounds, the Jammer is
allowed an opportunity to re-pass and score the point.
7.1.3.3 Passes while airborne will result in points only if:
7.1.3.3.1 The Jammer was in bounds when they left the track
7.1.3.3.2 The Jammer lands in bounds
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7.1.3.3.3 The Jammer’s skate is the first part of the Jammer to make contact
with the track, and
7.1.3.3.4 The Jammer’s skate re-connects with the track prior to the end of
the jam.
7.1.3.4 A Jammer who is in bounds but down may earn points for opposing
Blockers who were ahead of the Jammer but skate clockwise behind the
downed Jammer. This is considered to be a pass.
7.1.3.5 The Jammer’s scoring pass is complete (and their next scoring pass
begins) once the Jammer has exited the Engagement Zone. If there is no
pack, the scoring pass ends when the Jammer passes the foremost Blocker. If
the Jammer is ahead of all Blockers, their pass ends immediately if a No Pack
situation is declared (see Section 2.4 – Lead Jammer and Section 3.1 - Pack
Definition).
7.1.3.5.1 Blockers who advance or chase forward ahead of the
Engagement Zone are considered part of and belonging to point totals of
the previous (just completed) scoring pass.
7.1.3.5.1.1 Blockers who advance or chase forward ahead of the
Engagement Zone must return to the Engagement Zone immediately (see
Sections 5.10.6 and 5.10.12), and only after they have returned to play are
they eligible to be scored on in the normal manner and counted in the
totals of the current scoring pass
7.1.3.5.1.2 A Jammer may receive points during a scoring pass before the
jam has ended for opposing Blockers who have advanced ahead of the
Engagement Zone without having to physically pass them. These are the
circumstances in which a Jammer can earn points in this manner:
7.1.3.5.1.2.1 The Jammer must be on a scoring pass.
7.1.3.5.1.2.2 The Jammer must have already scored one point on an
opposing Blocker in the same scoring pass.
7.1.3.5.1.2.3 The Jammer must have passed the foremost in-play
Blocker.
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7.1.4 A Jammer’s pass through the pack, either initial or scoring, must be
initiated by entering the pack in the counter-clockwise direction.
7.1.4.1 If a Jammer exits the front of the Engagement Zone but is then
lapped by the pack, that Jammer returns to their previous pass until reexiting the front of the Engagement Zone. (See Section 7.2.6.1 for points
scored before a Jammer returns to their previous pass.)
7.1.4.2 If a Jammer falls behind and is lapped by the pack before completing
their initial pass, it will not be considered their initial pass. The Jammer’s
forward engagement of the pack on their subsequent pass will be
considered their initial pass.

7.2 Points
7.2.1 Points are earned when the Jammer passes each opponent, including
those who have been knocked to the floor, are out of play, or are considered to
be in the Penalty Box. Illegal passes that do not warrant a penalty also earn
points for Jammers, except where specified in Sections 5.11.5–5.11.8 - No
Pass/No Penalty.
7.2.1.1 The Jammer earns a point for each opponent who is not on the track
immediately upon scoring the first point on any opposing Blocker in each
scoring pass, including those opposing Blockers who are still physically on
the track but have been directed to the Penalty Box. If the jam ends before
the Jammer scores, said additional points will not be awarded. The following
are examples of points the Jammer will earn in this manner:
7.2.1.1.1 Opponents in the Penalty Box
7.2.1.1.2 Opponents who have been assessed a penalty sent to the
Penalty Box (even if they are still on the track).
7.2.1.1.3 Opponents who failed to be on the track when the jam-starting
whistle blew.
7.2.1.1.4 Opponents who have removed themselves from play
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7.2.1.1.4.1 Opponents who have removed themselves from the track
will be scored upon as though they were on the track (but out of
bounds) until it has been determined they have removed themselves
from play (until they return to play, if they are allowed; see Section
9.3.3).
7.2.1.1.5 Opponents who have returned from the Penalty Box behind the
Jammer.
7.2.1.2 Standard scoring rules and requirements apply to opponents
returning from the Penalty Box who skate ahead of the Jammer before the
Jammer is able to earn their first point in that scoring pass.
7.2.1.3 Points for opponents who have not yet been scored upon in an
incomplete scoring pass by a penalized Jammer, who themselves are
penalized while the Jammer is serving penalty time, will be awarded to the
penalized Jammer upon the Jammer’s legal in-bounds re-entry onto the
track in the same jam, or upon passing any opposing Blocker (if their re-entry
was illegal). If the jam ends before this occurs, points for those opponents
will not be awarded. The Jammer may still earn those points by legally
passing those opponents in the same jam.
7.2.2 Points are announced by hand signal once the Jammer has exited the
front of the Engagement Zone (see Section 7.1.3.5).
7.2.2.1 Once a scoring pass is complete (see Section 7.1.3.5), a Jammer
cannot score points unearned in their previous scoring pass.
7.2.3 Points are earned until the end of the fourth whistle of the jam-ending
signal.
7.2.4 If the jam ends when the Jammer is still in the pack, the points for any
passed opponents will be announced immediately.
7.2.4.1 The Jammer will also be awarded points for Blockers on the track and
ahead of the Engagement Zone if said Blockers were not previously scored
on during that scoring pass.
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7.2.5 Once a Jammer earns a point, that point can never be taken away. (Note:
This does not apply to points awarded in error.)
8.5.5.1 Points awarded in error are points that have not been legally earned
by a Jammer and have been awarded to their team incorrectly and/or
erroneously by an Official or as the result of a technology malfunction.
7.2.6 Jammers cannot score points while in the Penalty Box.
7.2.6.1 When the Jammer finishes serving a penalty, the Jammer continues
their scoring pass exactly where the Jammer left off. For example: If the
Jammer has scored on opposing Blockers A and B when sent to the Penalty
Box, the Jammer retains those points. When the penalty finishes in the same
jam, the Jammer remains on the same scoring pass and can only score on
opposing Blockers C and D. (See Section 2.4 – Lead Jammer for Lead Jammer
details.)
7.2.6.2 A Jammer exiting the Penalty Box will still be on the same pass the
Jammer was on when the Jammer was penalized, even if all points for a pass
have been awarded. The Jammer will immediately earn points for passing
Blockers who are outside of the Engagement Zone, behind the Jammer,
upon re-entry (see Section 6.2.8.3).
7.2.6.3 When the Jammer’s penalty spans into the next jam, the Jammer
starts all of their passes over. The Jammer’s points are announced at the end
of the one jam, and in the next jam the Jammer begins their initial pass
when leaving the Penalty Box.
7.2.7 Jammer Lap Point: If one Jammer completely laps the opposing Jammer,
the Jammer will score one point. The scoring Jammer does not need to be on a
scoring pass to score a Jammer lap point, nor does the Jammer need to be
“ahead” in terms of the number of scoring passes completed.
7.2.8 In order to earn points for passing while airborne, the Jammer must
maintain in-bounds and upright status after landing (see Section 5.8 - Out of
Bounds Engagement).
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Track layout by Judge Fredd. Note that this layout does not include the alternative set-ups discussed in the guide (such as outside
Penalty Tracking and whiteboard). We also recommend having Lineup Trackers positioned behind the Jammer Line and with a clear
view of the Penalty Box.

